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THE WITCHER 3: WILD HUNT - PRIMA STRATEGY GUIDE FOREWORD 


The Witcher 3: Wild Hunt is a game about 

experiences that evoke emotion. It is a game 

about the wonder of exploring a giant world, 

the heartbreak of seeing lives crushed by grand 

politics or supernatural forces, and the thrill of 

jumping into the fray against them all. Most of all 

it is a game about you, as you decide who to 

become, who to love, who to save, and who to light 

aflame. It was one of the greatest adventures of our 
ating this game for you and, judging by the 

outpouring of positive sentiment we received from 

the gaming community, one of the most memorable 

gaming experiences you have had playing it 


Many months have passed since we first invited 
you to join our Wild Hunt, yet that does not mean we 
have stopped growing the game, polishing it, making 
it an even better RPG experience. Immediately after 
launch, we began work on two massive expansions, 
Hearts of Stone and Blood and Wine, which added 
numerous quests, characters, places of interest. 
monsters, items, and an entire realm for you to 
wander— Toussaint. In addition, we have kept up 

a steady stream of updates which have changed 
The Witcher significantly. From interface tweaks 

to balance adjustments and additional dialogues 
these changes—many based on feedback gathered 
from passionate gamers like you—have made the 
game more immersive, more memorable, and— 

as a result—more truly yours. 


The guide you now hold in your hands will help 
you navigate this extended world in the most 
comprehensive and approachable way can think of. 
Key staff from CD PROJEKT RED worked with Prima 
to update the previous edition of the guide, fleshing 
it out with new content and making it more detailed 
and accurate. | hope it will serve as a trustworthy 
companion in your travels, as you embody Geralt 
and experience his dangerous, dark and, hopefully, 
unforgettable world 


Thank you for playing The Witcher and supporting 
us. Safe travels! 


—Adam Badowski and the entire 
The Witcher 3: Wild Hunt team 


WITCHERS: NOT QUITE THE DEVILS YOU THOUGHT 


A conviction has arisen amongst both mages and the hoi polloi that Witchers. 
barely rise а hair's breadth above animals, that they are deformed and 
bloodthirsty mutants, and that in slaking this thirst they do not limit themselves 
to the fluids of monsters. Meanwhile the research and observations of Virgil of 
Ban Ard paints an entirely different picture of this caste. 


Of course, it is an indisputable fact that the mutations Witchers undergo 
influence their temperament, immune system, strength and endurance, yet one 
cannot consider them unthinking beings forged only for killing as a result. In fact 
Witchers cultivate a unique culture, a specialized body of knowledge, an effective 
training system, and even a code of honor. They know an incredible amount 
about the effects of ingesting various organic and inorganic substances, and also 
a small amount, but nevertheless, something about the fundamentals of magic 
(by which | mean the simple spells they call "Signs") 


On the surface the Witchers appear to be a homogeneous social entity, but in 

truth their fighting styles, training regimens, and world views differ significantly 
depending on which school they adhere to. The best-known Witcher schools on 
the Continent are: the Wolf School, the Bear School, the Griffin School, the Viper 


School, and the Cat School. 


FAIRYTALES AND STORIES 


Then the fairy said to the Witcher: “I will tell you what to do: put on a pair of iron 
shoes and pick up an iron staff, Walk in the iron shoes to the end of the world, 
pat the ground before you with the staff, and sprinkle it with tears, Walk through 
fire and water, do not stop, do not look back. And when your shoes wear out, and 
when the iron staff shatters, when the wind and the heat dry your eyes so that 
you cannot shed another tear, then you will have reached the world's end, and 
you will have found what you seek and what you love. Perhaps. 


‘And so the Witcher walked through fire and water without looking back. 
But he took neither the iron shoes nor the staff. He took only his Witcher's sword 
He did not heed the words of the fairy. 


And that's a good thing, because she was an evil fairy. 
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ik FOES ANDI FACTIONS 


THE WITCHERS OF KAER MORHEN 
aint - — 


GERALT OF RIVIA 


Known to the elves as Gwynbleidd, and to 
those seeking his services, as the White Wolf, 
Geralt is a member of the Wolf School. He is 

по mere swinger of swords, but thoughtful 
cunning, resourceful, and an exceptional 
warrior. Beneath a rather stoic exterior are 
murmurings of good humor, a readiness to help 
out those in distress, an offering of goodwill 
and a mastery of both his blades to help those 
requesting his aid. 


CIRILLA FIONA ELEN RIANNON 


Heiress to several thrones, the bearer of 4 

Elder Blood, and a powerful Source endowed / 

with exceptional magical talent, Ciri is also 

known as the Lady of Time and Space. She 

seems to be living up to this name, as she 

has disappeared during this time of torment, 

forcing Geralt (who was bound to Ciri by Л 
destiny, and helped train her after she escaped Tu 

a massacre in Cintra as tragedy and war 
deprived her of her real family) to search 
the lands of the Northern Realms for her— 
the “ashen-haired one" 


VESEMIR 


The oldest surviving member of the Wolf School 
[1 of Witchers, Vesemir's bones may creak louder 
than the battlement floors of Kaer Morhen, but he 
shows no signs of hanging up his swords, especially 
| since he can better any man in combat, with a 
combination of his blades and magical prowess. 
Though harsh and demanding of his students, he 
has become something of a mentor in these later 


ESKEL 


Although he doesn't command the renown of his 
brethren, Eskel is a methodical, competent, and 
supremely talented Witcher that met the White 
Wolf when they were boys, thrusting their wooden 
practice swords at Kaer Morhen. Eskel walks the 
Witcher's Path separately from Geralt, but returns 
to winter at Kaer Morhen, and drinks to past 
successes and fallen friends. 


LAMBERT 


‘Among the very last to train within the walls of Kaer 
Morhen, Lambert is the youngest of the remaining 
Wolf School Witchers. He has a reputation for 
slaying the most ferocious and ravenous beasts of 
the Continent, but also a bluntness, arrogance, and 
sardonic wit that many find offputting. Despite these 
shortcomings, he remains loyal to his companions. 


years, His respect is now earned, not demanded. 


SORCERESSES OF THE LODGE 


‘YENNEFER OF VENGERBERG 


| 
| A formidable sorceress, Yennefer first met Geralt more than twenty years ago, 
when a djinn intertwined their fates together. Even though the intervening time 
has proved their relationship to be strong, itis frequently as stormy as the 
waters off Undvik. Completely the opposite of Geralt, Yennefer is more socially 
competent, adept at politicking, but was in the wrong place when the Wild Hunt 
captured her. Fleeing their grasp, she now stands at the right hand of 

Emhyr var Emreis. 


PHILIPPA EILHART 

While Miss Eilhart was also an advisor to a king (Vizimir ij, she took a more 
avid interest in the power her standing provided, with the Council of Mages 
and eventually the Lodge of Sorceresses itself. She has incredible talents, but a 
rather prickly nature about her. It is said that several kings found out just how 


prickly, since she was implicated in Vizimir's death, as well as the assassinations 


of two other monarchs. Little wonder that she has vanished into hiding, and is 
now the quarry of King Radovid's special forces. 


TRISS MERIGOLD 


When one turns to a dictionary to look up the word “sorceress,” there should 
be little surprise to find a painting of Triss Merigold. The perfect example of 
this profession, this former mage advisor to King Foltest holds none of the 
pretentions and haughtiness so apparent in some of her sisters of the Lodge. 
A warm and personable charm has won over many cold hearts, not least that 
of Geralt of Rivia. She was last seen in the city of Novigrad, helping her fellow 
mages from the pogrom against their kind. 


KEIRA METZ 


Geralt first met this sorceress when she was flung out of a window and fell 
оп his head during a coup. Then he stumbled upon her deep in the Velen 
countryside. When her employment with King Foltest came to an end 

(as had the king himself), she was chased out of Temeria and forced into exile, 
as she had earned the wrath and hatred of King Radovid. Geralt discovers she is 
now eking out an existence as a witch—a wisewoman stuck curing ailments of 
animals and peasants alike, all the while waiting for the winds of fate to blow in 
her favor 


FRIENDS OF THE WITCHER 


nk — 
DANDELION ZOLTAN CHIVAY AVALLAC'H 


The flamboyant troubadour and Oxenfurt academy A veteran of the Battle of Brenna, Zoltan Chivay is а Though little is known about this elven sage of the 


graduate, Dandelion would be a court jester if his ferocious force when armed with an axe, a master Аеп Elle, itis apparent Avallac'h's path had crossed 
not-inconsiderable charisma hadn't allowed him tactician when given a hillside and an ambush Geralts in the preceeding years. Displaying an unnerving 
to skirt any trouble—whether it was the numerous o attempt, and offers an ascerbic tongue when interest in the child of the Elder Blood, his exact motives 
dalliances and affairs with the fairer sex, or skilled placated with mead. A soldier of fortune, player of — remained unclear. With some investigation, it seems 
negotiations or stirring oratory to avoid the wrath Gwent, and loyal to both Dandelion and Geralt, he Avallac’h was a one-time tutor and mentor to Cirila, as. 
of the powerful gentry. However, as his current is a true force for good, and proves that no one is well as the chief advisor to the King of the Aen Elle—a 
whereabouts are unknown, this actor of some repute тоге loyal than а dwarf. ‘monarch whose demise had precipitated a conflict 

may have ruffled feathers one too many times. between Avallac'h and the successor, Eredin. 


THE REDANIANS 


THE NILFGAARDIANS 


EMHYR VAR EMREIS RADOVID V THE STERN 


There are few more formidable figures alive today than Emhyr var Emreis, An uncaring and paranoid ruler, seeking vengeance rather than compromise, 
Deithwen Addan ya Carn aep Morvudd (the White Flame Dancing on the Grave and allegiance or a slow and wretched death, Radovid seeks to thwart Nilfgaard 
I. of his Foes), otherwise known as the Emperor of Nilfgaard. While he rules halt while continuing to slaughter as many mages as he can find, believing them the 
of the known world, he has conquering aspirations for the other half. His path — root cause of all evil in the world. Setting his sights on the Free City of Novigrad, 
crossed that of Geralt's, after the emperor learned his daughter Ciri was in great пе hopes to gain control of its treasury and strategic location. An intelligent man 
danger, and that the Witcher was a better tracker than any in his army. That, and ала puppet master, but one trapped in his own world of disturbing visions. 

a friendship with the sorceress Yennefer of Vengerberg, forged an unlikely 

(and mostly strained) alliance. 


THE ZEALOTS OF NOVIGRAD 


4 
THE ETERNAL FIRE 


The persecution of the mages, under orders from Radovid himself, has spread to Novigrad. The Church of the Eternal Fire (a religious organization comprised of 
fanatics with a hunger for group executions) runs the city, at least on the surface. Caleb Menge, the commander of the Temple Guard, is an opportunist and paranoid 
force of fear in this city, helped by preachers such as Nathaniel Pastodi, who have their own hypocritical deviancy to hide. Now the Eternal Fire allies itself with witch 
hunters (such as Graden) sworn loyal to Radovid. This is a marriage of the most frightening aspects of zealotry. 


SIGISMUND DIJKSTRA 


The former head of Redanian intelligence and a man Geralt had many dealings 
with in the past, Dijkstra the spy is masquerading as a count named Sigi Reuven, 
and has amassed a great wealth in the city of Novigrad as part of the Big Four 
crime families. Embroiled with Philippa Eilhart, and Radovid's frenzy of hatred 
for the sorceress, Dijkstra fell out of favor with the King, and has wisely gone to 
ground under the assumed name of "Sigi Reuven”. But you can never keep a 
good political wrangler down. 


MESS 


CARLO 


“CLEAVER” VARESE 


A violent and terrifying dwarf, “Cleaver” lives up to his nickname as he enjoys 
torturing his victims by feeding them to pigs and hacking off their fingers with 
his namesake blade. Unbalanced even during periods of peace in Novigrad, а 
recent attack by his rival, Whoreson Junior, has left Cleaver spitting blood. 

He means to hunt down and murder every one of Whoreson's men, even if that 
results in leaving the city in ruins. 


THE TEMERIAN TWO 
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FRANCIS BEDLAM, KING OF BEGGARS 
Without a ruler for nigh on two hundred years, Novigrad's only “monarch” is 
the self-styled King of Beggars, a title that mocks the pomposity of such power. 
Managing a network of cut-purses and beggars, he offers them protection in 
exchange for the gossip they overheard as well as a cut of their ill-gotten gains. 
He holds court in the aptly titled Putrid Grove area of the city 


CYPRIAN “WHORESON JUNIOR” WILEY 


One of Novigrad's most dangerous criminals, Whoreson Junior has inherited 
his father's businesses across the city, as well as his sadistic and shocking 
foibles toward the harlots he encounters, With the unwritten armistice between 
Novigrad's criminal groups broken, thanks to Whoreson's willingness to murder 
his three rivals, he has turned an already tumultuous time in Novigrad into utter 
chaos. Perhaps there is method to his madness? 


VERNON ROCHE 


Before his forces were driven from his homelands, and he was forced to camp 
in a gorge.in the woods close to Oxenfurt, Vernon Roche was the commander of 
the Temerian Special Forces, and one of King Foltest's most trusted subordinates. 
Few matched Roche's expertise in acts ranging from the modest (slaying a band 
of Scoia'tael) to the impressive (putting down rebelions). But now, he has lost 
everything; his king, his lands, and most of his men. Now he stages ambushes 
against the overwhelming forces that occupy the land. 


Once a veteran officer of the Blue Stripes, and one of a handful of soldiers to 
survive the war with her commander. While Roche is stoic, Ves is much more 
headstrong, and but driven to reckless despair by the current situation of the war. 
It is fortunate, then, that her skills with the sword and the crossbow are nothing 
short of magical. Her sharpshooting and knife skills are utilized whenever she 
sees fit, a troubling tendency that Roche hopes to rein in. 


THE DOWNTRODDEN AND DEVIANT THE OPPRESSED, AND THE PEASANTRY 


NONHUMANS 
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THE BLOODY BARON: PHILLIP STRENGER 


After the abandonment of the wooden fortress known as Crow's Perch in 
northwest Velen, a new baron moved in with his motley band of men: a Temerian 
opportunist who negotiated this fortification with the Nilfgaard occupiers. 

The locals call him the "bloody baron," for the handling of his vassals wasn't 

the most tender. Now he sits and mopes. Some say with his violent bouts of 
drunkenness. Yet there may be a softer side to this sot paai ERR 


You may not immediately see many elves (the Aen Seidhe), dwarves, or 
halflings on your travels through the Northern Realms, since they bear 

the brunt of oppression by all and sundry, from the lowliest peasant to the 
pogroms of King Radovid himself. The elves are particularly hated, with 
racism rife throughout Novigrad and the surrounding territories, and forcing 
many into shanty towns like Farcomners, to the south of the city. Little wonder 
that many nonhumans join the ranks of the Scoia'tael—outlaws that camp 
in the countryside to wait and ambush, existing as bandits. Only the halflings 
seem to have escaped the most vicious of persecutions. But for how long? 


HUMANS 


THE CRONES OF CROOKBACK BOG 


Beware the marshes of Crookback Bog, to the southwest of No Man's Land for Ё 
the three crones (Whispess, Brewess, and Weavess) are said to lure in childen 

with the promises of sweet treats. Some hypothesize that these unwanted 

orphans are devoured, but others seem to venerate these ancient crones, 

said to be around since the reign of the first human kings. Tributes to the crones 

(in the form of human ears) are demanded. But these are old washerwomens' 

tales to frighten wayward children from drowning in the bog. Aren't they? 


NoRDUNGS HUMANS 


SOLDIERS PRIESTESSES OF FREYA 


The general peasant population of the Continent and Skellige have as 
= К wide a range of outlooks on life and work as there are ghosts on Fyke Isle. 
The Nordlings of Novigrad and Velen live in fear of Nilfgaardian invasion. 
JOHNNY THE GODLI NG Those existing in No Man's Land having paid a particularly terrible price 
during this time of war. Many enlist as soldiers. Others farm what is left of 
their lands. On the islands of Skellige, you'll find priestesses still worshipping 
the old goddess Freya. 


The Witcher Geralt has a very difficult time believing such a little fellow 

as Johnny exists. No one could live in the stinking mire of Crookback Bog, 
unless they hope to become drowner food. But Johnny does indeed scurry about 
the marshes. He is a godling, a rare breed of creature of which little is known, 
and less is written about. 


THE ISLANDERS OF SKELLIGE 


| CRACH AN CRAITE 


The sagas will sing of Crach an Craite's strength, 
courage, wisdom and generosity, but not omit the 
dogged determination he had for pursuing his foes. 
He is the mightiest of the Skellige Jaris, the Tirth 

ys Muire (or Wild Boar of the Sea) who devastated 
coastal villages during the raids of his youth. Long 
a friend of Geralt and Ciri's mother Pavetta, Crach is 
now at the apex of a new struggle for power among 
his people. He is proud that his two children are 
both favored claimants to the throne of Skellige, 

left vacant after the recent death of Good King Bran 
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HJALMAR AN CRAITE 


The eldest (by a few minutes) of Crach's twin children, 


exhibits many of his father's posture and character, and many saw him match 
(and perhaps overtake) Crach's fame as he began his own path of violence and 
bravado. His tendency to be reckless isn't seen as a shortfall, but rather stirs the 
hearts of the loot-craving youth from Trottheim to Svorlag. This has made him 


ERMION 


An old acquaintance of Geralt's, Ermion is the leader 
of the Druid's Circle in Skellige, and advisor to Crach 
ап Craite on matters conceming magic. He is the 
closest to a diplomat these islanders have. He is 
Content to use reasoning as well as an uppercut or 
the swing of an axe. Naturally thoughtful to the point 
of being obstinate, one must leam patience before 
Ermion chooses to part any wisdom with you 
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CERYS AN CRAITE 


Her friends call her Sparrowhawk, she earned the 
nickname for her swift and fierce nature. Inheriting 
all of her father's resolve and courage, as well as 
his stubbornness, she is dauntlessly optimistic 
about her chances to rule Skellige, despite the many 
challenges she faces—not least the claim of her 
older brother. She seeks to prove a great deed that 
would earn her the widespread honor and respect 
those of Kaer Trolde already give her 


JARL “MADMAN” LUGOS DRUMMOND 


the formidable Hjalmar 


the obvious choice as the next King of Skellige. After one final saga, the defeat of 


the ice giant of Undvik. 


JARL UDALRYK AN BROKVAR 


Once a just and fair ruler of the outer isle of 
Spikeroog, Jarl Udalryk of the Brokvar clan has been 
recently addled with a strange distemper, causing 
many of his closer friends to avoid him. Increasingly 
erratic, rumor has it that Udalryk believes the gods 
themselves speak to him, demanding sacrifices and 
revealing prophetic dreams. Most simply see him as 
madder than Jarl Lugos, which is saying something. 


JARL HOLGER BLACKHAND 


Jarl of the Dimun clan of Faroe, the thin 
mountainous outer isle to the southeast, Holger 
Blackhand may have a face like a slapped arse, a 
missing eye, and dark discoloring of his hand and 
forearm (eamed by frostbite after his longship ran 
aground), but his plundering nature is formidable 
He sees little difference between razing a village 
or ship flying a rival clan's flag, or attacking a 
settlement on the Continent. 


Though his silhouette doesn't cut the most imposing of shapes, there are not 
many islanders that would stand nose to nose with the Jarl of Clan Drummond. 
Ruling southern Ard Skellig with an almost unhinged fury, he is quick to shouting, 
faster with a blade, and would overthrow the ruling an Craite clan in a bloody 
Coup if he wasn't bound by the laws of Skellige. 


JARL DONAR AN HINDAR 


The eldest of the Jarls, Donar an Hindar rules the 
island that bears his name—Hindarsfjall to the east 
of Ard Skellig. An advanced age hasn't stopped him 
from being an active and respected leader. Only the 
chaotic temprement of Jarl Lugos gets his goat. 

He shares his home with Freya's Temple, and 

like the goddess, is considered pious, wise, and 
just. Unless he was ransacking the temples of the 
Continent in his youth, of course. 


IMLERITH 


The Wild Hunt are despollers, burning red riders, and a portent of the White Frost. 
Their master tactician is Imlerith, a frequent guest in Geralf's nightmares, and 
опе who had been chasing Ciri relentlessly. He is a powerful and brutal warrior, 
fighting in countless wars for the Aen Elle, їп other worlds. Now he seeks to spill 
blood here, as he prizes physical confrontation above all else, taking advantage 
of the Crones' sabbath to wallow in pleasures of the flesh 


GE'ELS 


Enjoying the trust and respect of the Aen Elle world, Ge'els holds a high-ranking 
position after Eredin took power from the previous ruler, Auberon Muircetach. 
Ge'els is the master of the political theater, a conjurer of illusions, and a seminal 
orator and rhetorician of the highest ability. He acts as the viceroy while the Wild 
Hunt travels the worlds, and is rarely seen. 


LEADERS OF THE WILD HUNT 


CARANTHIR 


А senior adviser to Eredin, and an important asset as he understands nature 
and the essence of other-worldly passages; a series of portals that can bring 
a man (or in this case a ghostly unit of warriors) between worlds. He is 
responsible for the navigation of the Wild Hunt's Riders. He captains the demonic 
longship said to arrive at the Final Age. A vessel crafted from the claws of the 
dead. If you see a portal open, and armored foes with skeletal helms stride out, 
Caranthir was responsible. 


EREDIN BREACC GLAS 


The king of the Wild Hunt, the lord of nightmares, and the force behind the mask 
of fright, only vague information about Eredin has coalesced into a terrifying 
knowledge. Eredin's cavalry (the Dearg Ruadhri) are an elite brigade from the 
world of the Alder Folk. Traveling via secret paths through the cold emptiness 
between worlds, he razes villages and summons the White Frost, capturing 
victims to take back as slaves. His current quarry is a power he wishes to 
harness, that of the Elder Blooded one called Cirilla. 
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EWALD BORSODI 


While pondering the next step in his adventure, Geralt of Rivia was approached 
by a mysterious stranger. This man did not say who he was, where he was from, 
how he knew of the Witcher, or how he had found him. They soon formed ап 
uneasy partnership, one which would lead to Geralt witnessing a battle between 
two brothers over past wrongs and control of the family fortune 


A QUARTET OF CRIMINALS 


CASIMIR BASSI 


A demolitions specialist who had cut his teeth in the mines of Mahakam, this 
dwarf was proposed to Geralt as a possible partner in crime, one who could 
bypass the vault of a local auction house using explosives. Casimir seemed 
unreliable, given his oscillations between rage and despair after learning of his 
wife's cuckoldry, and his methods were far from subtle (though no one could 
deny their effectiveness). 


EM 
HUGO HOFF 
Geralt needed someone who could scale the glass-smooth wall of a tower 
abutting the Borsodis’ Auction House. One of the few capable of this feat was 
Hugo Hoff, alias “Beef Patty,” а Halfling with countless break-ins and robberies 


under his belt. His last know whereabouts were the seedy taverns of Oxenfurt, 
and it turned out Hugo Hoff was in no condition to join Geralt's crew. 


HORST BORSODI 


Horst Borsodi, owner of the most famous auction house in all the North, was 
considered a snobbish brute by many who knew him. He looked down his nose 
at all and sundry, and regularly had his men toss “undesirables” out of his place 
ol business, following this up with a rough beating. It was said that none would 
walk behind the once rich and mighty Horst Borsodi's casket when he died, and 
none would shed a tear over his grave. 


EVELINE GALLO 


To rob a vault, one needs to get inside the building containing said vault 

To accomplish this, Geralt could use the help of a certain Eveline Gallo, a 

circus performer famed through all the North, and who, it seemed, used her 
considerable talents for less law-abiding purposes as well. As is often the case in 
life, Eveline was willing to help, but only in exchange for a favor; the Witcher had 
to save her circus troupe from humiliation. 


QUINTO 
Geralt has taken on a mad assortment of tasks in his life, many of which strayed 
far beyond his core trade of monster hunting. Recruiting a team to break into 
the vault in the Borsodis' Auction House, however, stood out as atypical even 
against this motley backdrop. One of the shady characters the Witcher was told 


would make a good candidate was Quinto, the most famed safecracker north of 
the Yaruga 


IRIS VON EVEREC _ 


Olgierd von Everec had once loved the beautiful and wealthy Iris so deeply, he 
was wiling to sacrifice everything to overcome her family's objections and marry 
her. Yet the price he paid proved too much and their marriage slowly fell apart. 
Abandoned by Olgierd, Iris withered into a shadow of her former self, haunting 
his ancestral home with her rage and remorse and escaping into a painted 
netherworld, 


OLGIERD VON EVEREC 


Olgierd was a unique character. He led an informal band who worshipped the ground he walked on, though 
he clearly was of a different sort than they: educated, а lover of art, and an adherent to a certain noble code. 
Yet Geralt also perceived something indefinable within the man, something years later he would call “a void 


crying out to be filled.” 


It seems once upon a time, Olgierd fell hopelessly in love with Iris, a beautiful young lady from a well-off 
family. Her parents accepted his proposal of marriage and all seemed set for a happy ending when a storm 
of misfortune sudden broke over the von Everec family. A chain of bad decisions and a few years of bad 
harvests left the once-wealthy family deeply in debt. Then the Borsodis purchased this debt and, with their 


THE VON EVEREC FAMILY 


THE BLACK CAT AND DOG 


In the von Everec estate, a host of strange and horrifying creatures reside. 
Among these were a black cat and dog who, though able to speak, chose to say 
very litle about themselves. Geralt surmised they were demons from another 
sphere, summoned by black magic, trapped in animal bodies, and bound to 
serve Iris von Everec. They seem not to feel sympathy for their mistress, as such. 
feelings did not form a part of their nature and did not reside in even the darkest 
corners of their souls. 


VLODIMIR VON EVEREC | 


The younger von Everec cut a strange figure, even 
for a ghost. He showed hints of noble refinement, 
but often his mannerisms better resembled those of 
a lifelong brawler or hooligan—no doubt because 
he had spent much of his living years raiding 

and marauding with a band of rough characters, 
One thing is certain: Viodimir liked to have а 

good time and had found death sorely lacking in 
quality entertainment. 


brutal enforcement of its terms, drove the von Everecs into utter bankruptcy. Iris’ parents revoked their 
approval of Olgierd, and betrothed Iris to an Ofieri prince. Out of desperation, Olgierd turned to Master 
Mirror—and soon won back his confidence, influence, and most importantly, his wife. It was only afterward 
that Olgierd discovered his contract with Master Mirror had a particularly strange (and horrifying) clause. 


THE WARM- AND COLD-HEARTED 


SHANI 


It came as a surprise to run into Shani, an old and dear friend of Geralt's from the 
time she was a coltish coed, who had grown into a dignified doctor and a fearless 
field medic for the Redanian Army. Geralt was reminded that he and Shani had 
once shared passionate (though passing) feelings for each other. Fate decreed 
Shani would not linger long in her hometown of Oxenfurt, for as long as the war 
lasted, she was the Redanian army's to command. Before leaving, Geralt thanked 
his friend, hoping they would meet again, later or, quite preferably, sooner. 


GAUNTER O'DIMM - 


MASTER MIRROR 


Geralt has escaped many predicaments, sometimes of hís own doing, sometimes 
aided by others. One of the strangest helping hands was that extended to him 

by Master Mirror. Appearing out of nowhere, on the Ofieri boat where Geralt was 
being held captive, Master Mirror reminded the Witcher of their first encounter, 
when he helped Geralt find Yennefer in White Orchard. Now he was offering help 
again—this time for a price. A strange branding appeared on Witcher's face, 
providing proof of the seriousness of their pact and raising a suspicion later 
confirmed beyond all doubt. 3 


DUCHESS ANNA HENRI ETTA 


If this world has ever known a ruler who enjoyed the absolute admiration of 
her subjects without the need for systematic repression or a particularly cruel 
hangman, it was, without a doubt, the sovereign of Toussaint, Duchess Anna 
Henrietta. Called Anarietta by those who knew her well, she was the widow 

of the late lamented Duke Raymund and one-time lover of a very famed and 
talented artist who would prefer to remain anonymous, A few years prior, when 
the Witcher and a band of friends were visiting Toussaint, Anna Henrietta had 
had the pleasure of meeting Geralt of Rivia. When a mysterious Beast began 
attacking her courtiers, the Duchess thus knew exactly whom to summon. 


CAPTAIN DAMIEN DE LA TOUR 


One of the Beauclair court was Damien de la Tour, the captain of the Ducal 
Guard. He was absolutely and unconditionally (to say “unthinkingly” would 

be unfair, yet not entirely inaccurate) devoted to his position and worshipped 
the ground the Duchess walked on. Some supposed he was in fact besotted 
with her. He came across as a typical soldier, i.e., a thickheaded lackey who, 
seeing Geralt, immediately decided he must prove who had the more massive 
unmentionables. Geralt treated this challenge with dispassionate superiority, yet 
accepted it nevertheless and in doing so earned himself another enemy. After he 
bloodied himself side by side with the Witcher, Damien decided the White Wolf 
was actually an altogether decent fellow who wished only to help. 


MI LTON DE PEYRAC-PEYRAN 


Milton de Peyrac-Peyran was a baron from Toussaint and a member of Anna 
Henrietta's inner circle of knights. This good-humored nobleman never met an 
overloaded banquet table he failed to unload of its burdens, yet nor did he ever 
shirk a fight against heavily-armed bandits or any other enemies of the duchy. 
Geralt had met Milton years ago, under very peculiar circumstances that deserve 
to be recounted properly and at length. Their roads crossed again when Milton 
came to the Witcher as the Duchess’ envoy, to ask our hero to journey with him 
to Toussaint. 


PALMERIN DE LAUNFAL 


Not all knights errant in Toussaint were embodiments of virtue, but if I had to 
choose one among them who did personify their chivalric creed, it would be 
Palmerin de Launfal. He is all the more admirable for the fact that, years ago, 

he was no stranger to the pleasures of eating, drinking and making merry in a 
variety of fashions. With time, however, he abandoned vice and drew closer to 
the knightly ideal. Geralt realized this when Palmerin came to him as an envoy 
from Anna Henrietta. The old-fashioned and somewhat naive knight immediately 
made a good impression on him, for while he did take formalities and courtesies 
а tad too seriously, he was anything but pompous or grandiose. 


GUILLAUME DE LAUNFA 


Guillaume de Launfal was the very model of a knight errant, the placard boy 
for Toussaint, if you will. When Geralt first met the young man, he was valiantly 
tilting at a windmill... which, to be fair, turned out to be hiding a ferocious 

giant. Getting himself into trouble clearly counted among Guillaume's favorite 
hobbies. After a second saving, a wounded yet grateful Guillaume asked the 
Witcher to meet with him about a very urgent matter. The matter turned out, as is 
matters’ wont in Toussaint, to be an affair of the heart. Guillaume was tormented 
by unrequited love for the Duchess’ lady-in-waiting, Vivienne de Tabris. He 
suspected her frigidity and distance must be the result of some malicious curse. 
Geralt, a professional curse-breaker, naturally took the contract. To get a chance 
at an audience with Lady Vivienne, he had to take the wounded Guillaume's 
place in the knights’ tourney. 


ALLIES AND BEASTS OF BEAUCLAIR 


Geralt together again in Beauclair, forming a formidable duo. 


__ . 4 
DETTLAFF VAN DER ERETEIN 


When Geralt finally caught up with the Beast of Beauclair, he discovered it was 
a higher vampire named Dettlaft—and that he and the Beast shared a mutual 
acquaintance in Geralt's old friend Regis. Regis explained Dettlaff was more 
bestial than he and felt ill at ease in human society, yet was not a monster who 
murdered mindlessly. Further investigation revealed Dettlaff had acted out of the 
very human emotions of rage, revenge, and love. Yet his inability to control these 
emotions combined with his supernatural ability to КЇЇ made him a threat that 
had to be dealt with, one way or another. 


EMIEL REGIS ROHELLEC TERZIEFF-GODEFROY 


Years ago, Regis joined Geralt's band of fellow travelers (of which Dandelion was a proud part) and set off in search of Ciri. Together they lived through many 
fascinating adventures and Regis proved himself a loyal friend, the kind you can trust with your life. Sadly, the expedition ended tragically for Regis. He was killed by 
Vilgefortz, who reduced him to nothing more than a wet stain. Hence the Witcher's immense surprise at encountering his old friend—after all, he had seen Regis die 
with his own eyes. But the thing is, that was not Regis' "final" death, nor even his first. As a young man, Regis had been a bit of a free spirit and overindulged in the 
drinking of blood. This lifestyle led to him being butchered by angry villagers. Regenerating from that took him fifty years, or nearly no time at all, for an immortal, 
When he was back in full health, he kicked the habit of blood drinking for good. Now, the circumstances in Toussaint were so dramatic, that fate brought Regis and 


SYANNA d 


Sylvia Anna. ..a lovely name, don't you think? This beauty should come as 
no surprise, given it's the name of the daughter of a duke and the sister of 

a duchess. Yet the fate Syanna (as her intimates called her) met was not as 
beautiful as might have been suspected for one so well-born—though, as it 
tums out, she had in truth been born rather inopportunely. She came into this 
world during an eclipse and thus fell victim to the panic surrounding the Curse of 
the Black Sun, which was said to affect young girs from ruling families birthed 
in similar circumstances. Though Geralt had serious doubts whether this curse 
truly existed, many claimed it caused horrible mutations which filled its victims 
with cruelty and a desire to kill. Syanna’s parents certainly seemed to be among 
the believers in the curse, for they deemed her too dangerous to be allowed to 
remain at court and forced her into exile. Syanna then fled to Nazair and soon, 
forall intents and purposes, dropped off the face of the planet. 


THE UNSEEN ELDER 


It is intriguing to learn that higher vampire society Is organized in a strict 
hierarchy based on age: the older a vampire, the greater his say in their matters 
and the stricter the punishment for going against his will. One extremely elder 
vampire lived in Beauclair, in the cave where he had been deposited during 

the Conjunction of the Spheres. The only problem was that the more ancient 
members of the vampiric race were not very. ..how to put this.. .amenable to 
‘company. This particular elder so deeply disliked visitors Regis trembled at the 
very thought of having to disturb his peace. 


USE THIS GUIDE 


Welcome to the Official Guide to The Witcher 3: Wild Hunt, and all expansion content! As you can tell, no stone has been left unturned (or griffin un-bludgeoned) in our 
attempts to provide a thorough and informative strategy guide. In order for you to receive the most enjoyment from this weighty tome, it is wise to understand what 


the different chapters are, and how they relate to each other: 


INTRODUCTION AND CHARACTERS [PAGE 4) 


fter a short story about an evil fairy, the major characters you encounter during 
your adventures are given a brief introduction. These include the Witchers of 
Kaer Morhen, the Sorceresses of the Lodge, Friends of the Witcher, the different 
factions; Nilfgaardians, Redanians, the Zealots of Novigrad, The Big Four, the 
Temerian Two, the Downtrodden and Deviant, and the numerous races and 
peasantry you'll encounter. Also present are the Islanders of Skellige, the Leaders 
of the Wild Hunt, and the characters appearing in the expansions, Hearts of Stone 
and Blood and Wine. 


TRAINING - SURVIVING AS A WITCHER (PAGE 22] 


This chapter introduces the movement, combat, interactions, and other activities. 
There's advice on difficulty settings, the in-game heads-up display, Witcher 
Senses, mapping and the environment, interactions (including looting and 
repairing items), conversations, items of all kinds, shops and merchants, crafters, 
the general economy of the Northern Realms, alchemy and crafting, meditation 
and preparation, and a helpful section on basic combat along with using Signs. 


‘The second part of the Training chapter focuses on developing your character, 
Including the different facets of experiencing and gaining levels, and the huge 
benefits you can obtain from abilities (and ability branches), as well as mutagens. 
There's information on combat abilities to enhance your bloodletting, Sign abilities 
to back up your two swords and crossbow, alchemy abilities to help keep you 
strong in even the most arduous of fights, and general abilities influencing your 
overall character. This section concludes with a variety of character archetypes 

to model your adventuring on, some good general tips for making money, and a 
selection of recommended weapons and armor you should think about utilizing. 


GWENT - A.GAME OF CARDS [PAGE 92) 


This chapter reveals the intricacies of this fabled dwarven card game. After 
giving general information on who plays Gwent and how to obtain cards, 

а general overview of how a Gwent game works is shown, along with an 
introduction to each of the five Deck Factions. Card abilities are detailed, before 
а тоге advanced section with in-depth tactics for each card type, and how card 
abilities are related to (and used in unison with) other cards. Numerous tactical 
‘examples (to ensure you win every Gwent bout) are shown, before a section on 
deck-bullding advice and management, and a table showing every single card 
with an ability. A true master class awaits you! 


QUEST WALKTHROUGH [PAGE 140) 


This is a gigantic part of the guide, providing information and tactics for all 
available quests. These are further sub-divided based on when you can access 
them (the Critical Path), or the location they begin in (Secondary Quests). 


At the start of each quest in this guide, you receive the following bounty of 
knowledge: 


* Related Quests: Any related quests that start or finish during the quest 
you're reading 


Locations: Areas you will be exploring, along with a named reference to a 
Signpost or Unmarked location, so you can check the location in this guide's 
Atlas for any pertinent maps or optional treasure, if applicable. 


Characters: Entities you encounter, usually (but not always) friendly. 


Enemies: The foes you're likely to fight, which you can cross-reference with 
this guide's Bestiary if you need further help. 


Recommended Items: Whether an amount of money, Axii Delusion ability, or 
other items are needed before you start the quest. 


‘Are you sensitive about spoilers? Then be sure to check the top-right comer of each 
quest title, as the "Spoiler Level" is shown here; that way you can gauge how much 
of the plot is revealed, and avoid accordingly! 

EIEN Indicates mild spoilers, such as explanations on how to complete 
the quest, and perhaps pictures of enemies you encounter and places you visit. 
REIS indicates a good amount of spoilers, including revelations on one or 
‘more major decisions you must make that have ripple effects as you progress. 


e spoilers here! Perhaps a main character dies, а shocking discovery 
‘that changes the course of history, or other hugely important information is revealed. 


OBJECTIVES: __ 


This box appears when there's something important to remember, such as 
references to actions or other quests you must have knowledge of. - 


This box appears where there's something specifically helpful that needs clarifying, This box appears when there's something particularly troubling that you're about to 
or to be called out, so you can take advantage of a situation as early, and as encounter, or a choice to make with ramifications you can't take back. 
cunningly, as possible. These are boxes designed to aid your progress. 


D» Major Effect # Minor Effect Every minor and major choice you make (which can affect everything from how a character treats you, to the fate of an 
entire realm) are also listed in these quest chapters. For information on them, check page 142. 


These quests are segmented into two different orders: 


© Chronological Order: for Critical Path and Main Quests (and Secondary Quests * By Territory and Alphabetical Order: For all other types of quest. 
that can only be accessed via a Main Quest) 


The Alphabetical quest listing below gives you the page number where you can find every quest in this guide. 


QUEST OVERVIEW TABLE: LEGEND* 


Main Quest [D [Secondary Quests: Hearts of Stone п 
п Main Quest: Hearts of Stone Ш п 
п |Main Quest: Blood and Wine LU w 
Secondary Quests n w 
o [Secondary Quests: DUC п w 


This asterisk next to а quest's name indicates the quest does по! appear in your in-game quest menu. This usually occurs only lor very minor quests. 


QUEST LIST: AN ALPHABETICAL TABLE 


QUEST NAME QUEST NAME QUEST NAME PAGE 
A Bard's Beloved 11 Blood Gold Disturbance 
1 Don't Play with the G 


HEC Don't Take Candy from a Strang 


A Favor for Radovid 
A Feast for Crows 


A Final Kindness 
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[Echoes ofthe Past — 8 0$ $3 2 à2] 
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Eis sss 
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ned Assault 
HIT Around the World in Eight Days 
[Atte Mercy of Strangers” 


ЖЕТЕКТ 


EI 


EB 


QUEST NA PAGE Ш OUEST NAME PAGE 
AIC] Grandmaster Ursine Gear 610 ‘On Death's Bed 350 | [шо The Last Exploits of Seina's Gang sn 
JI QI] Grandmaster Wolven Gear 608 On Thin te 272 The Lord of Undvik 2% 
Greenhouse Effect 434 27 Open Sesame. | 294 | [ШО The Man from Cintra 329 
її Griffin School Gear 579 Hi Out of the Frying Pan. Into the Fire и The Merry Widow 508 
1 Griffin School Gear 580 Qut on Your Arse! 392 The Most Truest ol Baslisks" 405 
Griffin School Gear (Mastercrafted) 583 Der 470 The Mysterious Passenger 225 
II Griffin Schoo! Gear (Supero) 582] (M Patroi Gone Missing 513 The of the Byways Murders Al 
M Gritin-in-the-Vines 549 281 | [сс The Night of Long Fangs 334 
M Gwent Big City Players 483 Peace Disturbed 416 The Nifgoardian Connection 156 
її Gwent: Collect ‘am AI! 486] Реа оле Coast 567 The Nobleman Statue 3% 
HY Gwent: Old Pals HEAT) (Phantom ot the Trade Route 514_| [AB The Oxenfurt Drunk 525 
За Gwent: Playing Innkeeps. 481 BCT Pomp and Strange Circumstance [зы | The Path of Warriors 407 
11 Gwent: Skellige Style 485 Possession | 230 | [7007 The Perks of Being a Jailbird 353 
11 Gwent: Velen P 482 Practicum in Advanced 416 0 533 
Harassing a Tol” 313 Precious Cargo 363 197 
Hard Times. 413 I Precious Haul | 568 | 432 
Hazardous Goods 379 of Novigrad 180 404 
E1 Here Comes the Groom 528 11 Queen Zukeyka's Treasure 558 m oyal Air Foro 563 
Hey, You Wanna Look at Му Stutf? 2] | aw Races: Crows Perch 500 The Sad Story of the Grossbart Brothers 418 
AI Hidden from the Word 557 ‘Races: Swift as the Western Winds E The Secret Life of Count Rom 564 
11 Hidden in the Depths i Races: The Great Erasmus Vegelbud 501 The Soldier Statue 397 
Hidden Messages of the Nilfgaardian Kind 395 | Memorial Dert h n 573 
M High Stakes 488. Racists of Novi EJ 
High 368 Racists of Novigrad (I) ED 
Highwayman’s Cache" a| [Reason of State | 
Honor Among Thieves 189 | |_Redania's MostWanted |24| 
a Wach 164|  |_ReumtoCrookback Bog... [16] 
Imperial Audience D 
Tn the Heart of the Woods an — e Гав | 
In Wol's Со 423 Rough Neghbortocd 
M inheritance. 565 | [U Ruins, Hidden Treasure, You Know.. — j 568 | 
"ron Maiden 431 1 m TIC The Warble of a Saiten Krig мз 
lese 570 قك‎ The Whispering Hillock 169 
It Takes Three to Таг 263 EJ "M The White Lady 5% 
[WI Jenny O° the Woods. 507 515 The Witchers" 436 
Кан Moren 3 iu] [em The Words ot the Prophets are Wrton on — [ qsg 
Karmic Justico" 387 Bu pha 
King's Gambit 232 272 ЧО There Can Be Only One 460 
0 Knight foc Hire" 463 [ 276 | ou Shall No 3m 
Ladies of the Wood. 168 |0 Through Time and Space| 264 
Tast 368 me [ 28 | TD Til Death Do 472 
Last Wish 225 pooked | 399 | | 565 | 
La Cage Au Fou 3:5] [Meg Spoontaneous Profs! — À o [әтә | [236 | 
Цас and Gooseberies 147| | Stanger in a Stange tand |49 
Red 3| [Strangers inthe Night |w 556 
Loters ()" 368 | |_Stumpetin Distress” | 302 43 
7 376] [Momem [55| 476 
Looters (M)" 380 | (B Sunken Treaswe 567] 365 
Hi Lord o he Wood 524| [Suspicious Shakedown far] 238 
MI Lost Goods 556 | |MSwmpTwo — — 8$ [516 
за] | Benasalus a 
Lynch Mob 381 275 
Magic Lamp 167] |MTemeanviubes — à (— 8 j 58| 
Man's Best Friend" 377 EJ 
Master 36) | [И TheApiarian Phantom [se 
Master of the Arena 405 247 
Master Mastor Master Master! 5| [MET The Beast ot Honorton — à à 0 [589] 
Message from an ОМ Friend зав | [ER The Beast of Toussaint 317 
M Missing Brother 509 The бові of Wate Orchard 190 
Missing in Acton 363 572 
и 529 223 
Missing Persons 222 | (The Cave ot Dreams — à à à (| 4m 
W Missing Son 530 The Creature from the Oxenfuri Fo 519 
Monster Slayer 435 ЛАСУ The Cursed Chap 560 
M Muire D'yaeblen. 531] [ER The Dead Have No Defense 559 
MT Mutual of Beauclair's Wid 56 | [T тер Redempti 56 
Tracks. 510 EZI 
Nameless 222 
MZ Never Fear, Skelige's Here! 492 
Never Trust Children (I) 396 
Never Trust Children (1 415 
Nilfgaardian Treasure 568 
415 
ТП No Place Like Home 440 
242 Па The Heroes! Pursuits: Fayrlund | 52 | 
569 | | The Heroes Pursuits: For the Goddess’ Glory! 503 
82 | [M The Heroes’ Pursuits: Fyresd 502 
309 10 The Heroes’ Pursuits: Kaer Trolde 502 
209 | [007 The Hunger Game. 437 
‘Now or Never. 210 The Incident in White Orchard 152 
'O Dairy and Darkness 394] СО The Inconstant Gardener 57а 
7007 Of Sheers and a Witcher | Sing 469 The Ise of Mists, 245 
0! Swords and Dumplings 1 The King is Dead - Long Live the King 219 


1 QUEST CHAPTER: CRITICAL PATH (PAGE 140) 


This part of the walkthrough gathers all of the original Main Quests in chronological order. These are divided into the Prologue and three Acts. They chart the critical 


path of Geralt and his adventures against the Wild Hunt. 


In addition, Secondary Quests that influence the later decisions you make in the Critical Path, or are only accessible during a Main Quest, are also listed in this large chapter. 


II Quest Chapter: Main Quests: Hearts of Stone: This section covers all 
of the Main Quest activities that Geralt undertakes during the Hearts of 
Stone expansion. 


m QUEST CHAPTER: SECONDARY QUESTS (PAGE 358) 


This part of the Walkthrough gathers all of the Secondary Quests of every 
different type. All are optional. Expect the following Secondary Quests: 


Secondary Quests (General): Ranging from small to immense, any time you 
see an exclamation point ("I") on your map, it is likely to start a quest. Simply 
check the quest name with the one in your in-game Quest menu, and follow 
the advice in this tome. The quests are listed by Territory, so you can (and 
should) easily cross-reference them in this guide's Atlas. 


[Y] Secondary Quests (DLC): These are Secondary Quests that are part of the free DLC. 


[T] Secondary Quests: Hearts of Stone: This covers all non-critical quests that are 
available to you as part of this expansion. 


[T] Secondary Quests: Blood and Wine: Every optional quest in the Duchy of 
Toussaint is detailed in this section of the guide. 


II Contracts: Also known as Monster Hunts, these are high-level quests involving 
the tracking and slaughter of one or more named beasts; always high-level 
versions of a specific (and usually large) enemy. Advice on finding and killing 
them is detailed, along with a cross-reference to the guide's Bestiary. 


II Gwent Quests: These appear in-game as Secondary Quests, but any that 
specifically require you to collect Gwent cards, or play professional Gwent 
players, occur in this specific section. 


п The Heroes' Pursuits: These are further sub-divided into Fistfights and Horse 
Races: Gain notoriety by pummeling rivals for quick cash across the 
countryside, we tell you where! Also, gallop to victory in a variety of 
locations, winning equipment for your faithful steed named Roach (items 
that make him faster, or carry more stored items, for example). 


II Treasure Hunts or Scavenger Hunts: Though the Atlas shows every chest of note, 
there are a number of specific Treasure Hunts to undertake too, and this section 
shows them al. Also in this section are in-depth Scavenger Hunt tactics, which 
take you on a freeform quest to uncover the very best Witcher gear. 


I Epilogues and Endings: A complete list of every ending, and how previous 
choices you made affected the endings you received, are shown here. As 
you'd imagine, there are spoilers aplenty! 


ATLAS OF THE NORTHER REALMS [PAGE 614) 


This sizable section of the guide reveals every hidden area, merchant, signpost, 
‘and building of note across the Northern Realms and beyond. It is designed so 
that you can see what you're about to encounter before you visit a new area. A full 


legend and introduction at the start of this chapter reveals much more. Then expect 


cartographical evidence for the following territories: 


Cross-reference the interior maps of this chapter to the Walkthrough quest you are on, 
if you wish to gain further knowledge of an important area. Otherwise, this chapter is 
mainly useful for gaining pinpoint knowledge of where everything is, including hidden 
treasure chests, valuable loot, Gwent players, merchants, and your stash chests. 


п Quest Chapter: Main Quests: Blood and Wine (Page 314): The adventures 
 Geralt of Rivia continue into the Duchy of Toussaint; all Blood and Wine 
expansion Main Quest activities are covered here. 


APPENDICES AND COMPENDIUMS (PAGE 714) 


The back end of the book is crammed with a wealth of helpful information, much 
of it in handy table form, designed so that everything you require in a particular 
subject is showcased in one location. Here's what to look for: 


* Bestiary (page 716): A document revealing critical combat knowledge for every single 
foe you'll ever encounter in your adventure, including some you only ever fight once! 


Merchants of the Northern Realms: If you're attempting to better your 
bartering, or find rare items to trade or sell, you need to know where to go for 
the best prices, and the largest collection of useful items to add to your own 
inventory. As luck would have it, a list of every single merchant throughout the 
Northern Realms and Toussaint is presented here. 


. 


Inventory and Unique Items: The entirety of every important item, from swords 
to alchemy ingredients, is listed here along with helpful advice, statistics, 
locations, and other data. 


Places of Power: Strange monoliths dotted throughout the countryside award 
you with Sign boosts and ability points. They are shown throughout the Atlas, 
but this section lists them here, in much greater detail. 


Carnal Knowledge: Geralt of Rivia likes to put it about a bit, so it's helpful to 
learn exactly how many times this can happen, and with whom. 


Gwent: A Complete Card Checklist: Wouldn't it be great to have a picture of 
every single Gwent card, along with information on how exactly it is obtained? 
Then you've come to the right Appendix! 


Gwent: The Gwentlefolk of the Northern Realms: In order to obtain many of 
the Gwent cards, you must find and best dozens of individuals throughout the 
land. This Appendix details where every single one of them resides, what card 
ог cards they have, and whether they can sell any to you, 


Achievements and Trophies: Every single award you're given during the 
course of your adventure is tallied here, along with any methodology needed 
to complete the Achievement or Trophy in question, 


Ug Wy UT ADDITIONAL CONTENT 


Geralt of Rivia's adventures don't end at the culmination of the Critical Path, as 
there are a number of free DLC assets, as well as two larger-scaled Expansions, 
available to you. The more basic DLC is covered here. The more involved DLC, 
and both Expansions, are introduced here, and a page number where more 
detailed information can be found, is also listed. 


| Make sure you access the “Downloadable Content" section of your Main Menu, as 
this shows ай DLC and expansions you have installed as well as four new options: to 
turn off and on the alternative looks for Ciri, Triss, and Yennefer, as well as the Ballad 

Heroes card set. 
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IF DOWNLOADABLE CONTENT 


There are 13 pieces of Downloadable Content (DLC) for you to access for free. 
That's correct, no crowns need to change hands! Whenever you see the DLC icon 
throughout this guide, it refers to one of the following pieces of content: 


UF ARMOR AND ARMAMENTS 


The following content is additional armor for yourself (torso, gloves, boots, and 
trousers) and your horse (blinders, saddle, and saddlebags); or armaments 
(crossbows that complement a particular armor set). If you'd like to “look the part" 
when roaming a specific location, feel free to purchase this equipment, which costs 
you crowns, and can only be worn when you reach a certain level. For statistical 
information on these items, see A Witcher's Tools in your free online eGuide. 


WF ELITE CROSSBOW SET 


This offers you three different crossbows, each accessible when you reach a 
different level though you can buy them beforehand), and each requiring you to 
purchase them from a particular vendor. Consider them to be part of the three 
new Armor Sets, if you wish to fully complete each one. 


Nearest 
Signpost 


Approximate 


Crossbow Type Vendor Specific Location 


OF NILFGAARDIAN ARMOR SET 


This offers you a complete set M. 
of armor for yourself and Roach. 
All the pieces of this set are 
available to purchase from the 
Quartermaster Merchant, in the 
upper stronghold, inside Crow's 
Perch, in Velen. 


‘Armor Piece Approximate Cost 


Nifgsardian Boots 


Total Cost (Approximate) 


WH SKELLIGE ARMOR SET 


This grants you a complete set 
of armor for yourself and Roach. 
А! of the elements of this set 
are available to purchase from 
the Journeyman Armorer on 
the northern battlements, west 
of the Bridge to Kaer Trolde 
Signpost, in Skellige. 


Total Cost Approximate) 


WI TEMERIAN ARMOR SET 


This enables you to gather a 
fine set of armor for Roach and 
yourself. All of the pieces of this 
setare available to buy from 
Bram, a merchant just west 

of Woesong Bridge (after you 
rescue him from a gríffin during 
the Prologue). 


Armor Piece Approximate Cost 


UF ALTERNATIVE LOOKS AND STYLES 


This type of content changes the appearance one of your closest friends, 
allows more styles to be attempted by а barber, and gives an alternate look to 
some of your Neutral Gwent cards. You can switch between looks for Ciri, Triss, 
Yennefer, and the Neutral Gwent cards in the “Options” part of the Downloadable 
Content Menu. 


UF ALTERNATIVE 
LOOK FOR CIRI 


Ciri sports a more 
Skellige-centric look any time 
you see her (or play as her) 
during your adventure. 


UF ALTERNATIVE 


LOOK FOR TRISS 


Tiss has a lavish and ornate 
dress befitting a flame-haired 
sorceress, any time you see her. 


UF ALTERNATIVE 
LOOK FOR 
YENNEFER 


Yennefer's alternate outfit is 
still predominantly black, with 
raven feathers and a hint of 
naughtiness. 


ug BEARD AND HAIRSTYLE SET 


When you visit any Barber 
across the Northern Realms and 
beyond, you can now choose 
from an increased number 

of looks for your locks and 
stubble. A haircut usually costs 
10 crowns, and a beard style Is 
five crowns. To locate a Barber, 
please consult this guide's Atlas. 


ЧУ “BALLAD HEROES” NEUTRAL GWENT CARD SET 


This is an alternate “look” to ten of your Gwent cards. Obviously, you need to have collected the cards before you can switch between the looks. Aside from the different 
picture on each of the ten Neutral cards, nothing changes. You can switch between the “Ballad Heroes” art and the original art in the “Options” part of the Downloadable 
Content Menu. 


UF ADDITIONAL QUESTS AND OTHER CONT ENT 


The following pieces of content add to your overall adventuring experience. Some elements may be simply superficial additional ways to cleave a foe in twain. Others 


аге entire quests. 


WO NEW ‘FINISHER’ ANIMATIO! 


Slay your foes Іп new brutal 
and spectacular ways with this 
visceral end to certain bouts 
of combat! This works most 
proficiently when you strike a 
finishing (killing) blow on an 
enemy you are more powerful 
than, in terms of your level. 
Only human-sized enemies 
"benefit" from this series of 
dismemberment deaths! 


UF New GAME + 


This is a new game mode that 
is accessible once you start 

а "New Game". This option 
then appears as a choice. It 
becomes available only after 
you complete the Critical Path 
quests. New Game + allows 
you to keep your character's 
progression and items, though 
all of the enemies encountered 
in the world are scaled up to provide you with new challenges. 


Need further challenge? Then choose a high difficulty level as well as New Game +! 


WO NEW: CONTRACT 


MISSING MINERS 


А group of miners has recently 
gone missing in the wilds of 
Ard Skellig. Can you track the 
beast responsible for their 
demise? This quest is detailed 
оп page 529. 


UF NEW: CONTRACT 
SKELLIGE'S MOST 
WANTED 


А quest in the Ard Skellig village. 
Fyresdal piques your interest, 
though something doesn't seem 
quite right about the quest 

giver... This quest is detailed on 
page 534. 


WO NEW: SECONDARY 
QUEST: FOOLS 
GOLD 


The village idiot of Lurtek is 
being bothered by hungry 
bandits: Time to visit this Velen 
hamlet and help him, and put a 
porcine plan into action... This 
quest is detailed on page 378. 


WO NEW: SECONDARY 
QUEST: WHERE 
THE CAT AND 
WOLF PLAY 


Pinned to the Noticeboard in the 
Velen village of Oreton is a plea 
to help you discover the infamous 

‘Beast of Honorton." This quest is 
detalled on page 506. 


UF New Quest 
SCAVENGER 
HUNT: WOLF 
SCHOOL GEAR 


It you're craving some of the 
finest weapons and armor 
ever crafted, be sure to start. 
the lengthy freeform foraging 
for Wolf School Gear. Find 
directions to every element of it on page 597. 


E 


Wy UT EXPANSION CONTENT 


This guide provides exhaustive information on all aspects of Geralt's two 
additional epic adventures: 


EY HEARTS OF STONE 


This takes you on an adventure into the wilds of No Man's Land, and the nooks 
and alleys of Oxenfurt, where you'll try and complete a contract from the 
mysterious Man of Glass. Caught in a thick tangle of decelt, you will need all your 
cunning and strength to solve this mystery and emerge unscathed! 


The Hearts of Stone: Main Quest content begins on page 284. For all other 
content, use the 127 symbol to find it when searching this guide. 


UT BLOOD AND WINE 


This tale introduces you to an all-new adventuring region of Toussaint; a land 
mostly untainted by war, where an atmosphere of careful indulgence and Knightly 
ritual masks an ancient, bloody secret. Come for the wine, but stay for the intrigue! 


The Blood and Wine: Main Quest content begins on page 314. For all other 
content, use the VII. symbol to find it when searching this guide. 
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TRAINING: 


SURVIVING AS A WITCHER 


Prior to traveling into the wilds of the Northern Realms, it is wise for you to fully grasp the actions and abilities of the Witcher Geralt 
(and to a much lesser extent, Cirilla). Learn about movement, fighting with the steel and silver swords of the Witcher, and mastering 
the use of Signs; though this is only the beginning of your training. Further your knowledge of alchemy, crafting, Witcher abilities (also 
known as skills), leveling, weapon and armor maintenance, Meditation and preparation, the economy of trading, and the variety of 
interesting (and usually dangerous) environmental areas, from Monster Nests to Points of Interest. Don't leave the confines of Kaer 
Morhen without a full understanding of this information. 


Geralt of Rivia is a Witcher; a professional monster slayer for hire, who has collected countless bounties. A mutant feared by the creatures he hunts and the people he 
protects, Geralt would not have earned his reputation if he were unskilled. In a world plagued by monsters, and the men who would be monsters, Witchers are known 
for not just their martial prowess and their mutant nature, but also their almost encyclopedic knowledge of their prey, and the amount of preparation they are willing to 
undergo before battle. 


You must be a smart, deliberate hunter—one who is willing to use the tools at your disposal, willing to take the time necessary to ensure that every encounter 

is weighted as much in your favor as possible, while also being more than capable of responding to the unexpected. But this is more than just being a fearsome 
combatant, however: Witchers use words almost as often as they employ blades to get what they want, whether it is important information about a contract, the right 
price for services rendered, or convincing others to allow them into places which they might otherwise be refused access, This section of the Witcher 3: Wild Hunt 
guide helps train you in the basics and more advanced techniques at your disposal. 


MAIN MENU 


When you start Witcher 3: Wild Hunt, you are greeted by the Main Menu. This allows you to select from the following options: 


Continue: If you already started a New Game, this enables you to continue. 
from the very last save point, so you don't need to scroll through all your 
‘saved games. 


New Game: Select this when you wish to begin a brand new adventure. 
You are granted a number of choices, and then difficulty settings, which are 
discussed below (see "Starting a New Game"). 


Load Game: Every time you save your progress during your adventure, you 
сап access it from this menu selection. This allows you to choose a save point 
from wherever you like, in case you wish to try finishing a quest by making a 
different decision, for example. 


STARTING A NEW GAME 


Options: You are presented with a wealth of self-explanatory options, 
allowing you to tweak and fiddle with a variety of settings, from audio levels 
to the buttons on your controller. Some interesting and important ones are 
discussed below (see "Options of Note"). 


Downloadable Content: If you have downloaded any of the 

16 (free) pieces of Downloadable Content, as well as the two 
Expansion Packs, they are listed here. Where appropriate, content you can 
tum “оп” or “off” is available in the "Options" menu within this menu. 


Begin a new adventure by selecting this menu. This allows you to select from the following menu choices: 


Fresh Start: You can begin a new game with any installed expansions 
included, but the main storyline quests must also be undertaken. This is a 
brand-new adventure. 


XJ Hearts of Stone Only: The main storyline quests are disabled, 
and your gear and level are enhanced and raised so as to be 
Suitable for the quests of this expansion. Choose this if you are primarily 
Interested in playing this expansion as quickly as possible. 


DIFFICULTY SETTINGS 


Blood and Wine Only: The main storyline quests are disabled, 

and your gear and level are enhanced and raised so as to be 
‘Suitable for the quests of this expansion. Choose this if you wish to play this 
‘second expansion as swiftly as possible. 


New Game +: Play the game again with added difficulty, by loading a game save 
you created after finishing the “base game" (the Critical Path adventure) and 
watched the Endings. A Planning Primer to make the most of this highly-entertaining 
mode is detailed later in this chapter (see "New Game +: A Planning Primer"), and 
Some specific character archetypes have been created for this mode. 


When you start a New Game of Witcher 3: Wild Hunt, you have a choice between four difficulty settings: 


Just the Story! (Easy): Enemies have less resistance to damage, and do not 
Cause as much damage as they do on the "Story and Sword!" setting. This 
option is perfect for players who want to experience the narrative and do not 
wish to worry as much about challenging combat. 


Story and Sword! (Normal): The setting the game offers by default. Geralt is 
less resilient than he is on "Just the Story!" difficulty, making combat a more 
demanding experience. This difficulty is recommended to series veterans, or 
players who feel confident in their abilities. 


CHANGING DIFFICULTY IN-GAME 


If the challenge is becoming too much (or too easy) for you, simply access the Main | 
Menu at any point during a game, visit the Options Menu, and change the difficulty 
to a level more suitable to you. This is particularly helpful before a nasty fight, and 
changing to a lesser difficulty technically isn't considered cheating! | 


Blood and Broken Bones! (Hard): For those seeking a serious challenge. 
This setting removes health regeneration through Meditation, and couples this 
with a serious increase in enemy lethality and resilience. Players who want 

a challenge up front, or those who have already played through the game 

at least once will find this to be a big, but logical, step up from “Story and 
Sword!” difficulty. 


Death March! (Dark): For the masochistic Witcher who enjoys the taste of 
their own blood as much as they do the blood of their enemies. Expect no 
mercy, save that you grant yourself by preparing extensively for every major 
battle you will face (or better yet, utilizing one of the character archetypes at 
the end of this chapter designed to thrive in this mode), and even then it may 
not be enough. Expect to be staring often at a screen that reminds you of 
what you already know: You Died. 


KEEPING YOUR HEAD UP AND WITS ABOUT YOU: IN-GAME HUD 


The HUD (Heads-Up Display) imparts critical information, particularly during combat, which help keep you alive if you pay attention. There are many elements that 
appear during special occasions, such as Boss Health meters, but the following items are both the most consistently displayed pieces of information, and also rank 
among the most important: 


© Wolf Medallion: This medallion indicates when Geralt is in danger, or 
is near a powerful source of magic (usually a Place of Power). If you аге 
playing with a force-feedback enabled controller, expect vibrations too! 


@ Experience Bar: As you kill monsters or men within a certain number of 
levels of Geralt's current level, or complete quests, you gain experience 
indicated by this meter. If the meter has been filled, it resets and you gain 
a level. A small indicator appears next to the bar to show that you have an 
ability point that you can assign to your character trees. 


© Vitality: This measure of Geralt's health is possibly the single most 
important HUD element, other than the enemy's health bar. If it empties, 
Geralt is a dead man. Fill up your health bar by employing Potions (such as 
Swallow), or Meditation after combat. 


© Toxicity: Consuming certain potions before Meditation, or during combat, 
raises your Toxicity Bar level. Initially, this can be fairly harmless, even 
beneficial. However at excessively high levels of toxicity, you can start to 
suffer negative effects. If the borders of your screen are glowing green, you 
are being poisoned, and should Meditate or increase your maximum toxicity 
tolerance with a skill from the Alchemy Tree (see page 68). 


© Stamina: The Stamina Bar regulates your ability to sprint, evade and dodge 
roll, and use Signs in combat. Usually a single sign consumes the entirety ot 
the Stamina Bar. This regenerates over time and can be boosted by potions, 
armor attributes, or character abilities. 


@ Adrenaline: Adrenaline builds during combat, indicated by the gray marks 
turning red. Having Adrenaline can lead to very beneficial effects during 
combat. discussed in greater detail on page 55. 


@ Chosen Sign: Next to the Stamina Bar is a symbol that shows which Sign 
you have selected in your Quick Access Menu. Make sure you have the right 
Sign chosen for your situation! 


@ Item Condition: As Geralt uses his weapons, or sustains damage in 
combat, his equipment sustains damage. Should it become dangerously 
low on durability, an indicator appears on your HUD. Don't let your gear fall 
into disrepair! 


© Quick Access Items: Geralt can have one quickly accessed weapon or tool, 
such as the Crossbow, and two consumables, set up from the Quick Access 
Menu and your inventory screen. One helpful item is a torch to light your 
мау in dark places, if you aren't brewing the Cat's Eye potion. 


O Enemy Vitality Bar: Enemies that have engaged in combat with Geralt will 
have their current Vitality and Stamina displayed over their head, as well as 
their current level. If an enemy is vulnerable to Silver Swords, their Vitality 
is displayed in silver, otherwise ît is red. Important to note is the color of the 
enemy's level 


Gips 


SURVIVING 
EM HS EDLC) 


White levels indicate а 
near-inconsequential 
threat. 


If itis red, or displayed 
as a skull, you are in for 
a very tough fight. 


Green is an enemy 
closer to your level. 


© Current Time: Displays the time of day, and where the sun or moon is in 
relation to the time, and even the current weather conditions. You may be 
asked to go to a location at a certain time of day, which requires you to 
Meditate to pass the time. Many merchants are not available at all hours, so 
if you need the services of a blacksmith or ingredients merchant, come back 
when (or Meditate until) they are actually open for business. 


© Distance to Objective: Shows how far Geralt is. from a waypoint, while 
indicating if the objective is above or below relative to his position. 


© Mini-map: An invaluable tool for navigation, this shows you Geralt's current 
position in relation to his surroundings. Hostile contacts are marked by red 
dots; red dots that are crossed out indicate a fallen foe that can be looted. 
Additionally, Signposts for fast travel, cave entrances, stairwells, herbs for 
alchemy, navigation paths leading to waypoints, and search zones indicated 
by Quests, are all indicated on this map. You can also set your Witcher 
Senses to show on the mini-map in the HUD Configuration menu. Finally, 
if a map icon has a small arrow pointing up, it is above you. If the arrow is 
pointing down, it is beneath you (and may not be accessible except via а 
tunnel that might not be immediately obvious or available to you). 


© Current Quest and Objectives: Shows the name of the currently tracked 
quest, and a list of objectives. Change the tracked quest in your Quest Menu, 


© Controls: Based on Geralt's current state, whether on foot, on horseback, 
or in combat, a series of control prompts appears in this corner of the. 
screen. If in combat, this display also shows you which sword is currently 
unsheathed. There may be situations where you're forced to fight humans 
and monsters simultaneously, and this can help you keep track of what 
you're using mid-fight. E 
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OPTIONS OF NOTE 


There is an abundance of options available to you. Almost all of them are easy to 
understand (and can be changed at your whim), and are accessible at any point 

in your adventure if you press Pause. However, a few options stand out as being 
particularly interesting: 


GAMEPLAY > AUTOMATIC FINISHERS ("ON") 


Notice the button icon near 
his badly wounded foe? This 
allows ‘or manual Finishers, 
or to ignore Finishers 
altogether 


“Finishers” are executions you can undertake to complete combat with a human-sized 
foe. This always ends with a gruesome, and usually appendage-lopping, maneuver, and 
the copious spiling of enemy blood. Normally, Automatic Finishers is set to "on". 


‘Switch this option to “off”, and a button or key icon appears when a Finisher is 
‘available (usually when your foe's health is close to empty), enabling you to manually 
‘execute this move. Geralt has a number of random (and supremely violent) finishers 
he can attempt. Having Finishers switched off allows you to more quickly turn on 
‘subsequent enemies instead of watching a flourish of bloody violence, too. 


M you want to manually execute a Finisher more easily, why not stun your badly- 
wounded foe using Axii first? 
GAMEPLAY > COLOR-BLIND FRIENDLY WITCHER 
SENSES (“OFF”) 

If you have color-blindness, then switch this mode from "off" to “on.” When 

you are using your Witcher Senses, you normally see areas of interest (such as 
footprints, partly-hidden corpses, or sounds) with a red outline. This changes the 
outline to blue. If you do not have color-blindness, you may find the color change 
makes it easier to spot areas of interest, easing your investigations. Note this 
‘option is accessible from the Main Menu > Gameplay option. 


GAMEPLAY > TURNOFF WITCHER SENSES FISH-EYE EFFECT 


M you suffer from motion sickness while playing games, you may fee! queasy 
when Geralt quickly spins or changes direction. Switch this option to "on" and the 
background will stop warping during a turn, which can help alleviate this situation. 


VIDEO > HUD CONFIGURATION 


If you are finding that the In-Game HUD to be a little intrusive, or wish to add another 
layer of difficulty to your adventure, scroll through this menu and switch a variety 

of (mainly visual) functions off and on. Everything from your min map to your boat 
durability can be toggled here. For the greatest challenge, turn every HUD option off 
(though not having a mini-map is perhaps a step too far into the unknown!). 


NEW GAME +: A PLANNING PRIMER 


New Game + is à new mode that only unlocks after you finish the main Critical 
Path storyline of the base game. Choosing this mode, you can begin the game 
anew, but you keep your character progression, items, and all the aspects of the 
world around you are "scaled up" to provide you with new challenges. This is a 
great way to fully utilize the potential of items you may not have found until the 
end of the base game, or to try out new choices during the story. As you may 
know, the plot of your adventure unravels differently based on choices you make 
during quests (and this guide shows you each time one of these decisions must be 
made). Use this mode to try other options, such as romancing a different person, 
building up a different character archetype, or changing your difficulty settings. 


This game mode also allows you to “Simulate Witcher 2 Save", just as before. Select 
“On”, and after the prologue, when you meet General Moorvran Voorhis (during Main 

Quest: Imperial Audience), you can choose to answer a number of plot-changing — 
questions. These are detailed оп page 153 of this guide. 


NEW GAME +: CHARACTER PROGRESSION 


The following information pre-supposes that you already understand leveling, skill 
points, and other basic elements of your character progression. If you don't, simply 
look these terms up later in this Training chapter. 

Itis important to remember that when you transfer your character, all your skills, 
levels, and experience transfer with you. New Game + has a starting point at 
level 30, so if your character is below that level you are given enough experience 
points to raise to this level. However, if you are already above this level, no 
Changes are made (you begin at the level above 30 you finished the previous 
game al) 


| POTION OF CLEARANCE 


At the start of the New Game +, you are granted one Potion of Clearance. 
‘Once used, it moves all your spent skill points back to the points’ pool 

so you can redistribute them in a different way. This potion can also be 
bought in game so you can do this multiple times whenever you feel. 

Wie it 4 


Ability Points that you obtained via visiting Places of Power (see page 774) are 
kept on your character. Also visiting Places of Power in New Game + for the 

first time rewards you with an ability point, just like in the initial adventure. This 
essentially means you can visit Places of Power in your first adventure, and then 
visit them all again in New Game +, doubling your ability points! 


їп New Game + you gain more ability points, but you don't receive additional 
ability slots. However, this enables you to buy some "support" abilities that 

you might not want to always employ, but might prove useful in specific 
circumstances. In the initial playthrough, you either had to resign from doing so 
due to lack of ability points, or had to redistribute all your points whenever you 
wanted a change. In New Game +, you can keep your build and use additional 
points to buy extra abilities and use them whenever you need without those 
restrictions. This proves especially helpful when playing on Death March 
difficulty, when enemies prove to be most dastardly in their prowess! 


NEW GAME +: CHALLENGES AND A WITCHER'S 

FULL POTENTIAL 
Wait! This collection of toes 
were easy pickings the list 


time you sliced and diced 
hem! Not so in New Game +! 


Though you have access to many more abilities, New Game + also increases 
the difficulty to present a real challenge! The levels of enemies and quests are 
scaled up by 30 levels. This means enemy statistics are raised and the combat 
becomes much more difficult. However, the game remains true to the Difficulty 
Settings; you can stil reduce difficulty if you're finding this mode hard going. 


Conversely, if you consider yourself a master Witcher of some repute, the biggest 
Challenge of all awaits you on Death March! Difficulty. Increased enemy statistics 
also mean greater resistances. You might find some of your previously-advantageous 
methods of foe disposal become far less potent, or they may no longer work at all! 
Prevent this from happening by using your full potential: Expert Alchemy, Crafting, Skill- 
‘swapping, and fine-quality gear you brought with you are all necessary to survive here! 


As Quests also increase in levels, any opponents you face also provide you with 
Challenges. Fortunately, experience rewards are also raised to reward you for your 
extra efforts, Defeating enemies and completing quests reward you with items that 
require higher Character levels to use, but that also have higher statistics. 


NEW GAME +: GEAR GATHERING 
A good number of items you found during your initial playthrough are carried over to New Game +. However, there are exceptions: 


Quest Items: Such as rewards given or items found within a quest, as these Crafting Recipes: You keep basic schematics on your person, but the rest is 
could spoil your quests. ready to be found again (with increased levels and statistics). 

Monster Trophies: As these are also quest-related items, your collection of Gwent Cards: You will find your Gwent decks demolished; the epic quest to 
previously-severed heads doesn't make the trip to New Game + mode. “Collect ‘em All” begins once again! 

Special Items: Equipment pieces like the Eye of Nehaleni are not accessible Readable Items: Books, journals, and letters also relate to quests, so they 
(until you locate them during a specific quest), as they are also quest related. аге removed. 


Fortunately, you get to keep everything else, so expect to begin your adventure back in White Orchard with your Witcher Sets, relic weapons, and an alchemy bag full 
of useful potions, bombs, and oils. 


CONTROLS 


Geralt's search for Ciri and the Wild Hunt takes him across plains, and through forests, castles, and mountains. He travels by foot, on horseback, and even by boat, He 
also needs to fight monsters, men, and men who would be monsters if the choice was theirs. Learn how to control Geralt to the fullest, so you're not fumbling with the 


controls when a pack of Drowners swarms you. 
PC CONTROLS 


Exploration and Combat Contro Horse Riding Control 


MUTAGENS 


2 
Е 


PS4 CONTROLS 


Left Analog Stick Movement Left Analog Stick 
Call Horse 13 Look Around. Right Analog Stick 
Look Around Right Analog Stick Lock-On Target/Change Objective [m 
Lock-On Target/Change Objective R3 Draw/Sheath Steel Sword D-Pad Left 
Draw/Sheath Steel Sword D-Pad Lett Draw/Sheath Siver Sword D-Pad Right 
Draw/Sheath Silver Sword D-Pad Right Consumable 1 D-Pad Up 
Consumable 1 D-Pad Up Consumable 2 D-Pad Down 
Consumable 2 D-Pad Down Quick Access Menu [t] 
Quick Access Menu u Use Quick Access tem ao 
Use Quick Access Item Li] Use Witcher Senses (Cannot use while Galloping) | L2 
Use Witcher Senses Hold 12 Cast Axi Sign [7 
Block/Counter (Combat Only) [7] Attack/Draw Sword. ‘Square and Triangle Buttons. 
Cast Sign R2 Canter X Button (Hold) es 
Pause Menu Options Button. Gallop X Button 
Game Menu Touchpad Tap Once, Then Hold while moving) 
Fast Attack Square Button Jump — | Circle Button 
Strong Attack Button. Mount/Dismount. Circle Button (Hold) 
Interact X Button. 
"Hold X Button == ги 
Jump/Climb Obstacles Circle Button Movement. ‘Left, Stick 
Circle Buttton + (optional) Tilt Left Look Around. ‘Analog Stick. 
= „ 
Roll x ч Use Witcher Senses 2 
‘Stick (During Combat) se Quick Access em (CES EX 
Quick Access Menu 5 
Consumable 1 D-Pad Up 
Consumable 2 D-Pad Down 
Look Around Dive/Submerge ‘Square Button 
Lock-On Targel/Change Objective ‘Swim Quickiynteraction X Button (Hold to Swim Quickly) 
uem Surface — [Сие Button. 
Disembark 
Quick Access Menu 
Use Quick Access Item RI 
Use Witcher Senses ur 
XBOX ONE CONTROLS, PC CONTROLS (ХВОХ ONE OR XBOX 360 CONTROLLER) 
Exploration and Combat Controls 
Movement. Left Analog Stick. Movement Left Analog Stick 
Call Horse Click Left Analog Stick. Look Around Right Analog Stick 
{Look Around Stck Lock-On — Sick 
Lock-On Target/Change Objective Click Right Analog Stick Draw/Sheath Steel Sword D-Pad Left 
Draw/Sheath Steel Sword Draw/Sheath Silver Sword D-Pad Right 
Draw/Sheath Silver Sword. Consumable 1 0-Рай 
Consumable 1 Consumable 2 D-Pad Down 
Consumable 2 Quick Access Menu Left Button 
Quick Access Menu Use Quick Access Item Right Button 
Use Quick Access Item. Use Witcher Senses (Cannot use while Galloping) | Hold Left Trigger. 
Use Witcher Senses Cast Adi Sign 
Block/Counter (Combat Only) Attack/Draw Sword X and Y Buttons 
Cast Sign Canter A Button 
Pause Menu kp A Button (Tap Once, Then Hold 
Game Menu while moving) 
Fast Attack Jump B Button 
B But jid while standing still or 
|. Sem Mount/Dismount pepe 3d 
Sprinting 
‘Jump/Climb Obstacles Swimming and Diving Controls 
— Look Around Right Analog Stick. 
m A Button + (optional) ТИ! Left Analog Lock-On Target/Change Objective Tick 
Stick (During Combat) Use Witcher Senses Left Trigger 
Use Quick Access Item Right Button 
Quick Access Menu Left Button 
Movement/Stoering __ Stick Consumable 1 D-Pad Up. 
Look Around !t Analog Stick Consumable 2 D-Pad Down 
Lock-On Target/Change Objective "Click Right Analog Stick — [BiverSubmerge _ X Button 
Accelerate. A Button. ‘Swim Quickly A Button. 
X Button Interaction. _ [ A Button (Hold To Swim Quickly 
Disembark B Button Surface В Button 
Quick Access Menu [Left Button. 
Use Quick Access Item Right Button. 


Use Witcher Senses ШТАТ 


LEAP, SLIDE, SPRINT, AND SAUNTER: MOVEMENT 


Itis important to learn the basics of movement so you can maneuver your way SWIMMING 
into and out of any situation, whether it's a leap onto a horse, or a slide down a 


۴ iit is ıl swimmer, “sprint” usi ime control 
mountain. This section guides you through the main elements of movement. Carit вв рән эйт, 2000 apn og fne оаа exe ER 


would on land. You can also dive underwater to explore areas and seek treasure, 
just be aware Geralt can't stay underwater forever. If he runs out of breath, he 


ON FOOT loses Vitality over time 
Geralt can walk, run, or sprint through the world (the latter of these costing until һе either dies or 
Stamina), You can combine different speeds of movement with your ability te gets air in his lungs. 
jump to climb ledges, or vault over large gaps. Need to lengthen your 
Movement during combat is handled using the same controls, but Geralt himself Une underwater? Swig 
: down a Killer Whale 
moves differently. He natural points himself at the nearest enemy that hesin о before you 
range of striking, or has been attacked by, in an attempt to prevent attacks from i merge 
behind. You can also lock your camera on to enemies, which focuses Geralt's 
movements entirely around them. This is especially useful during one-on-one Geralt's ability to fight 
encounters, as all of Geral's movements, evasions, and attacks, are aimed at underwater is limited 
that target. In encounters where Geralt faces many foes, it's important to be entirely to his crossbow, so try to avoid underwater combat unless absolutely 
more flexible about how Gerat moves through the battle. necessary. use auto aiming for aiming and firing your Crossbow if you're caught 
à с by underwater foes. Or fight from a riverbank using ranged attacks such as Signs 
SLIDING ‘and Bombs, as well as crossbow bolts. 
Geralt starts to slide : какы 
pe ROACH THE TRUSTY STEED: RIDING ON HORSEBACK 
terrain is too steep Geralt’s trusty steed, Roach, handles similarly to Geralt himself. Roach is a 
to traverse. You can constant companion and is yours from the start of your adventure, If you ever 
control his slides get separated from your horse, just whistle for per If you need to make a quick 
downhill to a limited escape, mount Roach while she or Geralt is moving. 


degree, speeding 
him up and slowing 
down as needed, and 
you can steer him. If 
you're willing to risk serious injury or death, this is one of the fastest ways down 
a mountain, short of taking leaps off of sheer cliffs to your certain death. In 
certain areas, such as the highest point of the island of An Skellig, sliding down 
‘mountains is practically encouraged! 


CLIMBING AND JUMPING 


Roach obviously cannot 
climb up sheer cliffs, 
but she can make 

even longer jumps 
than Geralt if you have 
‘enough speed. Roach. 
naturally proceeds at a 
slow trot, which allows 
you to easily navigate 
through highways, 
byways, and villages without causing a disturbance by running into people. You 
сап also hold down the Sprint button to gallop, while a double tap before holding 
the button down spurs Roach into a full canter. You can maintain the canter only 
for as long as Roach has Stamina (displayed at the bottom of your screen). 


g 
Ё 
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ROACH THE UNTRUSTY STEED: WHAT THE ВОСК? 


For all the loyalty, Roach 
is just a horse, and 
there are things Roach 
simply does not like to 
deal with. On this list is 


Geralt can jump over small obstacles, clamber over fences and onto crates, climb 
ladders (by standing near one and using the climb button), or jump up to reach 


climbable ledges. Combined with Sprinting, you can make some impressive. just about anything that 
long jumps into otherwise isolated areas. You can also catch ledges as Geralt is possesses killing intent 
falling, so if you're just short of making a jump you're able to grab the far ledge. toward Roach or Geralt. 


Hold down the Jump button as you're in mid-air to enable Geralt to grab ledges » If you're on horseback 
he's leaping toward, or press the Jump button just as you reach the ledge. and enemies draw 
close, Roach begins to panic. If the Horse Fear Meter fills up, Roach bucks Geralt 


off, causing damage and stunning you, leaving you vulnerable to foes. Either 
ride past the enemy at a gallop, or dismount and fight. You can fight while on 
If you mistime a jump, find yourself falling from a high ledge or precipice, expect to horseback, but it is a risky proposition when you factor in Roach's skittishness. 
take severe damage or die И the drop is more than 20 feet or so. Mitigate shorter Roach and other horses can kick you or your enemy while in a panic, which can 


falls by executing a roll (normally a combat technique) to cushion your fall. Or make also stun you, so be extremely careful when battling around Roach. 
fewer daring leaps that end in embarrassing failure: the choice is yours! 


D: ROACH'S ACCOUT 


Га LOOKING'BEFORPYOU'RE-LEAPIN Ty to calm Roach using Ax before she attempts to throw you. Remember to visit 
merchants across the Northern Realms (the Quartermaster at Crow's Perch is a 
It you're looking for places to land after а leap, or locations that you can definitely ood start) to find a variety of Horse Blinders (that reduce Roach’s fear), Saddles (to 
climb up, search for edges of rocks stained with bird droppings (these also show increase her gallop time), and Saddlebags (that allow you to сату more weigh) You 
| up in your Witcher Senses); expect to be able to haul yourself up on these areas, can also win these valuable accoutrements in Horse Races. Use that horse to her 
despite the unpleasant odor. fullest potential! 
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RIDING THE ROAD (AUTOMATICALLY) 


As long as the Sprint. 
button (and only the 
Sprint button) is held, 
any horse you're riding 
automatically follows. 
the road. Horse Stamina 
is not depleted while 
automatically riding 

the road. Manually 
controlling your steed 
Changes the horse's heading during turns, or if you wish to depart from the 
toad. When you're back on the road, simply press the Sprint button again to 
automatically engage your gallop. This ability isn't available during Horse Races 
ог when a horse must be ridden quickly during certain quests. 


By BOAT 


The islands of Skellige 
seem like an obvious 
place for sailing, but 
even in Velen (No Man's 
Land) there are rivers 
and lakes that are more 
easily crossed by boat— 
places Roach cannot 
reach. You can use the 
crossbow while on a 
boat if necessary, but avoiding combat altogether is a better choice if possible. The 
small sailboats Geralt сап commander aren't the most durable craft and can be 
sunk by persistent threats, leaving you stranded in hostile waters. 


REACTIONS AND INTERACTIONS 


Boats can sink if they take too much damage, and their rating is indicated by 

an on-screen display that appears when you travel by boat. Enemies may try to 
attack while you're sailing, and can rip apart а boat with horrifying ease. Keeping 
your speed up and avoiding such foes is usually the best course of action. 
Running aground by scraping on rocks or beaches also may damage a boat, so 
careful navigation is always required 


PRETERNATURAL PLANNING: WITCHER SENSES 


AWitcher possesses 
preternatural senses, 
greater than those of 
any normal human, 
and Geralt's have 
been honed over 
years of monster 
slaying. Whenever 
your adventure calls 
for it (indicated by an 
objective prompt in your quest, Geralt's self-narration, or a clue from a quest 
you're following), that may mean there's something of interest that your Witcher 
Senses can reveal. Usually Witcher Senses are used to spot possible evidence 
of a monster’ passing during a Contract, but they can be used to locate loot, 
find herbs to pick up in a field, or to search for evidence of a crime or nefarious 
activity. You cannot use these senses while sprinting or riding at a full canter, 
During combat (on foot), you can't use Witcher Senses either, but you can while 
attacking on horseback; try choosing your next target from any surrounding 
threats while maneuvering between foes. 


Feel free to employ Witcher Senses at any time you Ике; such as a walk through 
а forest so you can “see” the sounds of wildlife (and more importantly, 
monsters approaching), 


Geralt can interact with the world using more peaceful methods than putting fists into faces or swords to skulls. He must find the supplies he needs in the 
environment that surrounds him, pick up on clues or notes, or speak with individuals who know what he needs to know. For this type of interaction, learn 


the following techniques 


EXAMINATIONS AND ENVIRONMENTAL INTERACTIONS 


When you walk up to an item, object, or piece of scenery, and there's something 
to interact with, a context-sensitive button appears on your screen, allowing you 
a variety of exploratory options. The following are most common: 


DESTROY 


Kill! Rend! Dismember! 
Actually, as you use 
your swords and Signs 
to slay enemies, the 
only time you're able 
destroy some scenery 
is when you approach 
а Monster Nest 
“Destroy” automatically 
removes a bomb from 
your inventory, and you drop it into the nest. At this point, you are advised to 
move away from the ensuing explosion, which occurs a few seconds later. This 
destroys the nest, removing the local monster threat. Once the dust settles, you 
сап loot any valuables from the nest. 


EXAMINE 


This occurs almost 
always when you're 
using your Witcher 
Senses, and you 
discover a glowing area 
of interest (a mark, 
blood trail, footprints, 
or slumped corpse for 
example) that furthers 
ап investigation during 
а quest. The mark is accompanied by a magnifying glass icon, which can appear 
оп your mg. map if you switch "Witcher Senses on Mini-map" (in the Video > 
HUD Configuration Menu) to “on” 


EXTINGUISH AND IGNITE 


Many torches, candles, bonfires, and oil braziers across the land are either lit 
ог unlit. Though you can use Igni to light these flammable targets, and Aard to 
extinguish them, you can also simply walk up to a flammable target and snuff 
the light out or quickly 
ignite it. This is useful 

if you're wandering 

a maze-like dungeon 
and want to keep track 
of where you've been, 
or want to illuminate 

an area without 
announcing your 
presence with a blast of 
Igni or Aard. 


FAST TRAVEL 


Whenever you uncover a new Signpost, which is close to an area of interest, 
landmark, settlement, or other location for the curious to investigate, you can 
interact with it, allowing you to Fast Travel to any other Signpost you've already 
discovered (either by manually locating each one, or occasionally by purchasing 
а map with Signposts indicated). This helps you cover ground more quickly than 
trekking everywhere! You can also use boats for fast travel, sailing to different 
ports on the map. 


GATHER INGREDIENTS. 


When you're wanting to find ingredients for your alchemic crafting, and don't 
want to pay an Alchemist or Herbalist, search the fields for naturally occurring 
grasses, fungi, and other ingredients. 


HOLD TO DRAW 


This only occurs when 
you discover a strange, 
glowing monument 
known as a Place of 
Power. Approach it, and 
hold the button (rather 
than tapping it) to draw 
the power from the 
monolith 


INTERACT 

it you're inspecting an object or piece of scenery that may change shape, such as an 
illusion requiring the Eye of Nehaleni to dismiss, you're able to Interact with it, in a 
similar manner to “Use,” though this object usually doesn't have a function. 


MOUNT AND DISMOUNT 


Whenever you whistle 
for Roach, or come 
across a horse (and 
perhaps even a unicorn) 
that you wish to ride, 
stepping closer to the 
beast enables you to 
‘mount it, Mount from 
behind to complete an 
impressive leapfrog 
‘onto the mount. 


READ 


Dotted around 
settlements, usually 
plastered to walls, are 
posters with various 
information written 

on them. Feel free 

to read any of these; 
they give you pertinent 
information about 

the goings on in a 
settlement, and clues to quests you may wish to participate in. For example, over 
at Crows Perch, the Baron's wife has gone missing. Have you seen her? 


STASH 


While adventuring, you may be a little too enthusiastic with your looting or 
purchases, and require additional storage space for your belongings. Fortunately, 
a large chest (green on your World Map, one per major territory) is available to 
store any items you don't wish to wear, use, or sell at the moment, However, 
although roomy, there's a limit to what this chest can hold, too! 


TAKE HELM 


When you're wanting 
to steer a boat, just 
standing on it isn't going 
to get you anywhere; 
instead you must move 
to the helm (back) of the 
vessel, interacting with 
the rudder, and start to 
steer your boat 


TALK 


Everyone with a speech bubble atop their heads has something to say to 

you, and those with an ч!" have a task that turns into a Quest. If you want 
even a passing discussion, need information or items at a trader's stall, or 
you're seeking clues to the whereabouts of the women in your life, strike up a 
conversation with anyone and everyone. 


USE 


This interaction occurs when you're at the base of any ladder and wish to 
climb it, or if there's an object you are hoping to interact with that is likely to 
move, function, or grant you information (such as fitting a crystal to a strange 
mechanism, piecing together a contraption, or reading a Notice Board). This 
function is also seen when accessing an Armorer's Table or Grindstone. 


LOOTING AND THEFT 


After combat, or while. 
exploring a locale, 
Geralt can sift through 
containers, crates, 
leather bags, treasure 
chests, dead bodies, 
and just about anything 
that could possibly 
contain something of 
use. Plants of many 
varieties can be picked for use in potions and mutagen decoctions. Defeated 
enemies can be looted, or may leave behind bags that can be looted. 


However, be careful about where you are when you're “procuring” supplies. 
Breaking into someone's home to “borrow” expensive plates and cutlery to fence 
їо а merchant will be seen as theft by witnesses, and whatever counts as law 
enforcement in the area may be inclined to respond with violence, even if that 
means standing up to a Witcher. 


LOOTING: HOW EQUIPMENT LOOT IS AWARDED 


Outside of very specific items, almost all loot from any source (bags, chests, 
drawers, et al) is generated at random. However, the quality of the loot is 
usually dependent on 
the location you're 
searching. For example, 
you're much more 
likely to find Pig Hide 

ог Dwarven Spirit їп 

а farmer's bucket, 
compared to a Relic 
silver sword. 


All possible lootable objects have a hidden value, and if the loot container 

is of high value, the better the chances are that you will recelve powerful 
items and high-quality crafting and alchemy materials. With this in mind, this 
guide has attempted to map as many of the highest quality loot containers, 
and detailed them as "Good," "Better," and “Вейс” chests, and listed them 
throughout the Atlas. 


The other factor affecting loot is Geralt's level. If Geralt finds a weapon or piece 
of armor in a chest, it is usually set around his level (though can occasionally 
be lower or higher). The only exceptions to this are pieces of loot that have a 
fixed level regardless of Geralt’s. The level a piece of armor or a weapon can be 
equipped at greatly influences its stats, so always be on the look out for stronger 
pieces of equipment as you travel through the world, | 
|) 


SURVIVING 


TALKING: BEGINNING CONVERSATIONS | 


It's worth at least 
talking to everyone 

you meet along your 
adventures, if only to 
find out what they have 
to say before you put 
the sword to them. Less 
blood-thirsty types also 
use conversations to 
gain additional knowledge, and even play games of Gwent. You can walk up to 
any individual who isn't already spoiling for a fight and try to speak with them. If 
they have more to say, items to sell, or if the chat is with someone whom Geralt 
needs to discuss important business, you enter a full conversation, complete with 
various choices in the dialog that influence the direction of that conversation, 


TALKING: DIALOGUES AND CHOICES 


Oftentimes Geralt 

must use words, and 
the occasional Axil 
Delusion Sign, to coerce 
people to provide the 
information or items. 

he needs. 


When opening dialogue with someone who has more to say to the Witcher, beyond a noncommittal insult of his mutation, you are presented with dialogue choices. 

Read your options carefully to determine the tone of the response you're about to choose before committing to it. Depending on what you say, you may end up starting a 
fight, forming a firm friendship, or inadvertently setting up a chain reaction of events that changes the fate of an entire region! Fortunately, the Quest chapter (starting on 
page 140) has special icons flagged throughout this guide that mark where minor and major conversation choices need to be made. 


It you're speaking to someone who provides you with a service, look for additional icons next to certain conversation choices, allowing you to access their shops, bet 
money, choose a crafting option, play Gwent, or leave the conversation with a firm farewell. 


‘Any time a conversation contains critical information that can move the adventure forward, those choices are highlighted in yellow. Optional conversations are in grey, 
and they almost always provide further information, but occasionally allow additional options (check the Quest chapter for every single time this occurs). Choices that 
end a conversation are marked with a special icon that clearly denotes this. Be careful about choosing these as they can potentially lock you out of certain Secondary 


a2 


Quests, or cause you to miss extra information. 
TALKING: AXII DELUSION 
starting, or allow you 


to convince someone 


to do something they otherwise would refuse to do. This ability does require 
you to spend points in Delusion on the Signs Character Ability tree in order to 
“convince” people who possess resistance to suggestion. The Quest chapter 
shows each time a conversation choice has an option for the Ахї Delusion, and 
the level needed, so be sure to check there. 


Occasionally, Geralt 
can choose to use the 
Axil Delusion ability to 
muddle the mind of 
the individual to whom 
he's speaking. This can 
prevent fights from 


TALKING: A WITCHER WORKS HARD FOR THE MONEY 


Witcher Contracts found 
оп Notice Boards often 
start in earnest by 
finding the issuer of the 
request and speaking 
to them. Sometimes 
they offer a reward that 
Geralt may not feel the 
need to debate. Other 
times, you are given 

the opportunity to haggle, and squeeze more out of the deal. This takes a bit of 
finesse, Some people react poorly to demands for more money, while others will 
accept Geralt's services at a much higher price. Everyone has their limits; it's just 
а matter of careful prodding and poking to find out what those limits are. 


When negotiating, a meter displays how annoyed the person paying for the 
Witcher is. Be careful not to annoy them too much, or it could cost you more 
money than it's worth to press the issue. A good rule of thumb is to demand 20 
percent more than what was offered, and negotiate from there, 


ENVIRONMENTAL MAPPING AND POINTS OF INTEREST 


As you explore the world, locations are revealed and marked on your map. As. 
you pass by, your mini-map identifies the locations of herbs as you pass them. 
Enemy positions (picture 1) are also marked (including the positions where they 
fell—an "x" mark—to allow for finding and looting the corpses), as well as 
stairwells and 
important cave 
entrances, 
‘merchant 
locations, and 
quest objective 
waypoints 
(picture 2). 


DISCOVERING A POINT OF INTEREST 


Points of Interest cover a wide variety of locations (and types of locations) in the 
world, including special events, battles, or hidden treasures that can help increase 
Geralts strength, ine his coffers with crowns to use to better equip himself, or 
contain diagrams and formulae for better armor, weapons, potions, or sword oils. 
Most Points of Interest appear on the World Map as a large 7 question mark after 
Geralt overhears interesting information from townsfolk, or reads about a location on 
a Notice Board, flyer posted to a wall, or obtains special maps from a vendor (when 
adventuring across the isles of Skellie). It is then up to you to decide whether or not 
to travel to those locations and discover what's there. I'S also possible to stumble 
upon a Point of Interest with no prior knowledge of its existence. 


Exploring Points of Interest can not only fatten Geralt's coin purse and inventory, 
but he also gains experience once a РО! is explored and any problems at the 
location are solved, and/or treasure is looted. It's in your best interest to take the 
time and explore the world, and visit all these Points of Interest. 


POINTS OF INTEREST: TYPES (WORLD МАР) 


This section details all the different Points of Interest you can discover on 

your travels. These all appear on your World Map, and can be toggled "on" or 
"off." Most important are Signposts, after which all other POIs are presented 

їп alphabetical order. They are also tracked throughout the Atlas section of this. 
guide (starting on page 614). Interactive versions appear on the free digital guide 
Айаз maps that accompany this tome. 


As you progress throughout Velen and beyond, and wish to visit and clear out as 
many locations as possible as you go, be sure to check your World Map once you аге | 
about to leave a location. When you have killed ай the enemies, and looted all the 
chests of note at a particular location, the marker usually turns grey. This doesn't 
‘occur for icons such as boats (obviously), but for locations such as Places of Power, | 
Monster Dens and Nests, and Guarded Treasure; you can easily keep track of what 
you've visited by making sure everything is grey when you finally step away! 


It is extremely useful, when navigating the World Map, to employ the Custom Marker 
tool. This allows you to place a marker (shown) anywhere you like. As this icon 
shows up on your mini-map, it can be utilized as a waypoint to an unexplored area 
to more easily reach it. Simply look at a location you haven't found using this guide's 
Atlas, plot a Custom Marker at the approximate location, and go exploring! Hold 

the Custom Waypoint Button and pop-up containing additional custom waypoints 
‘appears. You can place a total of 10 of these icons on the map. This is particularly 
helpful for finding all the Places of Power, but can be used any time you like! 


(@®)siGnrost 


Important locations 
across the Northern 
Realms are usually 
marked by signposts, 
both on your maps and 
by a physical signpost 
placed somewhere in 
that location. These signposts act as a Fast Travel network that you can use to 
more swiftly move from one location to another. This can significantly cut down 
оп travel times, particularly during quests that span entire regions. However, you 
сап only fast-travel to signposts you have already discovered (either by visiting 
them already, or by reading a map you've bought or found). Think of Signposts 
as anchor points across the Northern Realms; explore around each of them to 
discover other Points of Interest, and then find more signposts so you can perfect 
your fast-travel network. 


One example where fast-travel proves invaluable is when you're navigating the seas 
around Skellige. Instead of braving an ocean each time you navigate to another 
island, open your World Map and pick an already-known harbor as your destination. 
While you have to travel by ocean to each of the islands once, you don’t need to do it 
again and again! The only downside is when you wish to set sail to one of the many 
tinier islands that have no signpost; then you're at the mercy of the seas and your 
boating skills! 


@ ABANDONED SITE 


Also known as 
"Abandoned 
Settlements,” these are 
locations where the 
usual peasantry are 
nowhere to be seen. 
Shrines left abandoned 
after monsters took 
interest; logging mills 
overrun by bandits; 
villages plundered by soldiers—all of these are examples of settlements or 
landmarks that have been left to rot in the hands (or claws) of those who 
usurped them from the innocent. If you can clear these locations of all danger, 
the people will return, rewarding you for your efforts. Reclaiming (also known 
as “liberating”) abandoned sites can open up new merchants, blacksmiths, or 
armorers to purchase goods and services from, Additionally, each reclaimed 
settlement awards an experience point bonus, as well as a fistful of crowns. For 
а definite enemy fight, followed by a possible vendor appearance and money 
reward, seek these settlements out. 


Ө ALCHEMISTS AND ALCHEMY SUPPLIES 


* Usual Items for Sale (Type): Upgrades, Junk, Crafting Components, Alchemy Formulae, 
Alchemy Ingredients 


* Crafting Opportunities: Alchemy Substances (Mutagens), Alcohol, Bombs, Oils, Potions 


This location, usually a building within a hamlet or village, has a supplier of 
alchemy ingredients for you to use in your crafting. As the current political 
situation has forced many of these vendors to flee or ply their trade underground, 
don't expect a large number of these merchant types. This trader almost 
certainly is a Gwent player too. For a complete list of Alchemists, and the type 

of wares they sell, consult the Merchants Appendix on page 816. For more 
information on Crafting, see page 47. 


@) ARMORER 


* Usual Items for Sale (Type): Armor, Weapons, Upgrades, Crafting Components, Crafting 
Diagrams, Alchemy Ingredients 


Crafting Opportunities: Chest Armor, Crafting Components, Junk 


Repair Opportunities: Weapons and Armor 


Remove Upgrade and Dismantle Opportunities: Available 


Here, you can craft 
armor, repair damaged 
equipment (armor and 
weapons), dismantle 
equipment for parts, or 
remove upgrades from 
sockets. Be certain you 
know the experience 
of any Armorer you 
wish to utilize the 

talents of: Amateur, Journeyman, Master, and Grandmaster Armorers craft 
increasingly better quality equipment. Their skill elvel also increases the number 
of components they are able to recycle when disassembling items. This trader 
almost certainly is a Gwent player too. For a complete list of Armorers, and the 
type of wares they sell, consult the Merchants Appendix on page 816. For more 
information on Crafting, see page 47. 


S ARMORER'S TABLE 


Also known as “Workbenches,” Armorer's tables are usually found near 
Grindstones, and both are situated close to a Blacksmith or Armorer within 

a settlement. Simply 
walk up to a table, and 
use it to grant your 
gear increased Armor 
for a limited duration, 
This is where to go to 
get a boost before a 
tough fight. 


©) sannt CAMP 


As the war between 
Redania and Nilfgaard 
drives on, deserters or 
‘common thugs have 
seen an increase in 
numbers, forming 
roaming gangs that 
attack travelers, usually 
on the roads between 
villages. Some of these 
gangs are organized enough to have set up camps to rest, recuperate, and divide 
the loot of the бау. Entering these camps unprepared can be a fatal mistake, 
even for a Witcher, as you must face off with large numbers of bandits who wish 
to keep their camp a secret for as long as possible. Of course, dead men tell по 
tales! You are encouraged to remove this threat, as the spoils that can be gained 
from killing all the bandits and looting the camp are potentially quite lucrative, 
‘and can occasionally lead to the discovery of a quest. 


Ө?) BARBER 


Visit a barber for a shave (usually costing five crowns) or a new haircut (usually 
costing 10 crowns). Look for the large scissors both on your World Map, but also 
hanging as a sign above a Barbershop door. Unlike most traders, Barbers don't 
concern themselves with Gwent playing, 


© BLACKSMITH 
* Usual Items for Sale (Type): Weapons, Crossbows, Upgrades, Junk, Crafting 
Components, Crafting Diagrams, Alchemy Formulae, Alchemy Ingredients. 


» Crafting Opportunities: Chest Armor, Crafting Components, Junk 
* Repair Opportunities: Weapons and Armor 
Remove Upgrade and Dismantle Opportunities: Available 


Here, you can craft 
weapons, repair 
damaged equipment 
(armor and weapons), 
dismantle equipment. 
for parts, or remove. 
upgrades from sockets. 
Be certain you know 
the experience of any 
Blacksmith you wish 
to utilize the talents of: Amateur, Journeyman, and Master, and Grandmaster 
Blacksmith craft better quality equipment. Their skill elvel also increases the 
number of components they are able to recycle when disassembling items, This 
trader almost certainly is a Gwent player too. For a complete list of Blacksmiths, 
and the type of wares they sell, consult the Merchants Appendix on page 816. For 
more information on Crafting, see page 47. 
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© @ HARBORS AND BOATS 


(®) HIDDEN TREASURE 


Whenever you wish to 
find a boat to use on a 
trip across water, locate 
the Boat icon on the 
World Map; a sailing 
vessel is always at the 
indicated location. 


¥ BROTHEL 


* Usual Items for Sale (Type): Prostitutes 


Should the mood take you, and you wish to spend a night of naughtiness among 
the brothels of Novigrad City, visit the madame indicated with this symbol. You 
can choose the lady you visit to enjoy relations with beforehand, This trader 
almost certainly is a Gwent player too. For a complete list of Brothels, consult the 
Merchants Appendix on page 816. For а complete list of ladies to invite to a bed 
chamber, consult the Carnal Knowledge Appendix, on page 780. 


O @ puNcroN 


This signifies an interior or underground area, either a location that is primarily 
man-made (signified in the guide with a Temple icon) or naturally-occurring 
(signified in the guide with a Cave icon). Dungeons have their own cartography 
‘appearing on your mini-map, and are sometimes labyrinthine in nature. If you 
соте across a Dungeon on your travels, be sure to consult the Atlas so you know 
how deep and intricate the area is. Some Dungeons are part of Signposted areas, 
while others have their own unique names. 


GRINDSTONE ___ 


‘Also known as “Sharpening Stones”, Grindstones are usually found near to 
Armorer's Tables, and both are situated close to a Blacksmith or Armorer, within 
a settlement. Simply 
walk up to a Grindstone, 
and use it to grant your 
weapons an increase in 
its sharpness (allowing 
for more damage to be 
dealt for a short while). 
This is where to go to 
get a boost before a 
tough fight. 


Sometimes shipments 
of goods or treasures 
are lost between 
villages. The reasons 
for this are numerous, 
but bandits or monsters 
have become the 
distressingly common 
cause. You may hear 
about such loot as you 
pass through the villages of the Northern Realms, and may even feel inclined to 
investigate this personally. The bandits or monsters can be found surrounding 
the item of interest (usually a chest or corpse with treasure of reasonable value) 
and it stands to reason that they must be forcibly removed before you can claim 
the goods for yourself. 


HERBALIST — 


* Usual Items for Sale (Туре): Upgrades, Junk, Crafting Components, Alchemy Formulae, 
Alchemy Ingredients 


» Crafting Opportunities: Alchemy Substances (Mutagens), Alcohol, Bombs, Oits, Potions 


A high proportion of Herbalists are halfiings, and may have gardens surrounding 
their place of operations where further ingredients can be harvested. Such 
Herbalists are vital for their knowledge of formulae, and for mixing Alchemy 
ingredients. This trader almost certainly is a Gwent player too. For a complete list 
of Herbalists, and the type of wares they sel, consult the Merchants Appendix on 
page 816. 


= You also come across 

М Û information about 
treasures hidden 
in various parts of 
the wilderness, left 
forgotten to the world, 
їп these instances, it 
is simply a matter of 
finding the treasure and 
claiming it to resolve 
these Points of Interest. Usually, the place where hidden treasure is indicated on 
the map has a small area of investigation. This leads to a clue (and sometimes a 
key) to the whereabouts of the actual treasure, and a small quest begins until the 
treasure is found. There are well over 40 of these secret Treasure Hunts, and all 
with а related quest are revealed in the Treasure Hunt chapter of this guide (on 
page 550). 


їп addition, some Hidden Treasures start much more involved Scavenger Hunts, 
which always uncover a wealth of written materials, clues, and other information 
regarding a different Witcher School, and its associated gear, These more 
involved Scavenger Hunts are detailed later in this guide (on page 577). 


Finally, there may be occasional Hidden Treasure that doesn't start either a 
Treasure Hunt or Scavenger Hunt quest. Simply find the icon on the map, and the 
treasure will be nearby. 


INNKEEP 


* Usual Items for Sale (Type): Alchemy Ingredients, Gwent Cards, Food and Drink 


The many taverns and 
inns scattered acros 
the Northern Realms 
have a variety of 
proprietors that you сап 
benefit from knowing. 
Aside from local gossip, 
and some sustenance 
as well as alcohol to 
consume, each Innkeep 
is likely to be carrying around four Gwent cards you can purchase. This trader 
almost certainly is a Gwent player too, For a complete list of Innkeeps, and the 
type of wares they sell, consult the Merchants Appendix on page 816. 


ЄЛ MONSTER DEN 


This location is infested by monsters and a constant worry for those living 
nearby. Hopefully some white-haired cat-eyed mutant warrior with a penchant 
for Signs might deem the location interesting enough to visit? If you do, expect 
to battle one or more monsters, before gathering any treasure afterward, This 
location only tums grey once the quality loot, and the unpleasant entities, 

are both removed. Clearing Dens provides experience, treasure, and monster 
materials used for crafting and alchemy, 


ЄЎ MONSTER NEST 


 Drowner Nest 


Harpy Nest 


Nekker Nest Rottiend Nest 


Nekkers, Ghouls and Alghouls, Rotfiends, Drowners, Harpies, and Endrega are 
some of the most common threats that plague the land, and they tend to be 

the most aggressive at colonizing new regions to build nests. While every nest 
encountered may not be part of a Contract, it benefits you to destroy Nests as 
you encounter them to make a region safer. As one might expect, monsters 
guard their nests ferociously, However, once the defenders of a Nest are slain 
you can destroy the Nest using one of the many bombs you can craft. Destroying 
nests provides experience and monster materials used for crafting and alchemy. 


©) NOTICE BOARD 


Many villages and city 
districts have a Notice 
Board (the city of 
Novigrad contains more 
than one) where citizens 
post news. Informative 
and sometimes 
humorous notes can be 
found on Notice Boards, 
revealing Points of 
Interest on your World 
Mop. More often than 
not, Secondary Quests and Contracts are pinned to notes left on a Board. Contracts 
send you affer a dangerous mark at the request of a village or local lord. 


те Notice Board sell. Smaller notices are usually humorous 
or informative. Larger, letterssized notices always start Quests 
or Contracts. 


D d 


If a Notice Board icon on your World Map is white, no quests are available. If a Notice 
Board icon on your World map is yellow, with a *!" sign near it, expect to find at least 
one Quest at this location. 


Ө PERSON IN DISTRESS 


їп some bandit camps, and occasionally in rural. 
spots across the Northern Realms, you may 
encounter a prisoner locked in a holding cage. 
Freeing these folk—almost always after delivering 
a series of killing blows to their captors and looting 
the cage key from the captor leader—may result in 
rewards, In some cases, the prisoners are actually 
merchants, armorers, ог blacksmiths, who then 
retum to their home villages and offer you their 
services at a reduced rate, as thanks for the rescue 


© PLACE OF HAUNTING _ 


Use Kelra's magic lamp. 
at these locations to 
conjure up a vision 

tied to this location's 
past, The Magic Lamp 
(discussed on page 

40) is a specific quest 
item, and allows you to 
watch a ghostly past 
happening occur on the 
cursed land on which you stand. Most are related to quests. 


PLACE OF POWER 


Arguably the most 
important Points of 
Interest are the Places 
of Power. Finding one 
allows you to draw 

the energies from 

these stone monoliths, 
providing a temporary 
magical enchantment to 
one of your Signs. They 
also reward you with an Ability Point which you can use to purchase upgrades from 
your Character Ability trees. For this reason, it is worth knowing where every Place 
of Power monument is, and if any are guarded by foes or only accessed during а 
quest. The Places of Power Appendices helps immensely (see page 774). 


© PORTAL — es 


Portals (usually) require 
some kind of power 
source to be turned 

on before they can be 
used, Mainly utilized 
during quests, or by 
sorceresses as a means 
of rapid travel, expect 
to walk through these. 
rips in time and space, 
before emerging in a different location—and sometimes even a different world! 
These icons aren't shown in the guide's Atlas, as they are always related to a 
particular quest, and the quest information reveals exact routes to take where 
portals are concerned. 


ППП оотллилви L 


A new quest is available at this location. Sometimes, the conversations (or 
lamentations) of a person at a location reveal a quest. Other times it is a Notice 
Board missive. Or simply walking near to a person enables this icon on your World 
Map. Move to the location of the quest when you wish to start it. Your World Мар 
does not differentiate between quest types (aside from Hearts of Stone quests 
(blue) and Blood and Wine quests (red). However, this guide's Atlas does further 
subdivide quests; so check the Atlas maps for the type of quest, and where the 
quest walkthrough is in this guide. 


ROACH, FAITHFUL STEED 


Your loyal, if somewhat finicky mount is never more than a whistle away. Even 
if you've dismounted in Velen and fast-traveled to Ard Skellig, Roach always 
appears when you whistle, except when you're underground. Remember Roach 
can be given items that improve her usefulness: 


CONTRACT TROPHIES 


- = Trophies from 
successful Contracts 
сап be mounted on a 
hook hanging from the 
side of the horse to 
provide special bonuses, 
For example, if you slay 
а Cockatrice during 
Contract: Shrieker, and 
fix it to Roach's hook, 
you receive a +10% 
chance to dismember enemies! Trophies can be swapped depending on the 
bonus you want, or sold for crowns if you wish to give up the bonus. Look for 
Trophies in your Food and Drink menu, and place the desired trophy in Roach's 
Inventory space (on the right side of the Inventory Menu screen). For a complete 
list of Trophy bonuses, consult the Appendix on page 824. 


A gruesome severed head hanging from your steed proves. 
your prowess! 


9 
2 
2 


35 


36 


HORSE BLINDERS, SADDLES, AND SADDLE BAGS 


Saddles can be purchased from certain vendors (see the Merchants Appendix on 
page 816) or won during Horse Races (starting on page 500), or found as loot. 
Saddles allow you to gallop for longer distances before Roach tires herself out. 


Saddle Bags are earned in the same way, and allow Roach to take some of the 
burden off your back. You can even find Horse Blinders that help Roach remain 
calmer for longer when enemies are closing in. 


Ө SHOPKEEPER (MERCHANT) 


* Usual Items for Sale (Type: Not all types available from all Merchants): Armor, 
Weapons, Common Items, Quest Items, Upgrades, Junk, Crafting Components, 
Crafting Diagrams, Alchemy Formulae, Alchemy Ingredients, Gwent Cards, Food and 
Drink, Books, Money-lending. 


Merchants are by far 
the most ubiquitous. 
trader you find in. 

your travels. Some 
Merchants provide food, 
others deal in formulae 
and ingredients, and 
others sell books. 
Merchants are marked 
with a special icon. 
Some merchants are constantly traveling the highways and byways (usually 
between two settlements), which places them in danger from the local wildlife. И 
they come under attack, you must rescue them or else risk losing their services. 
Other merchants can be found as prisoners (Persons in Distress). All have good. 
to trade, and coin to gather as you sell off tems you don't need. Merchants 
almost certainly are Gwent players too. For a complete list of Merchants and. 
Wandering Merchants, and the type of wares they sell, consult the Merchants 
Appendix on page 816. 


Ө SMUGGLERS’ CACHE 


‘Similar to hidden 
treasure, Smugglers’ 
Caches are locations 
where clandestine 
peasants hid a variety 
of goods with the intent 
that only they would 
ever find them. The 
caches themselves tend 
to be well camouflaged 
to the unpracticed eye, and Witcher Senses are recommended to find them. 

A cache could be found hidden under a bridge, or could be a series of treasure 
chests dangling from barrels floating in water. Search the area where you see 
this icon to find the cache you crave. 


@ гоп OF war 


Battles between Redanian and Nilfgaardian factions have left fields littered with 
corpses. Squabbles in Skellige have led to the spilling of blood. Ships have been 
sunk at sea and in rivers. You can often find valuable supplies left behind by the 
victors and the defeated, if you search these areas. 


Ө stasu 


Each territory you 
explore (Kaer Morhen, 
White Orchard, Velen 
(No Man's Land), 
Novigrad, Skellige, 
and Toussaint) has а 
location (usually the 
largest settlement of 
the region) with a Stash 
crate where you can 
store items for safekeeping. As you constantly risk the penalties for being over- 
‘encumbered (slow movement, ineffectual combat techniques), and even with 
Saddle Bags, Roach may not carry enough for those adventurers with hoarding 
tendencies, you may wish to utilize this large chest. 


It keeps any items you don't wish to carry or sell. Simply return here if you want 
to take an item (if you want to sell it or break it down for parts, for example). 
Stashes are also perfect for: 


= Starting a collection of items, such as swords you find on your journeys through 
‘Skellige, and displaying them in a Stash. 


* Placing an item at one Stash, and then finding it at a Stash in a different location (all 
Stashes are linked to each other). 


But remember that Stashes can get full too. If you're finding you and Roach are 
weighted down, and your Stash is full, you really need to find a Merchant and 
start selling some of your hoard! 


Wy POINTS OF INTEREST: ADDITIONAL 


The Hearts of Stone Expansion gives you another mapping point of interest to 
discover, along with more points of interest you should already be familiar with 


@ RUNEWRIGHT 


Ап Ofieri Runewright 
has recently traveled 
from foreign lands 

to set up the most 
rudimentary of shops 
(actually a tent with 
nothing to sell), Once 
you visit him at the 
Upper Mill in Gustfields, 
and complete his series. 
of quests (see page 402), agreeing to finance his operations (and giving him 
close to 30,000 crowns in the process), he is able to imbue your weapons and 
armor with a specific runic word. This is an alternative enchantment to runes and 
glyphs. To find out more about the Runewright, see page 50. 


W POINTS OF INTEREST: ADDITIONAL 


The Blood and Wine Expansion allows exploration into a brand new realm; the 
Duchy of Toussaint. Here, along with the usual points of interest to find, are some 
brand new exploration areas to familiarize yourself with 


© convo BIANCO VINEYARD 


During Blood and 
Wine Main Quest; The 
Beast of Toussaint, 

you receive deeds by 
Duchess Anna Henrietta 
to a run-down winery 
known as Corvo Bianco, 
Complete Blood and 
Wine Secondary Ouest 
No Place Like Home to. 
fully upgrade this location, allowing the growing of greenhouse herbs create and 
change the colors of mutagens for your Mutations, an orchard where you can 
grow plants to create dyes to change the color of your Witcher gear, as well as 
the following: 


Q CORVO BIANCO MASTER BEDROOM: BED 


Inside Corvo Bianco is a master bedroom, which should be upgraded. There is 
a bed to sleep on, which can also be upgraded (to Level 3) during the quest. 
Rest (Meditate by accessing the bed) for at least one hour to receive the 
following bonuses: 


* Initial Bed: No bonuses. 
* Bed Level 1: Heals you 

• Bed Level 2: +500 Maximum Health. 
• Bed Level 3: +1000 Maximum Health. 


2 CORVO BIANCO STABLES 


Rest in your bed for at 
least one hour, once 
you've improved the 
stables at Corvo Bianco, 
and Roach receives 
+100 Stamina. 


e ALCHEMY LABORATORY: DISMANTLING TABLE 
CHARGING TABLE 


During Blood and Wine 
Secondary Quest: No 
Place Like Home, your 
‘majordomo discovers 

a hidden alchemy 
laboratory under your 
manor, in the wine cellar. 
Further exploration 
uncovers a table where 
you can Dismantle items (without having to bring them to a merchant and 
pay them for this) 


Rest in your bed for at least one hour, then visit your Alchemy Laboratory 
under the manor house, and access the Charging Table, which grants you one 
additional charge for each set of bombs and potions every time you use it. 


@ DUCAL CAMERLE NGO 


Close to the Gran'place 


Signpost in central 
Beauclair is the Ducal 
Camerlengo, an official 
who doles out rewards 
for unmarked contracts. 
He otters 100 crowns 
each time you complete 
the following: 


* Save a Knight Errant in Distress. 
* Save a Person in Distress 

* Remove all threats in most (but not all) Abandoned Sites 
* Remove all threats at an Outlaw Hanse 


Simply visit him and request your reward. Note he only pays for successful 
clearings of areas (if a Knight Errant in Distress dies, no reward is given for 
example), and he's only interested in contracts completed in Toussaint: So saving 
а Person in Distress in Velen makes no difference to him! 


@ KNIGHT ERRANT IN DISTRESS 


At this location, which is ostensibly a Bandit Camp, a group of bandits are 
engaged in combat with a Knight Errant of the Duchy. You are encouraged to 
save the knight before he is killed, after which you can claim a reward (100 
crowns) from the Duchy Camerlengo. Fail, and this is simply a bandit camp and 
place where a Knight Errant met his match. 


OUTLAW HANSE 


Three large-scale 
fortifications (Tulasens 
Caves, Arthach Palace 
Ruins, and Mont Crane 
Castle) have been 
overrun by an outlaw 
gang of bandits, who 
have Bandit Camps 
(and sometimes Knight 
Errants in Distress and 
Abandoned Sites) surrounding this central stronghold 


They are armed-to-the-teeth, number in the dozens, and can call upon 
reinforcements if you let a torch-carrying bandit light a signal fire at this 

location. Clear the Hanse of all foes (Bandits, Hanse Dogs, and the bandit leader), 
and expect the Knights Errant to arrive to secure the area (and an armorer or 
blacksmith to offer deep discounts depending on the location). You can also claim 
a reward (100 crowns) from the Duchy Camerlengo for each Outlaw Hanse you 
wipe out. Tactics for removing the foes at each Hanse are detailed on page 463. 


e GRANDMASTER ARMORER AND BLACKSMITH 


Northwest of the Metinna Gate in Beauclair is the residence and shop of Lazare 
Lafargue, an enthusiastic armorer and blacksmith who studied under the fabled 
Thrahaeam's side, a legendary elven master armorer. Should you complete. 

the Blood and Wine Scavenger Hunts of Toussaint (see page 605), he can craft 
fabled Grandmaster Witcher gear, as well as Master gear, and both armorer and 
blacksmith items. He's a must-visit fellow! 


[1] THE PROPHET LEBIODAS FOOTSTEPS 


The foreman at the 
Ardaiso Quarry in 
eastern Toussaint is 
currently managing 
the transportation of 
workers and tools 

to a building site in 
northwest Toussaint 
where a massive statue 
of the Prophet Lebioda 
is being erected. However, there are five locations where the foreman's wagons 
have run into problems, indicated by this icon. All are part of Secondary Quest: 
Big Feet to Fill (see page 457) 


© yine 


A new type of merchant, 
and one that resides in 
Beauclair close to the 
Gran'place signpost, 
visit the Adder and 
Jewels tavern and 
purchase some of the 
finest wines known to 
humanity. In all other 
aspects, the vintner acts 
as an Innkeep. 


@ VINTNERS CONTRACT 

Here you can help a vintner clear a cave of monsters, The vintner is a merchant 
who offers you discounts on his goods once you succeed in ridding his nearby 
cave (used for wine storage) of a particular pack of monsters. Vintner Contracts. 
are listed on page 504. 


© VINEYARD INFESTATION 


Monster Nest threats 

that plague the Е 
Duchy of Toussaint’s 

vineyards, and have 
built nests at these 
locations. Treat these 
like Monster Nests 
you've encountered 
before; destroy these 
infestations to make the 


Giant Centipede Nest 
region safer. Once the creatures at an infestation are slain, destroy the nest using 
опе of the many bombs you can craft. Destroying nests provides experience and 
monster materials used for crafting and alchemy. 
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POINTS OF INTEREST: ADDITIONAL (GUIDE ONLY) 


This guide also gives you more information than even a fully-traversed World Map! In addition to all the previously-listed Points of Interest, this guide tracks the 
following additional Points of Interest 


© UNMARKED LOCATION (DWELLING OF INTEREST) e TREASURE CHESTS 


Gathering valuable 
items is extremely 
important during 

your adventure, and 
this guide details the 
(random) quality of the 
treasure you should 


Dwelling of Interest: An 
\ илтагкей location that 
you can visit, such as a 
tavern or local landmark 
in a city. In this example 
picture, the Rosemary 
and Thyme (Novigrad 
City) is shown. expect to find. Consult 
Occasionally when you the Atlas Chapter 
are journeying into а (starting on page 614) 
new area that doesn't have a Signpost, you may notice the name of the area for ай chest locations dotted throughout the Northern Realms. 
appear on-screen for a few moments. Where appropriate, such locations are 
flagged and described in the Atlas. 


Good chest: Expect reasonably valuable (random) items in this type 
of chest. 


GWENT PLAYER O Better chest: Expect better, more valuable (random) loot 


Expect a game of Gwent at this location. Note 
that some Gwent players are only available 
during certain conditions (for example, they might 
die during a quest), so don't expect them to be 


O Relic chest: An extremely valuable relic is found in this chest. 


@ scavenger Hunt chest: Loot from the Witcher School is found here 


available consistently. They are also usually (but Quest Chest: This chest is utilized in a specific quest. The loot itself is not 
not always) a Trader already at the location shown required to complete the quest. Such quests may also be accessible when 
in the Atlas, For a complete list of Gwent Players, this quest isn't active, but it's usually advisable to find them during a quest 
see page 812. that takes you to this location. Check the quest you are on to see if the 


location is mentioned. 
Hidden Treasure Key and Chest: Some chests require a key to unlock 
GWENT VENDOR This may be hidden somewhere, on the corpse of a fallen fellow with 

= clues to read, or in an area to loot. Almost all of them are related to named 
١ Treasure Hunts. Check the area where they key is shown carefully. 
= 


Expect to purchase a Gwent card at this location. AS 
with Gwent Players, these sellers may not always be 
available, so you may wish to buy what they have 

аз soon as possible. Gwent Vendors are usually 
Merchants or Innkeeps, and have four cards (and 
occasionally more) for sale. Buy these as early as you 
can to bolster your deck. For a complete list of Gwent 
Vendors, see page 816. 


INVENTORY: ITEMS AND EQUIPMENT 


As you adventure throughout the Northern Realms, inspecting the items you have won, scavenged, looted, or stolen becomes increasingly important, especially as you 
run the risk of becoming over-encumbered if you're a hoarder. This section details the types of items you will find in your Inventory panel, and on your travels. 


THE INVENTORY PANEL 
өє 


INVENTORY 


@ Crafting and Alchemy: This houses all the Crafting Components and 
Alchemy Ingredients you have on your person, which are used to craft gear 
and items. The section on Crafting details how these are used. 


© Quest Items and Other Items: Quest items are, as you'd expect, gathered 
during any of the hundreds of quests. Once a Quest item has seen all the 
use required from it, it can be sold to a vendor, or dropped and forgotten 
Some of the key quest items can be used while exploring the Northern 
Realms. Other Items take the form of monster trophies you can affix to 
Roach's saddle for a bonus. Currency (Crowns and Orens), any books and 
notes not related to quests, junk items, and "other" items are placed here 


Food and Drink, and Roach: This rather self-explanatory section houses all 
the consumables you can digest, or place їп the "Consumables" inventory 
area. The Horse Items area houses all the items you can affix to Roach, from 
Trophies to Saddles, Saddle Bags, and Horse Blinders. 


© Oils, Potions, and Bombs: This lists every single Oil, Potion, and Bomb you 
have either bought or crafted, and these are placed in the Consumables 
or Bombs area of your Inventory for quick access (aside from Oil, which is 
combined with a weapon just before combat) 


© Weapons, Armor, and Upgrades: This menu gathers every single one 
of your Steel Swords, Silver Swords, other weapons (such as maces), 
Crossbows, Bolts, and Upgrades (Runestones) for your weapons. Weapon 
Repair Kits are also accessed from here, too. On the second part of the 
menu, all the sets of Armor, along with Gloves, Trousers, and Boots are 
catalogued, along with Upgrades (Glyphs) for your armor. Armor Repair Kits 
are also accessed from here, too. 


© Carried Weapons: These are the weapons you have strapped to your 
back, and use in combat. A Steel Sword, Silver Sword, Crossbow, and type 
of Crossbow Bolt are shown here, along with small circular icon slots to 
determine whether the weapon can be upgraded (empty circle) or has been 
‘upgraded (white circle), Swap between your Weapons menu and here if you 
wish to change weapons. 


THE PLAYER STATISTICS MENU 


The Player Statistics Menu, sums up your various bonuses so you can see how all your different enhancements 
and other elements are helping Geralt, along with other pertinent data. This menu is influenced by your 
equipment, enchantments, and primarily by the Character Menu Abilities of the same color 


© Consumables: These are the Potions, Decoctions, and Food you have 
placed in one of the four slots to allow easy access before, during, or after 
combat. Healing potions, food such as Dumplings, or combat-enhancing 
potions or decoctions should be placed here. 


@ Bombs: You have two slots where the bombs you most frequently use 
can be placed for easy access. Try to tailor your bombs to favor those that 
can affect a wide variety of targets, switching out for more specialized 
explosives if you're hunting something that demands it. 


@ Pockets: You have two slots where you can place other items you frequently 
use. One great example is a Torch to light your way during Dungeon 
explorations (if you aren't using Cat Potion), while another could be the 
Hornwall Horn (used to neutralize sirens) 


O Geralt of Rivia (Level and Experience): This handsome fellow shows off 
his current armor and weaponry, Above and right of his head is your current 
level, and the experience points needed to reach the next level 


@ Worn Armor or Outfits: These four slots show the armor or outfits you 
are wearing. Torso armor, Gloves, Trousers, and Boots each have a slot, 
along with small circular icon slots to determine whether the armor can be 
upgraded (empty circle) or has been upgraded (white circle). Swap between 
your Armor menu and here if you wish to change outfits. 


O Roach's Equipment: Your horse has a small inventory of her own, which 
features a slot for a Trophy (the head of a vanquished Contract monster), 
‘Saddlebags (increasing carry weight), Saddle (allowing Roach to canter 
further before tiring), and Horse Blinders (to reduce Roach's panic when 
enemies are nean 


@ Vitality and Toxicity: This quickly allows you to note your current vitality 
(both as a percentage and a points total; the higher the better), and your 
Toxicity (whether you've been poisoned by enemies, environmental effects, 
or potions you have used) 


Red is Combat-related data. 
1а Green is Alchemy-related data. 
m Blue is Signs-related data. 
m Yellow/Brown is general data. 


INVENTORY 


Geralt of Rivia: You can rotate and examine Geralt, and unsheathe both 
his blades. 


DPS - Silver Sword: This details the DPS (Damage-Per-Second) of your 
currently-equipped silver blade, along with current bonus/es. 


DPS — Steel Sword: This details the DPS (Damage-Per-Second) of your 
currently-equipped steel blade, along with current bonus/es. 


‘Armor: This details al the bonuses your torso armor, gloves, trousers, and 
boots are giving you (ай together). 


Crossbow: This indicates the impressiveness of your ranged weapon. 


Vitality: This shows your current and maximum Vitality; which is your general 
health. In addition, it shows your Vitality regeneration in and out of combat 


@ Toxicity: This shows your current and maximum Toxicity levels. Current levels 
increase every time you drink а potion or decoction (and the amount is shown 
when you highlight the potion or decoction in question). 


Ө Sign Intensity: This reveals the statistical data for each of your five Signs, 
Compare your base levels before and after equipping items and abilities that 
increase this statistic, to discover your bonuses. Each Sign has its. 
own information. 


© Stamina: This details your current and maximum Stamina (which governs 
how long you can sprint, and more importantly, how often you can cast Signs). 
It або shows your Stamina regeneration in and out of combat. 


© Additional: This gathers some general data, usually based on equipment from 
your Inventory screen (such as those given by Roach's Trophies) and abilities (such 
as the Deadly Precision ability, which influences the chance of an instant Kill). 
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THE BURDEN OF ITEMS AND INVENTORY 


A Witcher doesn't 
succeed simply by 
being a great fighter. 

It requires preparation 
and using everything in 
their inventory to craft 
an arsenal that ensures 
victory. Outside of the 
armor he wears and 
the swords he wields, 
Geralt's Inventory can 
be filled with items of various kinds, used for different circumstances before, 
during, and after combat. You can find items in the world, receive them as quest 
rewards, or buy them from merchants, Neglecting items makes the Witchers life 
very hard, as weapons can fall into disrepair unless property maintained. 


Utilize Roach’s saddlebags, and the Stash chests, lo carry and 
hoard the items you really need. 


Managing your inventory is important. You can't take absolutely everything 
you find with you everywhere you go. If you try, Geralt becomes overburdened, 
and unable to move beyond a slow walk while on foot, and his ability to fight 
is severely diminished. However, you do need to seek out a good supply of 
materials to keep your potion, oil, and bomb supplies well stocked. 


Geralt can carry 60 units of weight on his person at any time, and more on his 
faithful steed Roach, if you purchase Saddle Bags from a merchant (or win them 
in a Horse Race). This increases the maximum to 160 units. Avoid problems by 
remembering to sell or disassemble any useless weapons and armor you loot 
from foes, as these tend to weigh the most 


Try not to carry items specified as "Junk" if they have a weight value, unless 
they sell for a decent price, or you know they can be broken down into useful 
Crafting components. The golden rule here is to take only what you need or can 
use in some way. Attempting to collect every single item you find is a little like а 
dulled sword— pointless. 


ITEMS: INGREDIENTS 


Making things requires their material components, and the world provides these 
if a Witcher takes the time to hunt for them. Materials found within monsters and 
wild animals can be combined with various plants found growing throughout the 
world to make potions, 
bombs, and oils. Other 
materials you find, such 
as ores, planks of wood, 
or leather skinned from 
wild animals, can be 
used by armorers and 
blacksmiths to craft 
better armor 

and weapons. 


Weapons and equipment found in the field can be another source of ingredients. 
An armorer or blacksmith of the right skill level can break down equipment, as 
well as other items in your inventory, to help you receive extra crafting materials 
This process does cost money though. 


ITEMS: QUEST ITEMS 


Geralt finds а 

variety of key items 
throughout his 
questing, and while 
Some have monetary 
worth, it would be a 
mistake to get rid of 
‘them so easily. Quest 
items are marked 

as such when you 
inspect them in your Inventory Menu, and are always filed away in the Quest 
items area. They remain in your inventory and cannot be discarded unti they are 
no longer needed. Once a Quest item has seen all the use required from it, it can 
be sold to а vendor, or dropped and forgotten. Some of the key items can be used 
while exploring the game world. 


A quest item usually performs one of two functions: It allows additional areas to 
be explored, interactions to occur, or gives you an advantage in combat. Or, it is 
starts a quest, or is utilized as part of a quest objective. The following examples 
show a variety of quest items, but are by no means close to showing them all 
Consult each individual Quest for items that are needed or found during the 
course of a quest. 


$ QUEST ITEM: THE MAGIC LAMP 


* Related Quest: Secondary Quest: Magic Lamp (page 167) 


The Magic Lamp 
allows you to watch 
the terrifying past 
communications of. 
ghosts, a necessity 
for completing ап 
early quest. When you 
approach one of these 
locations (which are 
tracked on your World Map and in the Atlas), they appear as green-tinged energy 
fields close to bones or corpses. 


@ QUEST ITEM: THE EYE OF NEHALENI 


* Related Quest: Main Quest: Wandering in the Dark (page 165) 


This is used to dispel 
magic illusions that 
guard hidden passages 
throughout the world. 
When you approach 

an object that can be 
dispelled, Geralt actually 
points out that his 
‘medallion is indicating a 
strong magic presence. Once you have the Eye of Nehaleni, you can dispel 
the illusion. 


QUEST ITEM: HORNWALL HORN 


* Related Quest: Secondary Quest: The Lord of Undvik (page 226) 


E 


If you care to complete 
this terrifying quest 
across the Skellige 
island of Undvik, one 
of the prizes is this 
horn, which can cause 
any Sirens (or related 
airborne enemies 
across this realm) to shriek and plummet to the ground. This is exceptionally 
helpful when boating across oceans! 


ч 


QUEST ITEM: THE CURIOUS CASE OF VIRTUOUS VEGGA 


* Related Quest: Secondary Quest: Free Spirit (page 426) 


Though you may not know it when you purchase it from a merchant in the Gildorf 
district of Novigrad City, this book is a key to providing knowledge to a stranded 
Skellige, over on the extinct Skellige volcano known as Snidhall Isle. There are 
other books to collect, too. 


QUEST ITEM: LIZARD FIGURINE 


* Related Quest: Secondary Quest: Of Dairy and Darkness (page 394) 


The fancy merchant in the Gildorf district of Novigrad City also has a variety of 
trinkets to examine 

and purchase. One of 
them (a small Lizard 
Figurine) enables 

you to discover the 
otherwise-inaccessible 
underground laboratory. 
of a mad, cheese- 
obsessed mage! 


ITEMS: LORE BOOKS, TORN NOTES, AND NOTICES Every sword has a base attack rating representing the damage per second (DPS) 
it's capable of under ideal conditions. Additional values exist for fast and strong 
attacks, including damage and critical hit chance. Any enchantment, skill, or 
upgrade that increases a sword's damage applies a bonus to the weapon's base 
attack rating. An opponent's armor, resistances, and other modifiers will affect a 
sword's damage during combat. 


Lore books, torn notes, and notices collected during your adventures deserve 
а reading: not only do these items give information and history about 

the Northern Realms and the quests you are undertaking, they can also 
occasionally lead to knowledge about Points of Interest! Some lore books also 
add information to 
the Bestiary. A good IMPROVING WEAPONS 


qun Du mr Enchanted swords have a chance to cause additional effects on their target with 

rummaging through old 

Pee ee Sere 00 each strike. These enchantments can poison, bleed, burn, stun, freeze, or stagger 

Ps е 50005 800 a target. Lesser and Greater runestones can be placed in weapon upgrade slots 
d to further increase a blade's effectiveness (see the Upgrades section on page 


Square, Novigrad City. до) However, if a targets resistances are too great, these additional effects may 
Tell that Hodgson be dispelled. 


fellow we sent you! 
Another way to improve the effectiveness of your swords is to apply special oils 

to them before combat. Unlike runestones, this bonus is temporary and ends. 

after repetitive attacks wipe the oil away. This is the most economical way to 


ITEMS: FOOD, JUNK AND OTHER MINOR ITEMS 


Junk items and items that don't fall into other categories include currency enhance your swords and allows for a great deal of flexibility when preparing 
that can be changed into crowns at the Bank of Novigrad, torn sheets from for multiple types of targets. You cannot apply these oils in the middle of a fight, 
notebooks, lore books, food, Witcher Contract notes, and mutagens found so pay attention to your surroundings and spot threats before you must engage 
оп dead bodies. Don't forget to chow down on any Food you collect either; it them. Unfortunately, you don't always have this opportunity. 


allows you to regenerate health quickly (even during combat) without the need 
to Meditate, Mutagens can be used on the Character Abilities menu to provide 
significant boosts to your statistics. 


Finally, very rare set of crafted weapons can be improved by finding diagrams 
for more powerful versions of the weapons. These diagrams and the materials 
to produce these weapons are rare, indeed, so you must be thorough in your 
Junk tems should be sold or stored in your Stash chest. Unless the description exploration of the world 

of the item tells you that it is an ingredient or can be dismantled (broken down) à : 

for base components, there's litle reason to keep Junk in your inventory, ast ALTERNATE WEAPONS 


just weighs you down. While Geralt has no 
formal training with 
EQUIPMENT: AN OVERVIEW weapons beyond == 


me swords of his 


A sword is only as good as the Witcher using it, and his armor is only as good as profession, he is not 


the materials he was willing to invest in its creation. To survive this adventure, 


you must wield a multitude of swords both steel and silver. Should those fail you, aue s = 
only a durable set of armor is al that prevents the claws of your enemies from 
rending your flesh to shreds. from bandits КОМП 

enough to cross his E 
Equipment in Witcher 3: Wild Hunt requires Geralt to reach a requisite level of path. These weapons Изои charging a group of bandits armed with a pickaxe, 
experience before he can use it. Any weapon not available to you is crossed are not as lethal as a "ауте doing something terribly wrong. Or perhaps you fancy ty 
out in your Inventory menu. Common weapons and armor can be found good sword, but you ae, é 
randomly with stats that reflect Geralt's current level. However, crafted items, can still put down humans with them if a situation demands it E 
relics, and unique pieces of armor (such as Witcher School Gear) have set level 5 


Equipping alternate weapons places them in the slot that would be occupied 
by your steel sword. You can also apply the appropriate blade oils to them. 
Realistically, though, you should stick with your swords if you have a choice. 


requirements and stats. While earning these pieces of gear takes supreme effort, 
they are often the best items one could equip. 


EQUIPMENT: SWORDS EQUIPMENT: WITCHER'S CROSSBOWS AND BOLTS 
Geralt carries two types 3 
of sword; Steel and 
Silver. These blades are 
intended for two very 
different threats; Steel 
for humans and beasts, 
Silver for monsters. 

At lower difficulty 
levels, Geralt draws. 


Very early in Geralt's. 
search for Ciri, he is. 
gifted a crossbow, which. 
comes with an unlimited 
number of standard 
bolts that Geralt can fire 
at enemies or wildlife 
These bolts are typically 


quite weak, but they 
one of these blades. Remember your training at Kaer Morhen: you can automatically сап stagger enemies in 
automatically when combat begins, typically the sword meant for his nearest or manually fire a crossbow, Use this weapon for ranged sires the middle of an attack, 
7 h п ч ar to knock foes out of the Ы 
threat. Some battles require you to switch between both blades, so be prepared to knock foes out of the sky and even knock flying 


to adapt to those situations enemies out of the sky, The crossbow is also the only weapon Geralt can use 


‘Swords deteriorate with use. With each blow landed, or shunted aside by sword, underwater. Armed with this weapon, he is not without defenses when he must 
shield, armor, or claw, a blade continues to lose Durability until the weapon explore the depths of the ocean or an underground tributary. 
becomes unusable, Low Durability weapons strike for less damage. This is a 


You can find more 
serious liability in battle and can cost you life and limb. e 
Regular maintenance at an Armorer or Blacksmith will help keep your gear in over the course of 
shape at the cost of some coin. When venturing on to a difficult quest or facing the game. Some of 
extended battles that will test the durability of your equipment, make sure to the most deadly are 
purchase or craft Armor and Weapon Repair Kits to maintain your edge in the field. ^ crafted from secret 
In addition to acting as your primary offense, swords are your defense against еза 
апу physical attack. You сап block most melee attacks with either уре of sword, the world. A 


though some attacks must be dodged rather than blocked. With sharp timing, Dan! serimp onthe more esoteric ammunition for your 
you can also counterattack most melee attacks, placing your foe off balance crossbow; it's very satistying to hit a bandit in the neck with ап 
while you remain on the offensive. explosive bolt! 4 
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Crossbows become more effective in two different ways. The first is through 
the use of specialized ammunition. You can loot them from caches in the world, 
and even craft special ammunition from diagrams. Specialized bolts not only 
hit harder, but can also cause additional effects. Explosive Bolts, for example. 
can knock enemies to the ground and are especially devastating against flying 
foes. Another type of bolt splits into three arrows, making it easier to shoot fast 
‘moving enemies. The statistics on bolts may not look impressive by themselves, 
but when you factor in the power of your chosen crossbow, you can easily see 
the bow overpowering lone monsters and humans before they even get close! 


Another way crossbows see great improvement is through purchasing specific 
character abilities from the Combat and General branches. You can earn flat 
increases to the overall damage of each shot or slow the world down to take 
more time to carefully aim your shots. 


EQUIPMENT: ARMOR 


Geralt's armor consists of four separate pieces: Chest Armor, Gloves, Trousers, and 
Boots. Together, these provide protection against physical damage and persistent 
effects, Each piece of armor has an armor rating, along with a number of additional 
protection ratings against the different types of damage that Geralt can suffer in 
combat: slashing, piercing, bludgeoning, elemental, and rending damage. 


There are three weight classes for all pieces of armor: Light, Medium, and Heavy. 
‘These classes determine how much protection an armor piece provides, but can 
also affect statistics like stamina regeneration. Each weight class caters to specific 
‘combat tactics, but you can mix and match your gear to fit your preferences. 


Light armor provides 
a significant bonus to 
stamina regeneration, at 
the cost of sturdiness. 
This allows Geralt to 
control the pace of a 
fight by staying agile, 
engaging or evading 
enemies at will 


IMPROVING ARMOR 


Glyphs can be used to upgrade high-quality pieces of armor, providing bonuses 
to Sign abilities. As with weapons slots and runestones, some armors have 
slots that allow Glyphs to be placed. Glyphs can be found as loot in the field or 
оп monsters, and there are diagrams that allow you to craft lesser and greater 
Glyphs, provided you can find them. Consult the Upgrades section for more 
details (on page 49). 


DYEING ARMOR 


‘Should you find the color of your Witcher gear to be less than ideal, and you prefer 
to dye Witcher armor in a variety of colors, you can color each part (chest armor, 
gloves, trousers and boots) in aone of 12 colors, Examples are shown below. 


Medium armor provides 
по regenerative benefits 
or penalties, and is the 
weight class Geralt 
starts the game with. 


Heavy armor provides 
the most protection, but 
slows down stamina 
regeneration. While 
movement is slowed, 
Geralt can wade into the 
melee and survive far 
more punishment. 


Dyed Feline Armor: Green. 


Dyed Feline Armor: Pink. Dyed Feline Armor: Red, 


White, and Blue. 


This is achieved by completing the 
following: Plan 1: Purchase Armor 
Dyes from merchants. Plan 2: 

Find or purchase special Alchemy 
recipes that dye Witcher armor. 
Then pick ingredients needed to 
mix the dye, and complete the 
dye in your Alchemy menu. If you 
own the Corvo Bianco Vineyard, 
and you've improved it as part of 
Blood and Wine: Secondary Quest 
No Place Like Home, you can grow herbs in your orchard that are specifically for 
armor dyeing. 


The 12 different colors, and dye remover, that can 
be made or purchased. 


Then simply apply vials of dye to your piece of Witcher armor (and only Witcher 
armor). You require four amounts of a dye to fully cover all your armor. If you wish 
to change your color, use dye remover (made or purchased in the same manner) 


CONSUMABLES, BOMBS, AND POCKETS: 
ADDITIONAL EQUIPMENT 


It's possible to set consumables, bombs, and pocket items for quick use in the 
field. Consumables include food, or Witcher potions and decoctions. It's usually 
best to keep potions that have immediate beneficial effects in these slots, either 
focused on enhancing your combat effectiveness or survivability, Food, potions, 
and decoctions can be consumed from the Inventory menu too, Potions can 
determine whether or not you survive to even do that: With bombs, try to tailor 
your choices to favor bombs that can affect a wide variety of targets, switching 
out for more specialized explosives if you're hunting something that demands 

it. Your two pocket slots, however, will likely be occupied by кеу items that аге 
required for specific purposes, generally for non-combat reasons. 


PREPARATION: SETTING UP QUICK-USE ITEM SLOTS 


Part of preparation is making sure you have the right items in your item slots. 
Wearing your best armor and using your best swords is obvious advice. Having 
the right consumables and bombs set up for quick use can mean the difference 
between life and death 


+ Quick-Use 
Consumables 
should have 
immediate effects: 
Potions like White 
Raffard's Decoction, 
for immediate 
burst healing, or 
Thunderbolt, for 
a short burst of 
increased attack power, are excellent for the quick use item slots. In place of White 
Raffard's Decoction, you can use any form of healing food to speed up health 
regeneration in combat. Potions like Cat, or decoctions, which have very long lasting 
effects compared to most other potions, are best accessed from the Inventory menu. 


* Tailor quick-use potions to your strategy and build: You can build Geralt to focus 
on his swordsmanship and crossbow skills; his Sign use; the bombs, potions, and 
enhancements gained through alchemy; or have a spread of skills throughout 
ай of his ability trees. Likewise, there are potions that can greatly enhance the 
effectiveness of these aspects. If you want to have high-powered signs on demand, 
use Potions that power up their intensity. you want your swords to hit harder, 
Thunderbolt is an obvious choice. 


= Atleast one bomb should be general use: There аге many types of bombs, but 
you can have only two set up for on-demand use. Grapeshot is an excellent general 
purpose bomb that falters only against fire resistant foes. Samum is also good for its 
ability to blind or stun enemies caught in the blast radius. 


* Your second bomb slot should fit the situation: There's little reason to carry two 
bombs that accomplish similar tasks. If you know you're up against enemies weak to. 
fire, switch in Dragon's Dream to set up a powerful combo with Igni. If you know you'll 
be battling large numbers of enemies, Northern Wind can literally bring the fight to a 
standstill, allowing Geralt to calmly pick out a priority target to bring down first. 


PREPARATION: MEDITATION 


You need to prepare before you can start killing monsters. It's not just about throwing on the best equipment 
you've got and running in to battle. Geralt is a skilled alchemist if he's got the materials and formulae to work 
with, but more importantly, he can Meditate. 


Meditation is one of Geralt's most important abilities. Doing this allows you to skip ahead a set amount of time, 
changing the time of day and, at lower difficulty levels, restoring any Vitality he has lost. While meditating, 
Geralt automatically replenishes any prepared potions and oils as long as he has base alcohol in his inventory. 


On the Blood and Broken Bones! and Death March! difficulties, Meditation does not 
restore health. On these difficulty settings, you are forced to carefully manage your 
inventory of health recovery items. 


WITCH CRAFT: ALCHEMY: POTIONS, BOMBS, AND OILS 


A Witcher is expected to make use of the land to survive. Herbs, minerals, and other alchemical ingredients found in the field or bought from Herbalists are among the 
many materials used to brew potions, sword oils, or act as the catalysts to bombs. Other materials, like rare metals or strips of cured leather, can be refined and used 
to craft new weapons and armor that far exceed the quality of worn items looted from dead foes. 


To craft items or perform alchemy, Geralt must first possess crafting diagrams and alchemy formulae. These can be found randomly in the field by looting containers, 
ог purchased from specialized vendors. Diagrams for ancient relics, including Witcher Schools Gear, are found during lengthy Scavenger Hunt quests to locate the 
base diagrams for that equipment. Advanced diagrams that enhance this gear involve additional lengthy searching with few clues. Fortunately, the Scavenger Hunt 
Quests (starting on page 577) show you the way. 


ALCHEMY: PRACTICUM IN BASIC ALCHEMY 


The fine art of Alchemy is the action of combining different substances to create а variety of helpful items, such as Bombs, Sword Oils, Potions, and Decoctions. 
Mixing herbs, substances, minerals, and rare mutagens extracted from monsters, alchemy is a requirement for those who wish to be fully prepared for combat. 


With the formula for this bomb in your Alchemy menu, you check | 
the necessary ingredients to make this explosive: Saltpeter | 
(1 unit) and Sewant Mushrooms (2 units). These ingredients | 
make one set of three bombs. The halfling has both ingredients 

for sale; both the Saltpeter (10 units at 25 crowns each, 
enabling you to make up to ten sets of bombs) and the Sewant | 


Make sure you read the Training section on Abilities (starting on page 60), as one 
of the ability branches involves Alchemy, and there are total of 25 different abilities 
(with level ranks for each) you can expend points on to make your brewing much 
‘more potent! 


Mushrooms (5 units at 10 crowns each, enabling you to make up to two sets of у 

@ © FINDING ALCHEMY FORMULAE bombs as each bomb set needs two units. Ё 
Many potions, oils, and Alternatively, you could have trekked across the landscape searching for Sewant Ё 

bombs you сап craft Mushrooms. Saltpeter is a Mineral, and can only be purchased from Herbalists (or 2 


have a base formula — 2 


that allows you to 
Greate the most basic MASTER ALCHEMY FORMULAE 
form of that item. As 
you travel through the The ultimate in 
world and meet new Alchemy is obtaining 
merchants or find a variety of rare herbs. 
The easiest way to quickly accrue Alchemic Formulae is topay various loot caches, you and ingredients, and 
an Alchemist or Herbalist lle Dis diminutive chap here. can discover formulae collecting all the most 
that enhance the strength of your craft. A full list of vendors who sell Alchemy Potent of formulae, so 
Formulae can be found in the Merchants Appendix on page 816. you can craft the very 
best potions, bombs, and 
be found by exploring 
You've taken an interest in bombs. In particular, you're craving the different Points of Interest and Alchemy shops in the world. 
the formula for “Devil's Puffball” (as you want to lob poison 
bombs at Bandits). So you pay a halfling herbalist a visit. After 
perusing his shop, you come across a “Manuscript Page: Devil's. 
Puffball.” Though it's going to cost 248 crowns, you now have 
the ability to craft this bomb whenever you like, providing you 
have the ingredients. Remember, you could have discovered this formula by looting 
random chests, too. 


Craving the most potent Puffball of all, and having already 
created an Enhanced Devil's Puffball during your adventures, 
you make the journey to Ard Skellig, pay your dues by 
‘completing all the tasks the old druid Gremist has for you, 
before finally accessing his shop. Sure enough, the “Manuscript 
Page: Superior Devil's Puffball" is here! Though it's not quite a 
‘steal at 549 crowns, the formula is yours. Yes! 


CRAFTING ALCHEMY FORMULAE 


Once you have an Alchemy Formula in your possession, whether you're at an 
Alchemist or Herbalist shop or not, you can set about crafting the formula itself. These 
“recipes” are listed in your Alchemy Menu; scroll down to the item you wish to craft, 
check you have the various necessary ingredients, and then craft it. Simple! Then, if 
the item is to be used by you in combat (such as a potion, oil, or bomb for example), 
you can place it in your Inventory (So it is carried), or your Consumables, Bombs, or 
Pockets (where it can easily be accessed). 43 


“ 


Wait a moment though; it seems the Superior Devi's Puffball 
requires a great deal more ingredients than the normal and 
enhanced versions! You need: Endrega Heart (2), Alchemists 
Powder (1), Sewant Mushrooms (2), Ginatia Petals (2), Enhanced 
Devil's Puffball (1), Calcium Equum (2), and Rebis (1). 


Gremist has the Alchemists’ Powder (5 units at 46 crowns each), 
the Ginatia Petals (4 units at 8 crowns each), and the Calcium Equum (8 units at 30 
crowns each). You bring the Enhanced Devil's Puffball and the Sewant Mushrooms. 
from your previous scavenging, 
This just leaves Rebis. What is Rebis? It is a Substance used in alchemy. Though this 


means more searching for ingredients to make Rebis, the Alchemy Formula itself can 
be bought from Gremist for around 75 crowns. 


BEST PRACTICES FOR ALCHEMY 


Veteran Witchers have graciously provided a list of recommended tactics for 
‘making the most of Alchemy. 


* Craft early. Craft often. As soon as you can brew formulae, do so. Did you loot a new 
formula? Then check your Alchemy Menu to see if you can craft it right away. If not, 
keep those needed ingredients fresh in your mind so you can add the alchemy item 
Хо your inventory as soon as possible. 


* Purchase formulae in shops as you find them and add those potions, oils, and bombs 
to your arsenal. You quickly gain more advantages over the beasts and abominations 
during your adventures, 


• Geralt's potion supply is automatically restocked when you Meditate, as long as you have 
hard alcohol in your inventory. Keep a supply of alcohol in your inventory at all times! 
Many herbs prefer to grow in certain areas of the world or in particular climates. On 
rocks, in caves, in shallow water, deep water, or in cultivated terrain that farmer's 
harvest in the villages Geralt comes across. Learn them and you find what you need 
in no time, 


Herbs and ingredients have no impact on your carried weight, so don't hesitate 
to snatch up all of the herbs in the wild you can find. Once you've amassed а 
large supply, you can worry far less about collecting herbs in the later stages of 
the adventure. 


M you're having a difficult time finding ingredients, visit the Alchemist and Herbalist 
shops and spend some of that extra coin to finish out the ingredients list quickly. 
This is helpful in even the Prologue quests. 


Watch out for monster nests to clear them out and make use of the ingredients they 
сату. This is also serves as a source of ingredients for the Witcher Gear armor and 
weapons for crafting those items at blacksmiths. 


Know your foe. The Bestiary is your best friend. Ай of the critical information on the 
items that work against the hordes of creatures you face is at your personal disposal. 
Also, leam the creature categories or "families" (for example: necrophages, relicts, 
elementals, etc). When you have the chance to spot an enemy at a distance and you 
Know what you're up against, you can pull up your inventory to apply the oils, down the 
potions, and slot the bombs that help you quickly dispatch the dark denizens before 
you. If its not a specific monster you've encountered before, but you think you know 
What type it is, apply the ой for that enemy type and you'll conquer them in а flash. 


Ifyou enter a combat encounter and your sword doesn't have the ой that would help 
you against your enemies, don’t forget to use your potions and bombs. They may be all 
you need to make quick work of the enemy and disable their most devastating attacks. 


If you know you're going to facing large groups of humans, slather some Hanged 
Man's Venom on your steel sword. These are the most common enemies you face 
during quests inside the city walls of Novigrad, so it's a safe bet to keep this oil 
active as often as possible when you're not roaming the wilderness. 


Keep a large stock of alcohol bases and Meditate as often as you feel the need to, 
Remember that Meditation can end any potion buffs you have active due to the 
passage of time while meditating. 


‘Slot Swallow potions and save the rest. If you keep Swallow and some food handy in 
combat (such as Hattori's delicious Dumplings (see page 389), you can always open 
your inventory to drink the other potions you need less often. 


Getting weighed down by dozens of swords after slaughtering a batch of heartless 
witch hunters? Toss back a fiend decoction to grant you a bonus against your burden 
and hit some shops to offload for coin. 


* Locale the Corvo Bianco Vineyard in Toussaint, and after receiving the deed from the 
Duchess, improve the manor and gardens, uncovering an Alchemy lab, and use the 
table inside to add one additional charge to your potions (and bombs). 


ALCHEMIC CREATIONS 


The following inventory items are created using Alchemy (though some сап 
be purchased from vendors too, if you wish to expend more crowns instead of 
brewing your own). Remember that base materials, formulae, and recipes may 
all be needed in order to create the following items 


ALCHEMY SUBSTANCES: MUTAGENS 


o 6 9 


As you kill monsters, 
there's a chance that a 
Mutagen will be found 
amongst the loot you 
can scavenge. There 


are different types of 

Mutagens—some that 

are exclusive to the 

beast slain and others олсе you've killed a fearsome or dlspusting monster, Inspect 
‘that are relatively their innards lor а possible mutagen to add to your collection. 


соттоп amongst a variety of monsters. 


Mutagens are used in two separate ways. The first is in connection with your 
Character Abilities. By placing a Mutagen in the slot next to your activated 
Character Abilities, you gain a statistical bonus. The Training section devoted to. 
this topic begins on page 60. 


The ability trees are color themed; red, blue, green, and yellow. These colors 
stand for Combat, Signs, Alchemy, and General Abilities respectively. This also 
holds true with Mutagens, which can be found in red, blue, and green. If you 
connect a mutagen to activated abilities of the same color, the bonus provided by 
the Mutagen increases by 100 percent for each ability matching that Mutagen's 
color. Geralt can gain thousands of points of Vitality and strike that much harder 
with his swords. His Signs will see massive intensity boosts. The second use of 
Mutagens comes with crafting decoctions, covered below. 


Enter your Alchemy menu, and look in the “Alchemy 
Substances" area for alist of all the Mutagens you can create. 

í їп the case of mutagens, these are "Mutagens” (created from a 
number of "Lesser Mutagens") and "Greater Mutagens" (created | 
from a number of *Mutagens). You're looking for a +10% 

‘Sign Intensity bonus for using a Greater Blue mutagen in your 

‘Mutagen Slot (Character Menu), so you concoct the following plan: | 


You kill a variety of monsters, and amass a large number of Lesser Mutagens from | 
their corpses. This took a while, so you want to make the most of them! In your 
Alchemy Menu, you select "Blue Mutagen.” It requires “Lesser Blue Mutagen (4) to | 
create. Fortunately, you have 13 Lesser Blue Mutagens, so you craft a total of s 
“Blue Mutagens" and have one Lesser Blue Mutagen left. 


Now you select "Greater Blue Mutagen.” It requires "Blue Mutagen (3) That's handy; you 
just created three of those from your Lesser Blue Mutagens! So you combine the three 
Blue Mutagens, create one Greater Blue Mutagens, then place itin your Character Menu, 
and link Sign Abilities to it to further boost your Sign-casting prowess! 


|| Certain beasts that become the target of Witcher Contracts carry unique Mutagens 
with increased potency over those found on lesser monsters. — 


uy MUTAGENS FOR MUTATIONS 


If you are adventuring in Toussaint, be sure to complete Blood and Wine Secondary 
Quest: Тит and Face the Strange (see page 476). Finding Professor Moreau's 
mutation laboratory allows you to unlock the Mutations menu (detailed later in 
this Training chapter, on page 60). Now, Mutagens are "spent" like Ability points to 
unlock the most potent mutations of ай! 


Now Mutagens are 
able to be created (and 
their color changed) by 
locating (or purchasing) 
diagram recipes. 


scattered throughout 4 

this realm. Use the 

Alchemy > Alchemy 

Substances menu, In a hidden elven labyrinth deep below the waters of the 

and begin to create Sansretour River in Toussaint, lies the laboratory of Professor. 


Mutagens yourself Moreau. Step into this contraption to trigger the mast potent 
instead of relying on Mutations of all! 

finding them on the corpses of monsters. You are also encouraged to improve the 
Corvo Bianco Vineyard, as part of Blood and Wine: No Place Like Home (see page 
440), as an improved greenhouse allows herbs to be grown that are essential 
ingredients to creating mutagens. 


ALCOHOL 


„ @ 


Alchohest Dwarven Spirit White Gull 


Alcoholic beverages can be found in every tavern, inn, and watering hole across 
the Northern Realms, and purchased from Innkeeps there. Visit the Duchy of 
Toussaint for a masterclass in wine-making. Some of the alcohol you can drink 
is simply for sustenance. Most allows you to recover from combat during a 
Meditation (so keep a plentiful supply). But brew Alcohol for alchemic purposes 
primarily when you require an ingredient for another Alchemic substance, as the 
following example illustrates: 
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You want to swig down а Blizzard potion to improve 
your reflexes and prolong your reaction time, the next 
‘occasion you're in combat. You have some of the 
necessary ingredients to craft Blizzard (White Myrtle 
Petals (5) and Golem's Heart (1), but you're missing the 


Ф Dwarven Spirit (1). Fortunately, you've found the Recipe. 


for Dwarven Spirit, meaning you don't need to visit a merchant to buy some. 


Instead, you scour the land for the following: Empty Bottle (1); there's a Merchant 
in Novigrad specializing in them. Mahakaman Spirit (2), and White Myrtle Petals (1). 
Combine them together, and you can crank out as many Dwarven Spirits as you 
need; particularly helpful as this is the base for a large number of Potions. 


| 


It is difficult to overstate how important carrying a large amount of hard alcohol is 
to your well-being, as this automatically replenishes any potions you may have used 
when you Meditate. Therefore, it is wise to keep a large collection of the alcohol you 
сап craft (in the Alchemy menu) for just such occasions. 


BOMBS 


One of the key tools of 
the Witcher trade is the 
arsenal of bombs they 
can craft to suit thelr 
needs. Various materials 
go into making a bomb, 
and they have a wide 
range of possible 
effects that can be used 
to further stack a battle 
in their favor. You can 
option a battle from afar 
by lobbing a bomb at an unsuspecting foe, or quickly flick one out at a targeted 
‘opponent during a heated melee. 


Make your first Боть a Grapeshot. This offers great damage 
and all-round explosive performance, and can weaken groups 
of toes, especially in close quarters. 


Monster nests encountered in the world require specific bombs to completely 
destroy them. So, if you intend to make a particular area safe to travel through 
or harvest materials within, make sure you always carry a supply of these 
explosives. You can set two bomb types in your Inventory menu as “Quick 
Access" items in the "Bombs" section. If necessary, you can switch out what 
bombs you have quick access to in the middle of combat as well. As with potions 
and oils, bombs can be upgraded beyond their initial crafted level to enhanced 
and superior versions. 


A USEFUL BRACE OF BOMBS 


Bombs are highly specialized weapons that can cause a variety of effects in 
battle. It helps to craft bombs as soon as possible, especially the higher ranking 
versions (Enhanced and Superior), so you are prepared for any situation that 
requires an explosive solution, 


Dancing Star: If you're looking for a bomb with a 
spectacular explosion resulting in impressive damage to any 
foes within the blast radius, and additional burning to the 
already-wounded enemy, choose to craft this bomb. Though 
it doesn't supersede your more ferocious Igni attacks, this is 
excellent for long-range blazes 


Devil's Puffball: Though the cloud of toxic vapor that 
this bomb emits when it explodes can poison you (unless 
you've taken a potion to negate the effects), itis meant for 
long-range damage infliction: lob this at a cluster of bandits 
in areas where you can easily move around the polson 
cloud. Or, choose to lob one into confined areas you won't 
immediately venture down, but areas with foes who can 
choke to death on the fumes. 


Dimeritium: If you're facing monsters that are known as 
"Elementals" in the Glossary (and this guide's Bestiary), 

this is an excellent choice as it halts any of these monsters’ 
ranged attacks (such as a Gargoyle's flying ability). Stopping 
the magical abilities of Elementals isn't something you're 
likely to attempt frequently, so break out this bomb on these 
‘special occasions. However, when you're in Dimerilium's 
cloud, you cannot cast Signs, so use with caution! 


Dragon's Dream: This bomb releases a cloud of highly 
flammable, poisonous gas into the air. But when ignited by gni, 
another bomb, a torch, or even a burning enemy, the resulting 
detonation can set foes on fire! An upgraded Dragon's Dream 
can cause enemies it kills to explode, as well! Just beware that 
the blast can damage you, too. 


Grapeshot: This is one of the most useful explosives in 
a Witcher's arsenal. You can destroy monster nests and 
deal powerful shrapnel damage to enemies, while also 
causing some fire damage that can harm enemies weak to 
it Though it doesn't harm enemies over time (just in one 
large explosion), itis incredibly potent. Upgraded Grapeshot 
bombs can make enemy armor completely irrelevant. 


Moon Dust: Monsters that are known to transform, such as. 
Foglets, Specters, and Vampires, cannot use this ability when 
struck by the silver splinters of a Moon Dust bomb, Monsters 
that can regenerate can find that ability temporarily 
disabled. The Superior version of this bomb can stop a foe's 
regeneration permanently! 


Northern Wind: A dangerous piece of alchemy, the Northern 
Wind bomb freezes enemies within its blast radius, and 
keeps them in place. if a Witcher improves this bomb, the 
area of effect grows larger, lasts longer, and enemies struck 
while frozen suffer greater damage. 


Samum: A basic but useful bomb, Samum does not just. 
destroy monster nests; it blinds enemies caught in its 
explosive radius, giving a Witcher a chance to flank them, 
and attempt an easy sword strike. Upgraded Samum. 
bombs guarantee a critical strike on a blinded and stunned 
opponent. Just be careful you don't blind yourself with your 
own Samum bomb. 
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"DECOCTIONS 


These Relic-type potions offer incredible combat benefits that are long-lasting, 
but come at the expense of high toxicity. Assuming you are crafting White Honey 
Potions (that clear toxicity) in conjunction with Decoctions, these can make you 
‘extremely potent in combat. Remember you can use more than one Decoction 
ata time. For experienced Witchers, the high toxicity of a decoction, and all the 
risks that come with it, are outweighed by the benefits. 


TOP FIVE DECOCTIONS 


Troll Decoction: Constant Vitality regeneration in and out of 
combat. For Witchers who are expecting multiple grueling 
battles against many foes. 


Ekimmara Decoction: With this decoction, a Witcher restores 
Vitality with every successful strike against the enemy. 


Succubus Decoction: The longer a battle lasts, the harder a 
Witcher strikes. 


Alghoul Decoction: Adrenaline is generated more quickly 
by a Witcher in combat, but the effect is broken by the first 
successful enemy attack 


Werewolf Decoction: Running, sprinting, and jumping outside 
of combat doesn't use Stamina; a perfect brew for Witchers 
exploring large areas. 


To increase the. 
effectiveness of blades, 
a Witcher can coat them 
with special oils. These 
are tailored to damage 
specific types of foes. 
Oils that assist against 
humans should be 
applied to steel swords, 
while any monster- 
specific oils are applied 
to your silver swords. 
There are as many olls 
as there are families of monsters, and so it falls to a Witcher to be prepared for 
these eventualities. Crafting oils can be done only outside of combat. 


Similar to potions, once an oil is crafted, it remains in your inventory, You can find 
formulae for improved versions of oils, requiring the previous level of the oil and 
new ingredients, This again follows the standard, enhanced, and superior quality 
scheme used by potions, bombs, and most other items that can be improved. 


Oils do not last indefinitely. Each successful strike on an enemy rubs some of 
{һе oil off the blade until eventually there is none left and the effect is no longer 
applied to the foe. You can reapply the oil by going to your Inventory once again, 
as long as you have not discarded the oil. 


OILS FOR COMMON OR SERIOUS THREATS 


With so many monsters plaguing the land, Witchers must be prepared with а 
wide variety of oils to counter any threat with expediency. 


Hanged Man's Venom: Sadly, with war raging across the 
land, humans are as common a threat to a Witcher as any 
monster. It never hurts to have this oil ready at all times to 
quickly dispatch soldiers or roaming groups of bandits. This 
works against any human and nonhuman (but human-sized) 
foe, so use this on any Scoia'tael you might face, too! 


Sather on a weapon-Imgrovig oll botore every bate, afer 
consulting the Bestiary to pick an oil especially formulated for 
weakening the foe you re about to face. 


Necrophage Oil: War leaves behind battlefields strewn with 
corpses, the perfect feeding grounds for necrophages such 
as Ghouls, Alghouls, and Rotfiends. This oil gets frequent use 
for most Witchers. 


‘Specter Oil: Another side effect to war is the high number ot 
victims who died with lingering regrets in this world, or died 
after terrible violence. These dark and powerful emotions have 
resulted in great numbers of wraiths haunting the living, Prevent 
them from haunting you by slapping on the Specter Oil! 


Elementa Oil: While elementals are not particularly 
common, their sturdiness against a Witcher's silver 
sword makes them incredibly dangerous to fight. Every 
advantage helps. 


Вейс! Ой: Relicts are as rare as the name suggests, but all 
creatures that fall under this classification can be considered 
threats of the highest order. If a hunt demands that you fight 
а Спот or a Fiend, relict oil is one of the few advantages any 
Witcher can claim over these monsters. 


HEEF 


Highly toxic to most 
normal humans, potions 
brewed by Witchers 
provide a variety of 
effects that can improve 
combat, enhance even 
a Witcher's heightened 
senses, and restore 
critical energy before, 
during, or after a 

battle. However, even a Witcher is not immune to the dangerous nature of these 
brews. If Geralt's Toxicity meter reaches critical levels, he begins losing Vitality 

(a swig of White Honey soon cures this however). All potion effects last for only 

a short while (especially compared to the even more toxic Decoctions), though 
the efficacy and duration of potions can be enhanced by investing in the correct 
Character Abilities. 


To brew potions, Geralt needs to know the formulae and have the materials they 
require. Most alchemy requires plants that can be found and harvested in the 
field. Other alchemic compounds, such as special powders, monster body parts, 
and minerals, can be found as loot in chests and bags strewn about the world, 
or from the corpses of your foes. You may also purchase some of the more rare 
ingredients from herbalists and alchemists found in or around villages. 


Once you've brewed a potion, it remains in your inventory, even when it has 
been used up. Most potions can be upgraded over the course of the adventure, 
starting with the basic level formulae, Enhanced level, and finally reaching 
‘Superior quality. 


You either find or purchase formulae for higher-potent versions of potions, 
These advanced formulae require already crafting the previous-level version of 
a particular potion, and a new set of ingredients. Upgrading your potions leaves 
you with the higher level product (which is always better than the basic level), 


Always try to have potions readied that fit your current circumstances: Once 

a fight begins, you can't tell your enemies to wait a few minutes while you sit 
cross-legged to play with your herbs. Potions can be used before and during 
combat from the Inventory screen. You can also set them to be one of your four 
“Consumables” potions, allowing you to use them in battle. Each potion has a 
limited number of doses, but can be replenished if you enter Meditation and have 
enough hard alcohol to use for the replenishment. Geralt automatically does this 
if he has the necessary supplies, making it important to loot as many spirits as 
you can while out in the field. 


USEFUL EARLY-ADVENTURE POTIONS 


Although you start the adventure with little in the way of resources, you quickly 
expand your knowledge of potion formulae with exploration, Then you must ask 
yourself which potions you should focus on creating: 


Swallow: Vitality naturally regenerates very slowly. Swallow 
grants high and constant Vitality regeneration. If you're hit, the 
effects of basic and enhanced Swallow are suspended for two 
seconds. Superior Swallow does not have this penalty, and its 
effects are never suspended. 


White Raffard's Decoction: This potion immediately restores 
a portion of your Vitality upon use. Try to craft and maintain 
one of the three levels of this potion to keep a good stash of 
emergency healing on hand. 


Cat: Witcher eyes see better in the dark naturally, compared to 

d the average human, but even they need a boost. The Cat Potions 
allows a Witcher to see farther and more clearly in dark spaces. 
At Superior quality, it even delivers immunity to hypnosis and 
puts a red glow on enemies to make them easier to see. 


Golden Oriole: A Witcher's body naturally resists disease and 
poison, which makes the poisons that can hurt or kill a Witcher 
deadly to humans. Golden Oriole grants Witchers temporary 
immunity to poisons while neutralizing all poisons currently in 
the bloodstream. 


Thunderbolt: Most combat a Witcher faces ends by a Witcher's 
sword. Thunderbolt enhances Attack Power, and the effect only 
increases with each jump in potion quality I's a good general 
use potion against any threat you can face. 


Also present in your Alchemy Menu are “Quests” potions that are only brewed during 
specific quests (which are detailed in their specific section of this guide). Don't 
‘worry about crafting these potions outside the confines of the e 


ARMORERS AND BLACKSMITHS: CREATING AND ENHANCING YOUR ARMOR AND BLADES 


It is important to 
understand that 
Geralt himself isn't 
skilled in the arts of 
armorsmithing or 
blacksmithing; he 

can only repair the 
equipment he wears 
or wields (or he can 
get others to repair 
equipment for him). 
For improvements and 
creating new combat 
items, he must rely on the numerous smiths scattered across the Northern 
Realms, There are two kinds of smith, and both offer specialized services. 
Armorers can craft, sell, and repair armor. Blacksmiths are focused on weapons. 
Remember though, that both smiths usually have both armor and weapons for 
sale, and can repair both armor and weaponry. But only Armorers can craft new 
armor, and only Blacksmiths can craft new weapons. 


A swordsmith (known by the general title "Blacksmith =) 
һаттегз away at an anvil in the second city of Oxenturt. 

Visit any of these fine fellows to repair, dismantle, or upgrade 
your equipment. 


Almost all Armorers and Blacksmiths have two levels of talent; either Amateur 
or Journeyman. Amateur smiths can craft the most basic of items. Journeyman 
smiths can craft more impressive equipment. In addition, a single Armorer and 

a single Blacksmith offer skilled services at the fabled Master level (these are 
listed below): Remember, not all Armorers and Blacksmiths are equal. Many can 
work on a specific quality of gear and diagrams, so you need to be mindful of 

a smith's competence level. If they don't have the necessary experience, they 
won't be able to work with a crafting diagram you found. Also note that if a 
village is missing a smith, it is likely they have been kidnapped, and are a Person 
in Distress, caged nearby and waiting to be rescued by you. 


e CRAFTING: ARMORERS AND BLACKSMITHS 


FINDING CRAFTING DIAGRAMS 


їп order to craft new or 
improved equipment, 
you must have a 
specific Crafting 
Diagram in your 
possession. While 
certain Merchants 
have these for sale, the 
‘majority of the highest- 
quality diagrams are 
found during quests, 


Find Crafting Diagrams lor powerful weapons and quality armor 
while adventuring across the Northern Realms. 

especially the Witcher Gear Scavenger Hunts (which are detailed starting on 
page 577). Random Crafting Diagrams are also found on corpses and looted from 
chests. A full list of vendors who sell Crafting Diagrams, and their competence 
level (Amateur, Journeyman, or Master) can be found in the Merchants Appendix 
on page 816. 


You recently undertook the Scavenger Hunt: Cat School Gear, 


and were lucky enough to discover a Crafting Diagram for 

Feline Armor. As you're currently over Level 17 (and thus able 

to wear this armor), and want the armor increase and stamina 

regeneration this light armor gives you, you decide to visit the 

armorer in the village of Mulbrydale. This chap was previously a 
Person in Distress whom you rescued from some riverside bandits southwest of the 
village. After waiting for him to return to his anvil, you ask him to craft something for 
you. Unfortunately, even though you rescued him, and he's giving you a good deal 
оп purchases and crafting, he is only an Amateur Armorer. A Journeyman Armorer is 7 
needed to craft Feline Armor, and this chap isn't competent enough, Curses! 


Leaving Mulbrydale and that low-quality anvit-hammering | 
i halfwit, you journey to the City of Novigrad, and visit the open- 
air fish market just south of Hierarch Square. Nestled in one 
corner is а Blacksmith's. Even though it's midday, the place 
is empty. Perhaps the smith has gone for lunch? After you 
Meditate for two hours, the smith opens back up for business. 
As you've checked his credentials on the Merchant Appendix of this guide, you know 
he's a Journeyman Blacksmith, so you ask him to craft you some Feline Armor. Alas, | 
he can't—he's a Blacksmith and only forges weapons! Curses again} j 


SURVIVING 


Let's find the correct smith this time! Up the covered walkway 
from the Vivaldi Bank in Hierarch Square (Novigrad City) is the 
Armorer you seek; a Journeyman with the correct requirements 
{or crafting the Feline Armor from the diagram. The only problem 
‘now? You don’t have ай the crafting components! Triple curses! 


FINDING CRAFTING MATERIALS 


In addition to needing a Crafting Diagram to construct a new piece of armor or weapon, 
а smith also requires a number of material components to work together into the 
finished product. These materials are scattered throughout the Northem Realms, and 
are gathered in a number of ways. 


Crafting: Some materials you find are known as Crafting Components, and 

a smith can craft them into a new materíal you need for a more intricate. 

item. For example, Assassin's Boots require Cured Leather (1) as one of the 
materials. Check your inventory for Leather Scraps you may have acquired 
‘on your adventure; four units of Leather Scraps can be crafted into one Cured 
Leather component. Crafting Components are usually rough metal ores, string 
and thread, timber, or other base materials. 


Dismantling: One of the options each smith has is to dismantle items you 

are carrying in your inventory. Simply select the item, pay the smith, and 
reduce the item to its base components to be subsequently combined into 
new equipment. Before you do this, check the price you pay for dismantling 
compared to that of simply purchasing the base components, or simply selling 
the item instead; it might be a better investment. 
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Loot: Pilfer from abandoned houses, dungeons, hostile locations, and even 
areas where friendly peasants live, as long as the receptacle isn't guarded. 


Purchase: If you have the funds, you can visit any Merchant (but primarily 
Armorers and Blacksmiths have what you need), look through their wares, 
and buy the necessary material. This is a much more expensive option. 


Feline Armor has five different components to gather before crafting 
to begin. There's Hardened Timber (2), Shirt (1), Powdered Monster 
Tissue (1), Hardened Leather (2), and Dark Steel Plate (2). 


Hardened Timber (2): You found three units of Timber while searching 
a lumber mill in the wilds of Velen. You had a spare crossbow, and 
had the Armorer disassemble it for the fourth Timber component. You 
purchased two units of Resin from the Armorer. This gives you: Timber. 
(4) and Resin (2). You go to the Crafting Components section of the 
Armorer's Crafting Menu, and look up “Hardened Timber”. Then you 
raft your components to make Hardened Timber (2). 


* 


‘Shirt (1): You took a shirt of a bandit in a past scuffle. Time to use it! 


Powdered Monster Tissue (i) You received Specter Dust from a 
fight with а Noonwraith. The Armorer is happy to Dismantle it for 
you, transforming it into the Powdered Monster Tissue you need. 


Hardened Leather (2): You've picked up some Horse Hide (2) 
оп your travels. Though seen as Junk, the Armorer is happy to 
Dismantle it into Hardened Leather and Leather Scraps for you. 


WAG 


Dark Steel Plate (2): A rummage around various mines in Velen has 
yielded both Steel ingots (4) and Dark Iron Ore (8). At the Armorer's 
Crafting menu, you can combine them in the Crafting Component 
section to craft Dark Stee! Ingots (4). Two Dark Steel Ingots are 
needed to Craft into one Dark Steel Plate. When done twice, you 
have both the Dark Stee! Plates you need. 

|. Feline Armor: Finally! After paying your crowns, the Journeyman Armorer crafts this fancy. 
plece of torso armor for you. Of course, now you start the search for the components to 
create the Feline Boots, Trousers, and Gloves to complete the set! 


Using the Witcher's Tools onine is most helpful in learning exactly what components to 
dismantle. In addition, the Merchant's Appendix (page 816) enables you to see the "Type" 
ol tem every single Merchant sells (Junk, Upgrades, etc.), allowing you to peruse for 
specific items more easily. 


MASTER CRAFTING DIAGRAMS AND GEAR 


Under normal circumstances, the ultimate in armor and weaponry is available 
when you find Crafting Diagrams that require Master level smiths to craft. These 
are the very best armor sets and swords you can obtain. For this to happen, 

you must visit the shop of the previously-listed armorers and smiths who offer 
equipment of the highest quality. However, some have an involved quest to 
complete first: 


Yoana (Master Armorer): Visit Yoana, over at Crow's Perch in Velen, and 
complete Secondary Quest: Master Armorers (see page 369). Afterward, her shop 
and services become available. 


Eibhear Hattori (Master Blacksmith): Visit Hattori over at his Dumpling Shop 
in Novigrad City, and complete Secondary Quest: Of Swords and Dumplings (see 
page 389). Afterward, his shop and services become available. 


W Beauclair Master Armorer and Master Blacksmith: You are fortunate 
that the Master Armorer, and Trentin the Master Blacksmith, are both open for 
business in the city of Beauclair (Toussaint), south of The Gran piace Signpost. 
Their shops and services are immediately available. 


‘WY Master Armorer and Blacksmith: Visit the Ofieri Runewright at Upper 
Mill (Gustfields), and complete Hearts of Stone: Secondary Quest: Enchanting (all 
three requests for money). For each amount of funding you give him, he can craft 
‘Amateur, Journeyman, and finally Master level armor and weapons, acting as 
both Armorer and Blacksmith. 


1207 Grandmaster Armorer and Blacksmith: Visit Lazare Lafargue at his 
Beauciair shop. It is immediately open and he can craft master-level armor and 
weapons immediately. For Grandmaster armor (which is only relevant to Witcher 
gear), the Witcher Gear Scavenger Hunts for Toussaint (beginning on page 605) 
must be completed. Afterward, Grandmaster armor and weapons for Feline, 
Griffin, Ursine, Wolven, and Manticore School equipment can be crafted! 


Eibhear Hattori (Master 
Blacksmith): The elver 


WF понент: 
you pay him everything 
he requests, the Oller! 
Aunewrigh, over at Upper 
Mil acts as a Master 
Armorer and Blacksmith) 


Yoana (Master Armorer): The 
real power behind the throne 
‘over at Fergus’ armory in. 
Crow's Perch, Yoana is the 
‘only Master Armorer in the 
‘Northern Realms. 


master blacksmith makes a 
delicious dumpling эз well 
as crafting Master-leval 
weaponry. 


OT master armocer UT rentin (master 

Seet oul the armorer inthe Blacksmith: The blacksmith 
«пу of Beavciak, who can of Beauclat i also able to 
craft Master level protection cut Master level weaponry 


for you. for you. 


‘and Blacksmith): Visit this 
fellows shop In Beauclatt, 
close to the armorer and 
blacksmith, and seek the very 
‘best armorer and blacksmith 
of all Не can craft master 
devel armor and weapons, 

as well as the fabled 
Grandmaster Witcher gear! 


‘You seek the ultimate in Cat School armor outside of Toussaint; 
Mastercralted Feline Armor! Much later into your adventure, you 

finish the entire Scavenger Hunt for Cat School Gear, and have all the 
necessary Crafting Diagrams. You assemble all the necessary materials, 
visit your Journeyman Armorer friend, and have him build both the 
Enhanced Feline Armor and the Superior Feline Armor. Then you visit Yoana the 
Master Armorer, having completed her quest. Alternatively, journey to the Duchy of 
Toussaint, visit the main city ot Beauclair, and see either of the following: The Master 
Armorer, Lazare Lafargue or the Runewright and have one or more of them craft the 
Mastercrafted gear. Every Crafting Diagram with Master crafting requirements now 
opens up: Including the Mastercrafted Feline Armor. Excellent! 


You're shocked to discover there is an ever-better selection of Feline 
‘armor! However, you must visit Lazare Lafargue in Toussaint, agree to 
start Scavenger Hunt: Grandmaster Feline Gear, and finish this quest. 


Every Crafting Diagram with Grandmaster crafting requirements now 
‘opens up: Outstanding! 


The Witcher's Tools section of the guide lists the Level of every piece of equipment 
that's available, so you can study exactly what materials each one needs. You can 
also compare statistics between different types of armor and weaponry, too. 


CRAFTING > REPAIR 


This Armorer and Blacksmith menu 
allows you to pay to have your 
equipment repaired. Single items, 

or every damaged item you own (at 
once), can be repaired, if you have 
the funds. This is also a quick way to 
‘see your damaged items in one place. 


CRAFTING > CRAFTING 


This Armorer and Blacksmith menu 
allows you to craft the following 
diagrams: Boots, Chest Armor, Crafting 
Components, Crossbows, Gauntlets 
(Gloves), Junk, Silver Swords, Steel 
Swords, Trousers, and Upgrades. 


Note that any piece of equipment that is damaged has а small hammer icon. 
attached to it. 3 


CRAFTING > REMOVE UPGRADES 


This Armorer and Blacksmith menu enables you to 
remove any upgrade (glyphs for armor and runestones 
for weapons) that you may have augmented a piece 
of equipment with. Check the section on Upgrades for 
a list of the different (and recommended) Glyphs and 
Runestones. Only you can add these augmentations to 
your equipment. Only a smith can remove them (and 
the glyphs and runestones are destroyed in the 
process). Do this when you wish to change the benefits 

of a glyph or runestone, or you find a better quality glyph or runestone. 


CRAFTING » DISMANTLE 


As previously discussed, an Armorer or Blacksmith 
can dismantle a number of your equipment types 

2 into base materíals so you can recreate other (and 
hopefully better) equipment. Use this menu to see the 
components that are created, too. The following item 
types can be dismantled (at either smith): Witcher 
Gear, Armor, Swords, Upgrades, Tools, Junk, Crafting 
Components, Alchemy ingredients, and Food and Drink 


Dismantling is an incredibly useful function of all smiths; you'll get nowhere with 
Crafting if you try to buy all the materials yourself. It is best to salvage what you 
сап from equipment left behind by fallen foes, or from older weapons that are no 
longer of use to you, or from junk acquired during your travels. 


If you visit the Duchy of Toussaint, and uncover a hidden Alchemy Laboratory 
under the Corvo Bianco Vineyard as part of Blood and Wine Secondary Quest: No 
Place Like Home, you can dismantle items for free! 


REPAIRING ITEMS: DURABILITY 


Swords dull, armor bends and breaks. As each item wears down, it loses value 
and becomes less effective. Hiring a properly skilled smith to repair the item can 
fully restore its durability. Remember that Armorers and Blacksmiths can repair 
every single damaged plece of armor and weaponry with one choice, if you have 
the funds: Simply ask to see their wares, back out of the Shop to the Crafting » 
Repair menu, and choose “Repair All”, Additionally, armor and weapon repair kits 
can be purchased or crafted to help maintain gear in the field. 


Some armorers and blacksmiths also have Armorer Tables and Grindstones 
that provide time-limited bonuses to armor and weapon damage respectively, 
when used, 


THE IMPORTANCE OF MAINTENANCE 


Pay attention to the condition of your equipment! 
Deteriorated swords strike for considerably less 
damage, while low durability armor does not 
protect Geralt as well as maintained armor. A 
‘smith can fully restore a piece of equipment, and 
it is possible to use a repair kit to restore items 
in the field. 


ARMORERS TABLES AND GRINDSTONES 


Armorers Tables (also 
known as Workbenches) 
and Grindstones (also 
known as Whetstones 
ог Sharpening Stones) 
can be found next 

to some smiths or 

in villages. You can 

use these to provide 
temporary boosts to 
your equipment's effectiveness (armor is enhanced at a table, and weapons are 
enhanced at grindstones). Both are indicated on your maps once you pass near 
them. This is where to go to get a boost before а tough fight. 


DO IT YOURSELF: ARMOR AND WEAPON REPAIR KITS 


A well-used sword gradually deteriorates and the damage 
inflicted lessens. Armor employed in battle gradually 
weakens and damage resistance lessens. This is your 
combat equipment's Durability rating, and is the most 
important statistic after its combat potential. By visiting an 
Amateur, Journeyman, or Master Armorer or Blacksmith, you can Repair any of 
your combat items. But why not do it yourself? 


Repair Kits (Armor and Weapon varieties) are accessible at any time once you 
buy one, as it is part of your Inventory. It is weighty though, so you may wish to 
return to a Stash and keep your Repair Kits there (or оп Roach). Simply highlight. 
the Repair Kit you wish to use, then the armor or weapon you wish to repair, and 
repair it. The quality of the Repair Kit influences the percentage amount you can 
add to your Durability, Amateur (15%), Journeyman (40%), and Master (90%) 
repair kits are available. 


For example, Gerall's Verden archer's gambeson has seen better days, and is 

damaged with only 20% Durability left. He uses two Amateur Repair Kits, increasing 
the Durability to 50% (15% x 2). He then uses a Journeyman Repair Kit to increase 

the Durability to 90%. That should be fine for a few more battles! Note that if he 

used а single Master Repair Kit, the armor's durability would increase to 100%, | 
but 10% of the Repair kit's improvement would be "wasted". So Geralt would have 
waited until the Gambeson was at 10% Durability or seen the wasted amount as а 
worthwhile compromise. 


‘Avoid having to go to an armorer or blacksmith to repair your weapons and armor by | 
keeping a supply of repair kits available. We recommend favoring a larger number of 
Weapon Repair Kits compared to Armor, Ideally, you shouldn't allow anything to hit 
your armor, while your sword should be making multiple contacts with the enemy. 


CRAFTING: UPGRADES (GLYPHS AND RUNESTONES) 


Glyphs and Runestones are "Upgrades" for your Armor and Weapons respectively. 
GLYPHS 


as soon as possible. 


‘Make sure you add additional intensity to your favorite Signs by 
imbuíng all your armor with Glyphs. 


By placing a Glyph on a socketed piece of armor, a Witcher can enchant the item with a passive 
bonus that augments existing Sign abilities. Lesser Glyphs may only provide relatively weak bonuses, 
but can be combined with other lesser Glyphs to create Greater Glyphs with significant boosts to. 
Geralt's armor potential 


їп order to enchant a piece of armor, a Glyph of Infusion must be prepared first. The base component to all 
armor enchantments, Glyphs of Infusion can be found by looting containers and corpses. Additionally, crafters 
like the blacksmith and armorer sells Glyphs of Infusion in their shop. For those who wish to extensively 
upgrade multiple pieces of gear, it is recommended you purchase the diagram for crafting Glyphs of Infusion. 


SURVIVING 
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Lesser Glyphs are special enchantments you can place into armor upgrade 

slots in order to receive passive bonuses to Sign abilities. They may be found in 
Containers, nests and the corpses of monsters. Additionally, these enchantments 
can be found in shops in later stages of the game. The most economical option 
1$ to learn the basic techniques and materials needed to craft your own glyphs 
as needed. 


‘Students of advanced crafting techniques may learn greater enchantments that 
can be used to combine multiple lesser Glyphs into a single Greater Glyph. This 
is an excellent way to augment your equipment while keeping additional upgrade 
slots open for other enchantments. Be warned! Once an enchantment is in place, 
itis impossible to remove without destroying the item. 


RUNESTONES 


Runestones can be used to enhance a socketed steel or silver sword with 

а permanent enchantment that increases weapon damage, adds persistent 
conditions to enemies, and augments spell power. Once a runestone has been 
embedded, it cannot be removed without destroying the weapon, and without 
the help of a smith, Runestones can be crafted from diagrams, or purchased 
from merchants. Crafting lesser and greater Runestones helps reduce the cost of 
upgrading, but requires the assistance of higher-level smiths that may be difficult 
to find early in your adventure. 


For a complete list of Runestones and their effects, consult A Witcher's Tools in 
your free eGuide. 
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to obtain all the Grandmaster-level Feline Armor diagrams during a Blood 
and Wine Scavenger Hunt, bring them to Lazare Lafargue in Beauclair, and have him 
build you an ultimate set of Feline Armor. But is it? 


No! Don't forget that the Feline Armor has three sockets, and the Boots, Trousers, 
and Gauntlets each have two sockets: That's a total of nine sockets! Remember that 
lower quality Feline armor doesn't have as many total sockets: 

Feline Armor Number of Sockets 
,Feline Armor | 1 

Feline Boots | 

| [Feline Trousers 
Feline Gauntlets 


[Enhanced Feline Armor 

| Enhanced Feline Boots 
(Enhanced Feline Trousers 
Enhanced Feline Gauntlets 


Enhanced Feline Armor Total 3 


[Superior Feline Armor 3 
Superior Feline Boots 1 
| Superior Feline Trousers [ 2 
1 
7 
3 
1 
2 
1 
7 
‘Grandmaster Feline Armor PO ЖЕРАР Ж 
| Grandmaster Feline Boots < EF: I 2 
[Grandmaster Fene Trousers TT? 
‘Grandmaster Feline Gauntlets 2 


Grandmaster Feline Armor Total 9 


Returning to Lazare, you get him to craft nine Greater Quen Glyphs. Now, you 
could have chosen other Signs, but you're focusing on making your Quen sign as 
formidable as possible. After some considerable crafting, you are left with nine. 
Greater Quen Glyphs, each giving you +10% Sign Intensity. Once imbued into the 

{our wearable sections of your armor, the Feline suit grants you an insane +90% — 
Quen Sign Intensity! And that's not including any bonuses from Abilities! Of course, | 
you have to be Level 40 to wear such an impressive outfit. 


Remember that the Ofieri Runewright, once you complete his 
series of quests (see page 402), offers you the opportunity to add 
Sockets to equipment that normally has fewer or no sockets. Usually, this would be 
to insert Runes into them, but newly-created sockets can take Glyphs too, Now you 
сал create up to seven sockets, and up to +70% Sign Intensity to your regular or | 
Enhanced Feline armor too. Or many other armor types for that matter! 


After some considerable adventuring, and a visit to Lazare Lafargue after 

the conclusion of a long Scavenger Hunt, you finally possess a Grandmaster 

Feline Steel Sword. Impressive! Furthermore, it has a +15% chance to cause 
bleeding after each strike. The only way to make this even more potent, is to add 
three Greater Devana Runestones, each giving you an additional +5% chance to 
cause bleeding, After visiting Eibhear Hattori, Trentin, the Ofieri Runewright, or 
Lazare Lafargue again (the only Blacksmiths who can craft Greater Runestones), 
you have any of them craft three Devana Runestones. This raises your Feline Steel 
Swords chance to cause bleeding to +30%! Amazing! 


U d 


Remember that the Olen Runewright, once you complete his series of quests (see page 
402), offers you the opportunity to add Sockets to equipment that normally has fewer or 
по sockets, Usually, this would be to insert Runes into them, but newly-created sockets 
can take Runestones too, Now you can create up to three sockets for any of your Feline 
Steel Swords (or any other sword for that matter), enabling you to add up to three 
Runestones to a weapon that normally only has one or two available slots! 


/ Need to find Greater Glyphs and Runestones in a hurry? Then visit the Master 
‘Armorers and the Master Blacksmiths and purchase from them, after you complete 
their associated quests (if necessary). 


I you wish to know which Merchants have Glyphs and Runestones for sale, consult 
the “Upgrades” column in the Merchants Appendix, on page 816, 


@ CRAFTING: THE OFIERI RUNEWRIGHT 


A most accomplished. 
crafter, the Ofieri 
Runewright, has graced 
the Northern Realms 
(and in particular the 
Upper Mill signpost area 
of northeast Gustfields. 
territory in Novigrad). 
Unfortunately, the 
Runewright has lost his 
tools, and it is up to you 
to provide him with new 
ones. This is quite an expensive endeavor, but well worth the effort. 


THE WORLD'S NEVER-ENDING CREATION BE PRAISED! 


Runewords and Glyphwords are divided in three tiers. Higher tier Runewords 
аге more potent than ones from lower tier, but to gain access to these tiers, you 
have to fund better tools by providing gold to the Runewright, as part of Hearts 
of Stone: Secondary Quest: Enchanting (see page 402). The total outlay to your 
funds is as follows 


Once you've financed this Otieri's operations Іп the Northern 
Realms. he becomes the ultimate Armorer, Blacksmith, 
and crafter! 


5,000 crowns for Tier 1 (Amateur) Runewords and Glyphwords. 
10,000 crowns for Tier 2 (Journeyman) Runewords and Glyphwords. 
15,000 crowns for Tier 3 (Master) Runewords and Glyphwords. 


Enchanting: When unlocked, Runewords can be placed only on swords with 
three available sockets for Runestones. Glyphwords can be placed only on Armor 
(torso, boots, trousers, and gloves) with three available sockets for Glyphs: Each 
Glyphword or Runeword takes up three entire sockets. 


Add Sockets: However, the Runewright can (for a fee) add new sockets on 
items. The fee depends on the item quality. This allows any piece of armor or 
weapon to have Runewords or Glyphwords added. However, this has another 
effect; it allows lower-quality or lower-level equipment to be imbued with up to 
three Glyphs or Runestones, allowing you to augment your gear much earlier. 
Don't forget to do this! 


ADDING RUNEWORDS AND GLYPHWORDS 


To add a Glyphword or Runeword, you must have collected the requisite 

Glyphs or Runestones and have them in your Inventory. If an item already has 
enchantments, adding a Glyphword or Runeword removes all of the Runestones 
ог Glyphs in an item; they are lost. 


Just like Glyphs and Runestones, Glyphwords and Runewords can be removed 
from an item, but only by the Runewright. When removed, it leaves three empty 
sockets in the item. 


The Runewright also sells a large number of Glyphs and Runestones, so it 
not necessary to scour the Northern Realms looking for them. Of course, 
they cost quite a number of crowns. The Runewright also sells schematics 
for these runes so you can craft them by yourself. The offer increases and 
upgrades the merchant. 


This Runewright is also an accomplished Armorer and Blacksmith. Providing you 
fund his operations, he can craft everything either smith can, but the level of his 
proficiency depends on the upgrade level (during the quest): 


Tier 1 – Amateur Runewright 
Tier 2 — Journeyman Runewright 


Tier 3 - Master Runewright 


After befriending the Ofieri Runewright, you agree to fund his 

cause. After spending some considerable crowns (5,000), he 
сап craft Amateur level Armor and Weapons, as well as Tier 1 Glyphwords and 
Runewords. He can also drill sockets into any weapon or armor, so utilize that 
skill аз early as possible. 


With another infusion of 10,000 crowns (15,000 total), Journeyman Armor and 
Weapons, as well as Tier 2 Glyphwords and Runewords, can be crafted. 


With a final emptying of your coffers, you drop another 15,000 crowns (30,000 
total!), and the Ofieri Runewright essentially becomes your go-to Armorer, 
Blacksmith, and crafting professional! Master level Armor and Weapons, as well 
as Tier 3 Glyphwords and Runewards, are all yours! 


Having a set of Feline Armor (Light), but choosing the Character 
Ability “Bear School Techniques” (each piece of heavy armor 
increases maximum Vitality by 5% and strong attack damage 
by 5%), enchanting Feline Armor with Heft enables you to take 

б advantage of both the Bear School Techniques Ability, and a 
character archetype that usually favors strong attacks. | 


After learning about the Whirl and Rend combat Abilities, this 
Runeword was embedded into your favorite sword. Now your 
range for both these attacks is increased by 1.1 and 1.9 yards 
respectively! Geralt is now a whirling dervish of death! 


SHOPS, MERCHANTS, AND THE ECONOMY OF THE WORLD 


Merchants can be found in the various major settlements throughout White Orchard, Velen, Novigrad, Skellige, and Toussaint. They provide a number of different, and 
most necessary services. While Armorers and Blacksmiths sell you equipment, mend and craft your gear; and Herbalists and Alchemists sell crafting supplies (as 
discussed earlier in this chapter), there are other merchant types to talk to and barter with, as well. 


Ө VENDORS OF THE NORTHERN REALMS 


‘Some merchants provide general goods and food, others deal in alchemic 
formulae and ingredients, while still others may be simple booksellers or 
innkeeps. As described earlier, vendors are marked on your map with specialized 
icons as you discover them. Some wandering merchants are constantly traveling 
the roads between towns, which places them in danger from the local wildlife 

If they come under attack, you must rescue them or risk losing their services. 
Other merchants can be found as prisoners, known as “Persons in Distress,” 
inside or close to Bandit Camps. 


PROSTITUTES AND CARNAL KNOWLEDGE 


A Witcher has certain 
needs, like any non- 
mutant, and these can 
be sated by ladies of 
the night or day, willing 
to spend time with the 
likes of him. If you're 
flush with coin and 
want to spend it on 
someone not named 
Triss or Yennefer, there. 
are opportunities in the. 
city of Novigrad. 


‘Simply visit a Madame at a knocking shop in Novigrad, choose 
your lady, and engage in decidedly risqué form of unarmed 
wrestling 


Some Secondary Quests end with opportunities for Geralt to gain or pass on 
some сата! knowledge without needing to pay crowns in advance, We have also 
highlighted these opportunities when they present themselves throughout the 
quest walkthroughs, as well as in the Carnal Knowledge Appendix, on page 780. 


CL) BARBERS 


Geralt’s beard grows over time, and time marches ever onward, Go unshaven 
long enough and Geralt starts to resemble a dangerous and murderous hobo, You 
can visit barbers in certain villages and cities for a shave and a new hair-style, if 
you choose. 


THE LIVING ECONOMY: GERALT SELLS, 
BUT WHO'S BUYING? 


Like Geralt, every shopkeeper has a finite amount of money and Inventory items 
available for trade. The amount of funds is indicated in the Merchants Appendix 
(on page 816), while the items for sale is listed in the eGuide Inventory, A 
Witcher's Tools. If a Merchant's funds are depleted, they are temporarily unable 
to purchase additional items from you. While their funds and inventory replenish 
over time, this limitation may prevent you from selling everything in a single visit. 
If you cannot wait, consider purchasing goods to help quickly generate income. 
A better plan is to purchase and sell goods at more favorable prices, due to the 
many emergent properties the world's economy has. 
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1ТЕМ ТҮРЕ 


Not all items are created equally. Some are made of weaker components; some carry rare enchantments. Some are for dealing damage, others protect you from it. 
‘Some are consumable while others are used to craft and modify other items. Whatever it's use, each item is valued differently based on the type of merchant you are 
dealing with, the region you are in, and a variety of other price modifications and quest-based bonuses. 


The following Economy sub-sections explain the various factors that affect the purchase and sale of items around the world. 


TYPE OF MERCHANT 


Every merchant has 

‘a specific type that 
determines their level of 
interest in a particular 
set of items, For 
instance, Innkeepers 
are only interested in 
acquiring foods and 
gear they to need to 
service their patrons 
while crafters like the 
Blacksmith and Armorer 
are focused on buying 
and selling weapons, armor and the materials used to craft them. Herbalists 
are focused on their connection to the land offering a variety of herbs, healing 
foods, and drink. The more scientific Alchemists are a fantastic source for books 
and upgrades you can use to enchant your equipment, learn new skills, and gain 
а deeper understanding of the living world. Both are a source of many natural 
herbs and alcohols you might need, Specialty merchants like the Barber and 
Book Dealer offer rare items you cannot find anywhere else. 


MERCHANT REGION 


The world has been separated into distinct areas, each having a unique economy 
with ts own rates and bonuses. Velen has been ravaged by war, meaning 
weapons and armor are common while food is a rare and expensive commodity. 
While travelling through Novigrad and Nilfgaard make sure to check out the 
many goods for sale. While more expensive, they offer a great selection of 

the items you'll need to heal, prepare, and maintain your gear. Skellige, while 
remote, has the best assortment of weapons and armor, crafting items and 
upgrades. Scattered across a series of islands, their resources are plentiful and 
offer many opportunities for entrepreneurs that would purchase goods for trade, 


Example: This Blacksmith is a merchant who purchases 
"Horse"-related items from you at 20% more than their base 
value. So sell any saddles to him rather than to an [nnkeep, 
who only gives you a 6% bonus. 


ITEM ORIGIN 


Some items can be identified by the region in which they were designed and 
created. While merchants may be interested in trading for local goods, the 
exchange of rare items from distant lands can result їп large profits based on 
your investment 


REGION BONUS 


Each Region, i.e. White Orchard, No Man's Land, Novigrad, and Skellige, offers 
а quest that rewards you with а 10% discount toward all future purchases in 
that region. These are the Main Quests of your original adventure; finish these to 
secure this discount. 


MERCHANT BONUS 


Some of the merchants you will meet are in distress and have need of a hero, While 
their services and goods may be available immediately, successfully resolving 

their plight may result in a 10% discount for all future purchases. Additionally, this 
discount will stack with other bonuses. For example, if the Region Bonus has already 
been acquired, successfully completing this objective will result in a 20% discount 
оп ай purchases from this shop. 


For Rarity, any items with a particular value are flagged in your Inventory, as well as 
| the online eGuide charts of this guide. 


Of all the Merchant Regions (over the page), these are self-explanatory, with the 
exception of "Nilfgaard", which indicate any merchant's origin who isn't in one Li 
the other specified Regions of this table. 


MERCHANT BONUS BY TYPE 


CATEGORIES WANDERING | ARMORER TALOR | BUACKSMITH BOOK DEALER HERBALIST INNKEEPER. 
Akhemy Th 5% % 6% 15% 4% 
cohol 3% * 2% » ^ 12% 
Armor 11% 20% 1% 10% 5% 10% 
Book 05 5% эъ 20% 2% 6% 
Crafting 10% 5 10% 8% 5% 7% 
Food * 3% s% 1 7% 
Horse 15% 18% 7% 6% 
Upgrade 10% 20% es 10% 
‘Weapon 12% * 15% 2% 12% 
Secondary 7 5% 20% въ їх 


Junk 


тоу Em BY c 


Valuable 10% 

Precious C3 20% 5% С 10% 1% * 20% 

Collectible [7] 100% [3 o% 3 O% 100% 0% 

Legendary 100% 100% 100% 100% 100% 100% 100% 100% 

PRICE MODIFICATION BY REGION 

CATEGORIES. BEAUCLAR NO MANS LAND NON-HUMAN NOVIGRAD NILFGAARD. 
Achemy. 15% 15% O% 15% 0% 
Alcohol. 10% “10% 5 15% 20% 
Amor 10% 5% 10% 1% 
Book 15% 30% 10% 15% 
Crafting 5% 10% 5% 10% 
Food 100% 50% 10% E] 
Horse 15% 20% 20% 2% 
Upgrade 15% 25% 15% 30% 
Weapon 20% 10% 5% 15% 
Secondary 20% 10% 1% 5% 
Junk 15% 15% 15% 15% 


BEAUCLAR 100% 


[Womans wo] 105% 100% | 
NONHUMAN 130% пок 
ЖЕШСЕ 108% 105% 
NOVIGRAD no% EA 
NILFGAARD 105% эм 
OFER 11% 36 


115% 115% 110% 


| [y | a% 
120% 11% 
120% 105% 
100% S 
35% 100% 
1% то 


GET RICH QUICK: COLLECTING CROWNS 


The previous information on the economy of the Northern Realms has all the. 
statistical advantages you need for making the most of every trade you try. But 
what about other ways to gain crowns? Try some or all of the following: 


KNOWING A MERCHANT'S WORTH 


The Merchants Appendix (page 816) lists a description of what to expect 

when you check the coffers of each merchant. This varies constantly, so only 
approximate values are stated. This is helpful so you can find merchants with 
more crowns and sell off more unwanted items at one time. The merchants with 
the deepest pockets are: 


Master Armorer Yoana (Crow's Perch), the Journeyman Blacksmith (Fish Market, 
Novigrad City), Madame Serenity (Passiflora, Novigrad City), Master Blacksmith 
Eibhear Hattori (Novigrad City), Olivier the Innkeep (Kingfisher Tavern, Novigrad 
City), and the Kaer Trolde Blacksmith (Ard Skellig). 


WAITING A WEEK 


Make a note of a merchant you've sold items to, and avoid revisiting them for 
опе entire week (seven 24-hour periods). As there's a wealth of areas (and other 
merchants) to investigate, this shouldn't be a difficult proposition. If you wish to 

wile away a bit of time, you can always Meditate and then return to a merchant 

as they start to replenish their coinage. This may not be the coin they had when 

you first sold to them, but it's a start. 


THE BOVINE OFFENSE FORCE 


Time was, if you were west of Woesong Bridge at the entrance to White Orchard, 
you could butcher the two cows grazing there, strip their bones for hide, 
Meditate a spell until two more cows appeared, and continue amassing hide to 
sell for good profit. That was, till the terrible “Bovine Defense Force” came—a 
fearsome level 27 Chort that could tear a man's gizzards from his goolies in the 
time it takes to sneeze! Now this is still a possible plan, but results in far less 
bounty, as well as a visit from the tax man (see page 405). 


Another option is to make a meager wage as a hunter, using your crossbow to 
drop deer or hares in the woods, and cut them open for meat or hides. You can 
also hit beehives with a shot of Igni to clear out the pesky bees, netting you а 
decent profit. Velen merchants pay good money for raw meat, but there are far 
better methods of gathering crowns. 


COMPLETING YOUR CONTRACTS AND TROPHIES 


The variety of Contracts you can undertake (starting on page 504) are purely 
optional, but always end with а reasonable sum of coins if you're successful, as 
well as a trophy you can sell. The first few contracts may not seem worth the 
trouble for the low payout, but as you continue into Velen, you start to see some 
that offer about 250 Crowns each. Most of these are in the level 10 range, so 
ensure that Geralt's level is equal or better. Such Contracts include Jenny o The 
Woods, Shrieker, Woodland Beast, The Merry Widow, and Swamp Thing. All of 
these should pay you a decent amount of Crowns, and each can be completed 
relatively quickly. 


‘As well as selling the trophy, remember to affix the head of a vanquished 
Contract monster to Roach's saddle, as four of them grant you extra funds: The 
Doppler (Contract: An Elusive Thief, page 523), Ekhidna (Contract: Here Comes 
the Groom, page 528), Foglet (Contract: Swamp Thing, page 516), and Succubus 
(Contract: Deadly Delights, page 520) Trophies all grant you 5% bonus gold. The 
recommended trophy to find first is the Foglet Trophy. 


EXPLORING THE NORTHERN REALMS 


As legitimate as completing Contracts is, there is something natural about simply 
exploring the land and spending some time with the random events that pop up 
along the way. This is where the question marks on your map come into play, 

as they always indicate an item of interest, and in one way or another you will 
always find a way to put some Crowns in your pocket. Be careful of Points of 
Interest that are higher level than you are currently. If they are too dangerous, 
соте back once you've gained more experience. Careful looting and ingredient- 
gathering is also a method of harvesting a great number of items, and with stops 
at your Stash to store materials for sale, before visiting a merchant you know will 
give you the best prices, is a good way to steadily accrue funds. 


GWENT 


The Gwent chapter 

of this guide (starting 
оп page 92) details 
some truly exceptional 
methods of ensuring 
you win almost every 
game of Gwent 

you attempt. With a 
moderately powerful 
Northern Realms 


With a maximum of 20 crowns a match, а game of Gwent is not 
only a great way lo pass the time, but i readies you for Gwen! deck, start playing 
brs the Gwent Players of 
White Orchard, before challenging no-name players (almost always vendors) 
throughout Velen. Every time you play against an opponent, bet the full 10 
Crowns, When you win you'll double that to 20 Crowns. While it may not seem 
like much, it adds up after awhile. It also helps you acquire better cards, too. 


FISTS OF FURY: VELEN 


This secondary 

quest (see page 496) 
pits Geralt against 

four opponents in a 
fistfight. Save your 
progress before each 
match, then wager the 
maximum amount. If 
you win, you'll double 
that, which equates to 
several hundred Crowns 
once the quest is over. If you lose, reload and try again. You can bet up to 50 
Crowns on the first fight, 70 on the second and third and 80 on the fourth. With a 
maximum bet you can earn 540 Crowns from this quest. 


Knock folk about a bit tor fun and profit! 


Ай you have to do to make sure you win every fight is back away from your 
opponent and let him attempt the first swing. As soon as he does, counter with a 
strong attack and then a flurry of quick attacks until the opponent starts to block 
again. Once this happens, back away and repeat the process. If your timing is 
good you shouldn't take a single hit during these matches, giving you quick and 
easy cash. 


RACE! 


CROW'S PERCH 


SURVIVING 


This Secondary quest 
(page 500) works in 

a similar manner to 
the Fists of Fury; Velen 
secondary quest. You 
race against three 
competitors, placing 

a bet on each race, If 
you win you double 
your wager, and when 
the quest is complete 
you'll get an additional 70 Crowns on top of whatever you won through wagers, 
You can wager 50 Crowns on each of the three races, which doubles if you 
win, giving you 370 Crowns for the entire quest. It's worth investing in a Racing 
Saddle so Roach doesn't tire as quickly. 


Example: Gallop toward a tidy sum of winnings over at the 
Baron's fortress. 


Once the race begins, follow the black line on your mini-map as it loops around 
in a circular pattern. Watch for explosive barrels, dips in the road that stop your 
horse from galloping, and even logs that may block your path. If one of these 
obstacles trips you up and your opponent takes the lead, don't remain directly 
behind him when you try to pass. 


Your horse will slow if you get too close while you're directly behind an opponent. 
You need to move to the right or left to create plenty of space when you pass. 
Depending on the stamina level of your horse you can canter the entire race for 
an easy win. 


Remember these bouts of fisticuffs and racing opportunities in Velen aren't the only 
times you're able to acquire cash with your fists or equine competence. Consult The 
Heroes’ Pursuits quests (beginning on page 496) to find many more Fists of Fury and 
Race-related quests to undertake. 

— - rà 
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THE FINPARISOPBUTCHERY COMBAT ASA WITCHER | 


Fights can start almost anywhere; some you can prepare for, while others are chaotic 
and unplanned. 


and decoctions. With alchemy, he can craft devastating bombs that can cripple man and monster with a variety of effects, or create sword oils that can help his blades 
inflict maximum harm on specific enemies. The trick is combining all of these tools effectively. 


LOOKING AROUND AND LOOKING OUT 
CONTROLLING YOUR VIEW 


The first rule of combat 
is to know where 

your enemies are at 

all times. You can try 
relying on the mini-map 
to reveal the location of 
your foes during a fight 
but it's best to have the 
camera facing them. 
That way, you can see 
what they're doing and 
react accordingly. Of 
course, if you're surrounded, this can be difficult. In those cases, try to keep the 
camera aimed at the most prominent threats. 


А combination of good camera maneuvering, and tactical 
backstepping usually reduces Папі or rear attacks when facing 
multiple threats. 


LOCKING ON 


While attacking with his 
swords or fists, Geralt 
automatically homes in 
оп opponents within a 
certain range. You can 
also move him in the 
direction of an enemy 
while attacking in order 
to get him to change his 
facing. This leaves the 
camera free to move 
around as you see fit 


Lock your locus on a single loe when fighting airborne. 
enemies, single threats, foes that move quickly (and are thes 
difficult to manually track), or leaders of a group you wish to 
slay before turning to stay their minions. 

However, when fighting some opponents, it may be wise to lock the camera on 
to them, This changes Geralt's movement so that he is stil always facing them 
if they're a good distance away—even while attacking, dodging, or running. A 
gold-colored diamond appears over a targeted enemy, so you can instantly tell 
whether you're locked onto them or not. 


Pay special attention to the Vitality bar over the head of your targeted enemy. If you 
see the area around it flash red, that's your cue to parry or dodge the enemy's attack! 


SELECTING TARGETS 


In battles with multiple opponents, you must know how to select the correct 
target of focus. If you're getting punctured with arrows while fighting melee- 
based foes, spot the position of the archer with your camera, then try to cut them 
down. Some fights in large groups are best handled by picking off the weaker 
‘opponents first. Lock the camera onto them in the middle of a melee. 


Witchers carry two swords with the knowledge that they will be used against 
man and beast. Words alone aren't always enough to dissuade everyone and 
everything from picking a fight with Geralt of Rivia, and so it becomes important 
to live up to his other name: the Butcher of Blaviken. 


Combat in Witcher 3: Wild Hunt can be challenging, even on the Story and 
Sword! difficulty setting. Geralt has a vast array of options at his disposal, which 
сап be daunting at first, especially during battles where the Witcher is greatly 
outnumbered. A fight can break out spontaneously; bandits stalking a frequented 
road could run you down on horseback, a pack of wolves or nekkers can 
suddenly charge from the underbrush, or you may be caught in an ambush in a 
forgotten alley somewhere in Novigrad. Part of winning combat is being prepared 
to fight at any time, against a wide variety of opponents. 


You must also make good use of the tools available, hurting the enemy as much 
as possible while avoiding harm yourself. Geralt can fight with his swords, magic 
Signs, crossbow, or fists. He can augment his abilities with potions, mutagens, 


MELEE COMBAT (SWORDPLAY AND FISTS) 


This section introduces you to the main combat techniques you need to master so 
that your adventures across the Northern Realms are both bloody and satisfying, 
rather than a series of panicked sprints away from overwhelming enemies, 


FAST ATTACKS 


The basic offensive technique at Geralf's disposal, fast attacks are light, rapid blows 
that can be chained together quickly. Against opponents whose guard has been 
lowered, you can string together three quick strikes before they even have chance to 
block. Against average humans, a шту of fast attacks can keep them firmly on the 
defensive, while more trained opponents can parry or even count a fast attack. 


Fast attacks can be alternated with strong attacks, and vice versa. This allows 
you to string together a series of strikes that not only Keeps the enemy on 

the defensive, but will also be a costly Stamina drain (to them) as they try to 
block and parry. Watch the small yellow bar beneath enemy Vitality gauges to 
determine how much Stamina they have. 


Fast attacks are easily chained together into a three-hit combination that offers quick, light 
strikes betore a regular foe can delend. 


STRONG ATTACKS 


Strong attacks ignore the enemy's armor and, even if they manage to block the 
attack, the drain on their Stamina may be more than they can handle. However, 
as each strike has a wind-up time (a short delay) before Geralt's sword or fists 
finally lash out, swift enemies can actually interrupt a strong attack with a fast 
attack of their own. 


All sword or hand-to-hand attacks can be chained into lengthy combination 

of both fast and strong strikes. Practice in the grounds of Kaer Morhen until 

you perfect your striking. You can even suddenly switch the direction Geralt 

is attacking in in mid-combo. This is especially useful when surrounded by 
enemies. Either quickly shift focus with fast attacks to interrupt enemies striking 
at your flanks, or surprise them by whirling on them with a heavy attack to knock 
their defenses aside. 


‘Strong attacks can really hammer the point home, though you need to time the slight delay before 
the attack strikes, so you aren't interrupted. 


ADRENALINE 


Every attack you land builds Adrenaline Points. You can have a maximum of three 
Adrenaline Points. Each point counts as a 10% attack power increase, which 
makes it exceedingly valuable to Geralt in combat. However, taking damage can 
cause you to lose Adrenaline, and some Abilities require the use of Adrenaline. 


There are Character Abilities that can prevent this, and there are other abilities. 
that increase how much Adrenaline you generate! See the various character 
abilities later in this chapter (see page 60) to see how you can improve your 
Adrenaline generation, or even use it to power your Stamina! 


SPECIAL ATTACKS 


Activating certain abilities in the Character Ability branches unlocks special 
attacks that use Stamina and Adrenaline Points, which are earned by landing 
successful attacks on enemies. Adrenaline is lost by sustaining damage, but 
certain Character Abilities can limit this loss. 


There are two special attacks for swords: Whirl and Rend. Whirl is earned by 
purchasing the ability in the Fast Attack section of the Combat Ability Branch 
(remember you need to place it in an empty slot in your Character menu). Rend 
is found in the Strong Attack section. See the information on the Combat Ability 
Tree later in this chapter (see page 62) for more details on these abilities. To use 
them, you must invest Ability Points and then activate either by setting it in an 
Ability Slot. 


SPECIAL ATTACK: WHIRL 


After ensuring that Whirl 
is set up as an active 
Character Ability, you 
can use it in combat. 
As long as you have 
Stamina to spare, hold 
down your fast attack 
button to become a 
dervish of death! This 
attack cuts anyone that 
gets close to Geralt as 
he spins and pirouettes forward, sword lashing out in all directions. The attack 
drains Stamina and then Adrenaline, so you do not need Adrenaline to start the 
attack. You only need Stamina to start 


Are you fighting multiple foes or want to push foes back? Whirt 
into them like a harvesting blade and watch the blood Пу! 


Note that Geralt is still vulnerable to attacks while using Whirl. So be wary of 
ranged attackers and enemies trying to flank you. Large enemies can also fight 
through the barrage of attacks to still score an interrupting strike! 


SPECIAL ATTACK: REND. 


You can use Rend in combat once it's set up as an active Character Ability. Hold 
down the strong attack button to begin storing Stamina and Adrenaline for a 
single, powerful strike. This attack can be upgraded to increase your chances of 
scoring a critical hit. The more Adrenaline you have while charging the strike, the 
greater the damage you cause. 


To get maximum effect 
out of Rend, you must 
spend significant time 
charging up the strike. 
This process can be 
interrupted out of the 
attack by damage you 
sustain, so be mindful 
of the situation and use 


the attack wisely. ‘Are you fighting a slow, lumbering behemoth? Rend it into more 


sizable chunks with this special attack: Ensure you've targeted 
your vietim to make certain this vertical chop hits home! 


Try to hold the Strong Attack button just long enough for you to attack with Rend, | 
then let go. The shorter the time you hold before the attack, the less Stamina you | 
use; this allows you to try multiple Rend strikes while keeping your Stamina up. 


FINISHERS (EXECUTIONS) 


Mortally wounded human-sized enemies may fall to the ground slowly, gasping 
out their final breaths. If an indicator appears next to them, prompting you to 
press your fast attack button to finish them off, Geralt performs a brutal finishing 
strike to foes still on their feet. For those lying on the ground thanks to a bomb or 
a blast of Aard, he simply runs them through with his blade. You can also enable 
or disable Geralt automatically using executions on dying foes in the Gameplay 

> Options menu. 


FIGHTING ON HORSEBACK 


Gerat can use his swords (and crossbow) while on horseback to a limited degree. 
Its generally not the best option to fight on horseback unless you absolutely must. 
Your mount can throw you off the saddle if it gets too frightened, Watch the Horse 
Fear meter to avoid this, which stuns Geralt for quite some time and leaves him 
vulnerable to the enemy. You can calm your mount by using Axil, Certain upgrades 
for Roach (Horse Blinders) can also assuage the horse during combat 


PARRYING 


Geralt can stop fists with his hands, or deflect weapon strikes (and the claws— 
and even the tongues—of some beasts) with his swords. By holding down the 
Parry button, Geralt prepares to guard against any strike coming at him. Geralt 
сап рату anything from any direction, but repeated blows can break through his 
defenses, and some blows cannot be parried at all. Arrows can be parried if you 
spend points on the Arrow Deflection Character Ability, and you can eventually 
reflect them back at the shooter! 


You cannot parry every physical attack. Humans with massive two-handed 
weapons easily overwhelm your parry attempts, and some beasts strike with 
such power and ferocity that they break your guard and land punishing blows 
regardless of your Stamina level. Damage is reduced trying to parry some of 
these attacks, but Geralt staggers from the force of the attack. In these cases, 
it's best to either evade or dodge roll the attack, or attempt a counter-attack. 


An attack by a foe who is easily parried allows you to guard against his strike, nullilying damage. 


COUNTERATTACKS 


Mastering this skill can be a great help for many of the battles that Geralt faces, 
If you press the Parry button just before an attack hits Geralt, he blocks the 
attack, then performs a special counterattack that can either cause damage to 
foes or knock them off balance, allowing you to unleash your full fury upon them. 
You cannot counterattack any foe wielding a two-handed weapon, or attacks 
from larger foes such as giants. 
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SPECIAL ATTACK: REND 


You can use Rend in 
combat once it's set up 
as an active Character 
Ability. Hold down the 
strong attack button to 
begin storing Stamina. 
and Adrenaline for a 
single, powerful strike. 


This attack can be 
upgraded to increase Are you fighting а slow, lumbering behemoth? Rend it into more 
your chances of scoring =220 chunks with this special attack: Ensure you ve targeted 


JI chop hits home! 
a critical hit The more 7 eum lo make certain this vertica! chop his 


Adrenaline you have while charging the strike, the greater the damage you cause 


To get maximum effect out of Rend, you must spend significant time charging 
up the strike. This process can be interrupted out of the attack by damage you 
sustain, so be mindful ofthe situation and use the attack wisely. 


Try to hold the Strong Attack button just long enough for you to attack with Rend, 
then let go. The shorter the time you hold before the attack, the less Stamina you 
use; this allows you to try multiple Rend strikes while keeping your Stamina up. 


FINISHERS (EXECUTIONS) 


Mortally wounded human-sized enemies may fall to the ground slowly, gasping 
ut their final breaths, If an indicator appears next to them, prompting you to 
press your fast attack button to finish them off, Geralt performs a brutal finishing 
strike to foes still оп their feet. For those lying on the ground thanks to a bomb or 
a blast of Aard, he simply runs them through with his blade. You can also enable 
or disable Geralt automatically using executions on dying foes in the Gameplay 

» Options menu. 


FIGHTING ON HORSEBACK 


Geralt can use his swords (and crossbow) while on horseback to a limited 
degree. It's generally not the best option to fight on horseback unless you 
absolutely must. Your mount can throw you off the saddle if it gets too frightened. 
Watch the Horse Fear meter to avoid this, which stuns Geralt for quite some 
time and leaves him vulnerable to the enemy. You can calm your mount by using 
Axil. Certain upgrades for Roach (Horse Blinders) can also assuage the horse 
during combat. 


PARRYING 


Geralt can stop fists with his hands, or deflect weapon strikes (and the claws— 
and even the tongues—of some beasts) with his swords. By holding down the 
Parry button, Geralt prepares to guard against any strike coming at him. Geralt 
can parry anything from any direction, but repeated blows can break through his. 
defenses, and some blows cannot be parried at all. Arrows can be parried if you 
spend points on the Arrow Deflection Character Ability, and you can eventually 
reflect them back at the shooter! 


You cannot parry every physical attack. Humans with massive two-handed 
‘weapons easily overwhelm your parry attempts, and some beasts strike with 
such power and ferocity that they break your guard and land punishing blows 
regardless of your Stamina level. Damage is reduced trying to parry some of 
these attacks, but Geralt staggers from the force of the attack. In these cases, 
it's best to either evade or dodge roll the attack, or attempt a counter-attack. 


An attack by a toe who is easily parried allows you io guard against bis strike, aullilying damage. 


COUNTERATTACKS 


Mastering this skill can be a great help for many of the battles that Geralt faces 
If you press the Parry button just before an attack hits Geralt, he blocks the 
attack, then performs a special counterattack that can either cause damage to 
foes or knock them off balance, allowing you to unleash your full fury upon them. 
You cannot counterattack any foe wielding a two-handed weapon, or attacks 
from larger foes such as giants. 


You can either eyeball when to counterattack by watching the incoming attacks 
closely, or by paying attention to the health and Stamina bars floating over the 
heads of enemies fighting you. f you see the area around this target information 
flash red, that's your cue to parry and perform a counterattack! As with parrying, 
по! every attack can be countered, such as the melee strikes from powerful 
beasts or two-handed weapons from humans. 


А тоге expertly-timed block continues with a counterattack designed to knock your foe otl- 
balance, affer which you can launch an offensive flurry. 


DODGING AND ROLLING 


Geralt can dodge away from most melee and ranged attacks. This is ideal for 
avoiding attacks that Geralt cannot parry or counter, while still keeping him 
within light or strong attack range. 


Dodge: Use 2 dodge to avoid ranged or melee attacks, or to start the flanking of an enemy. 


Some attacks have so much reach that a simple hop backward Isn't enough to 
keep you safe. In these instances, tap the Roll button while moving him away 
from the attack to roll to safety. This costs Stamina, and places Geralt well out 
of range for an immediate counter strike, but it can help ‘reset’ the fight in a 
one-on-one situation, or get him safely away from opponents that have him 
surrounded. However, it does temporarily stop Stamina regeneration, so you 
can't roll constantly if you want to also make use of his Signs. 


Roll: With larger foes, or those that cover ground quickly or have a 
cover more distance with а defensive roll. 


MANAGING STAMINA 


Managing Stamina is one of the most important aspects of combat, For 
example, a full bar of Stamina is required to cast any Signs in battle, Stamina 
is needed for special melee attacks and Signs. Any time you use an ability that 
requires Stamina its regeneration is temporarily halted. You can boost Stamina 
regeneration with Potions, and there are Character Abilities that can improve 
your Stamina recovery. 


CROSSBOW ATTACKS 


The crossbow is a useful tool that can be used before combat begins, or in the 
middle of a melee. if you take the time to aim the crossbow manually before 
firing, time dilates, letting you aim with greater accuracy. This effect can be 
increased through Character Abilities such as Marksmanship. 


You can also quick-fire the crossbow. Tapping the Crossbow button once 
‘causes Geralt to draw and fire the weapon at the locked-on target. You can also 
influence where he fires by moving him in the direction of a potential target. This 
works well for interrupting flanking enemies; just avoid quick-firing explosive 
bolts at enemies right next to you! 


With special ammo loaded or with the standard bolts, the starting crossbow can 
be fired three times before Geralt must reload. 


Crossbows work as amplifiers to the damage ratings of the bolts loaded into 
them. Always keep an eye out for stronger crossbows to maximize the potential 
of your chosen bolts, and you absolutely should consider hunting down the 
recipes for the most powerful crossbows in the game. 


SPECIAL BOLTS 


Special bolts can be 
looted from caches in 
the field or crafted at a 
blacksmith. These bolts 
are what make even 
the starting crossbow a 
vicious weapon in 

any fight. 


Special bolts can have a 
variety of effects. Some 
cause bleeding damage, 
others split into multiple 
shots. One type of bolt can attract wild animals to the victim, another acts as a 
high-powered bomb! Unfortunately, special bolts are limited in number. Check 
your Quick Access menu to see which bolts you've loaded in the crossbow to 
avoid wasting good ammunition on petty targets. 


Though your normal crossbow ammunition is Infinite. 
‘special bolts are limited in number—but their effects can be 
explosively entertaining! 


It you run out of special bolts in the middle of a fight, you can select a different 
type directly from the radial menu during combat. A 


BOMBS 


Similar to the crossbow, 
you can quick-throw 

a prepared bomb by 
first selecting it in 

your Quick-access 
menu, then tapping the 
button to throw it. This 
quick lob is especially 
effective against single 
opponents. If you 

want to affect multiple 
targets more reliably, 
aim where you place your bombs by holding down the Throw button. When 
you're dealing with multiple foes that are affected by the same type of bomb, this 
is a great way to start to any encounter. 


Don't forget to soften up your enemy by lobbing some well 
aimed projectiles into them first! 


Bombs have a wide variety of effects that can be useful for specific foes. 
Dimeritium Bombs can weaken magic users, Moon Dust bombs can prevent 
transformations, and the powerful Northern Wind bombs can freeze huge swaths 
of a battlefield, allowing a Witcher to quickly flank foes, 


Өөдө O sıcns 


Geralt can cast five 
different magic signs: 
Yrden, Quen, Igni, Axi, 
and Aard (as listed from 


left to right on your 

quick access menu). 

Each has specific uses 

before and during 

combat. Casting a 

Sign requires a full Learn to swiftly access the Quick Access menu to quickly switch 
bar of Stamina, so it's beten Selected Signs and Items, sa combat is more fluid. Or 
important to know when hora ian an ve ite, such ois aero aac 
to cast a Sign and why. display ol Igni fre; the firestream. 


All Signs can be upgraded in the Character Ability trees. These not only provide 
enhanced effectiveness, but even offer alternate Sign modes that change how 
they work in battle. 


You don't have to access the Selected Signs and Items screen each time you wish to 
‘switch a Sign. Instead, during combat, hold the block button, and cycle through your 
Signs using left and right on the d-pad, if you're using a controller. 


Ө YRDEN: A MAGIC TRAP 


Cast this Sign and a circle of Yrden symbols appears around Geralt. Most foes 
that wander into that ring are significantly slowed, though some monsters are 
unaffected by it. This circle is one of the best tools at your disposal to control 
multiple enemies in melee range. Yrden is invaluable against noonwraiths and 
nightwraiths, who remain incorporeal most of the time unless caught within ап 
Yrden circle. Yrden's ability to slow opponents increases with Sign Intensity, 


© QUEN: PROTECTIVE SHIELD 


This Sign can be the difference between life and death. Quen's basic ability is 

to cover Geralt in a protective shield that absorbs a limited amount of damage. 
Usually, this means a single hit against most equal level foes, but that doesn't 
mean Quen isn't useful. If you're using Light Armor, your Stamina regeneration 
can be so swift that you can cast Quen multiple times in a fight, keeping you safe 
from damage. Investing in Quen can make it capable of sustaining several hits 
before breaking. This scales with Sign Intensity. 


o IGNI: DEALS FIRE DAMAGE 


The fiery Igni Sign allows Geralt to spread a wave of embers at his foes. It can 
also be used for something more subtle, such as lighting a torch or campfire. Igni 
is incredibly effective against foes that are weak to fire. It can light enemies on 
fire and do damage over time. In some cases, this effect causes the enemy to 
panic. Additionally, any flammable gasses in the air, or barrels on the ground, can 
be ignited to cause powerful explosions that can hurt and stun your enemies, 
Enemies with shields are also exposed when doused with Igni fire, and airborne 
foes swooping in to attack you can be damaged and dropped out of the air with a 
well-timed Igni blast. Damage for Igni scales with Sign Intensity. 
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If you use Igni to light torches ог braziers, nearby enemies will notice Geralt and 
begin to attack. You can approach torches, candles, and braziers to interact with 
them instead; in a less obvious manner, should you wish to illuminate the darkness. 


["] AXII: INFLUENCES OPPONENTS' MINDS 


This Sign muddles the mind of an opponent, making it possible to take them out 
of the fight temporarily. It's most effective against humans, but can also work on 
certain monsters. Target an enemy that looks to be especially troublesome, then 
cast Axii to keep them out of the fight until you're ready to deal with them. 


Axil can also be used in conversations with other characters in some cases, 
though some people are strong willed and can resist it. Avoid this by investing 
Ability Points in the Delusion ability. 


This opens new options and possibly resolves a matter more peacefully, if not 
just making the ensuing fight easier with one threat temporarily removed. 


Axii can even be used to calm Roach or tame wild horses for transportation. 
Axii’s ability to confuse enemies increases in power and duration with greater 
Sign Intensity, 


o AARD: TELEKINETIC BLAST 


This Sign casts a directed wave of telekinetic energy that can stagger or knock 
down opponents, leaving them open for attack. Aard can also blow out any 
existing fires, blast open poorly secured doors, or punch through cracked or 
damaged walls. 


Do not underestimate how useful this skill can be. Some enemies that аге 
knocked over can even be finished off with an immediate execution technique. 
Foes that are normally adept at blocking (such as those carrying shields or two- 
handed weapons) may be exposed as they are staggered. Flying enemies may 
also be blasted out of the sky and brought down within reach of your blades, 
Aard's chances to knock enemies down increases with higher Sign intensity. 
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During combat, Aard is belptul 


up sword stri 
naged by this for 


ALTERNATE SIGN MODES 


Invest in the Signs. 
Character Abilities tree 
to unlock alternate Sign 
modes that change how 
а Sign operates, To use 
these modes, you must 
first Activate the Ability 
by placing it in an 
Ability Slot (later in this 
chapter). Then, Instead 
of just a brief press of 
the Sign button, hold 

it down to unleash the 
Alternate Sign. You can read about these alternate signmodes in our Character 
Abilities section, 


an enemy wit 


an purchase 


EXAMPLESFIRESTREAM 


You're a big fan of Igni, and you wish to employ an alternate 
ey offensive attack using fire. You purchase and choose Firestream 
е! from the Igni Signs in your Character menu. Now, when you 
' hold down the Signs button, you cast a focused river of fire that 
burns with ferocity and focus! 


TEMPORARY EFFECTS (FROM YOU OR YOUR FOES) 


Combat may often cause. 
unpleasant temporary. 
берин on Geralt 

sword strikes and the 
claws of monsters can 
cause bleeding, or inject 
poisons. Fires in the 
environment or used 

by enemies can cause 
burning damage over 
time. Water Hags can 
throw projectiles that 
temporarily stun Geralt. Sometimes, the environment itself is filled with noxious 
or flammable gasses that choke Geralt, unless he bums them away with Igni or 
Clears the air with Aard. Extreme temperatures in the world can still hurt a Witcher. 


u're fighting something a gas a Hay, 
r attacks that can obscure your vision as т 
mage you physically 


Armor and armor enhancements can help mitigate some of those temporary 
effects. Every piece of armor has individual defense ratings for elemental damage, 
poisoning, bleeding, burning, and damage from monsters. Some armor might 
have special effects that can further enhance Geralt’s resistances to dwebuffs. For 
things that stun or knock Geralt to the ground, Quen is your chief defense. 


FISTFIGHTS (FOR FUN AND PROFIT) 


As you travel the land, there are numerous opportunities to challenge opponents 
to fistfights. Some of these brawls are actually sanctioned; bet upon by those 
with the coin to do so, and represent an opportunity to make a lot of coin 
yourself. But sometimes, the fistfights come to Geralt: belligerent or drunken 
thugs who are looking for a scrap. Geralt foregoes the use of his swords and 
Signs to pound some sense into them. Fistfighting plays out very similarly to 
standard armed combat: 


Combat with your fists 
involves the same 
timing and controls 

as you would have 
with a sword. If you're 
choosing to go bare- 
knuckle out in the field 
(outside a bout you're 
betting on), you can 
even use your Signs, 
bombs, crossbow, n 
potions, or anything else you need to win. 


The Fist 


of Fury quests reveal all the enemies you can win 
by displaying your pugilistic prowess! 


However, if it's an official fistfighting match as part of a regional tournament, 
Geralt cannot use any magic or weapons. In these brawls, he climbs into the ring 
shirtless, relying entirely on his strength and agility to pound his foes. Fistfighting 
tournaments and the opponents you face are covered in the Fists of Fury quests, 
starting on page 496. 


PLAYING AS CIRILLA FIONA ELEN RIANNON 


At select points in 
the Main Quest, the 
perspective switches 
from Geralt to Cirila. 
His adopted daughter 
is central to the plot, 
and Geralt's efforts to 
find and safeguard her 
are his ultimate goals. 
However, Cin is no mere The Lion Cub of Cintra, as Cra Is also known, ls a most 
damsel, She's a sword ormiéable fighter, with more magical prowess than even the 
fighter, trained by Geralt 4e of Blaviken! 

and his fellow Witchers 

at Kaer Morhen. She has seen more than her fair share of struggles in her 
lifetime and has fought through them all. You gain control of Ciri to experience 
certain events and battles from her perspective. 


Ciri is a different combatant from Geralt. She's lighter on her feet. Her aggressive 
(almost reckless) fighting style relies on a single sword as opposed to the 
Witcher's two. She cannot brew potions the way Geralt can, nor can she improve 
her stats by leveling or with mutagens and decoctions. Despite this, she's a 
capable Witcher in her own right, and possesses unique abilities that become 
more apparent during the course of the story. 


CIRIS SWORDFIGHTING AND COUNTERING 


Ciri is an accomplished 
swordswoman, despite 
her impetuousness. She 
can use Fast and Strong 
Attacks as Geralt would. 
Her combinations come 
out faster than Geralt's. 
However, unlike Geralt, 
she carries only one 
sword—but what a 
blade itis! 


Like Geralt, Ciri can parry, turning aside some blows with her sword, and even 
counterattack if she times her defense just right. 


CIRI'S TELEPORTATION AND MAGIC 


© CHARGE 

їп due time, Ciri gains 
immense power that 
she uses to enhance 
her combat ability. 

Once she gains those 
powers, you can 
execute a short range 
charged sword strike. 
on focuses power into 
her sword, then dashes 
at the closest target and 
delivers a devastating blow. 


A very strong and fast attack that can knock down 005. 


бїї' ability to teleport 
acts as her dodge 
technique, dashing 
forward in a blur of 
light. Later into the 
adventure, she can 
charge up her strong 
attacks, and then 
teleport straight at the. 
closest foe, cutting 
them down before they 
even have a chance to consider a defense! This attack has short range, but lile 
can stand up to it 


Teleport during combat to get behind your foes 


As her ability grows, she can create a magical field that expands over a vast 
swath of the battlefield. This allows Ciri to teleport to each enemy caught in 
the field to deliver brutal slashes from her sword. These immediately slay any 
standard opponent. 


О macic AMULET 


Should you wish to 
immolate a foe (or close 
group of enemies) with 
a column of fire from 
the heavens, utilize the 
Magic Amulet attack; 
ensuring you remove 
yourself from the area 
of effect after casting 
this powerful spell, 
which heavily damages 
foes. This is great for finishing foes you've staggered, or those just completing 
а sprint towards you, as there's about a second delay before the maelstrom of 
fire arrives. You receive this amulet later in the adventure. 


GENERAL ADVICE FOR COMBAT 


The following tactics 
are intended to remind 
you of some basic 
rules on preparing 

for and engaging the 
enemy under any 
circumstance. 


Calls down a 


Pay attention to your 
‘surroundings: The 
fights that go the worst 
are the ones that start 
when the enemy has surprised you. If you're on foot scouting for supplies, pay 
attention to your Witcher Senses, which indicate nearby sound or movement. 


Meditate before and after a battle, if possible: If you're lucky enough to see 
a battle coming, meditation is useful before it happens. On Story and Sword! or 
Just the Story! difficulty settings, Geralt completely heals with a single in-game 
hour of meditation. More importantly, you can replenish potions, bombs, or 

ой that you've used if you have the materials on hand, After a battle, you can 
mediate for another hour to undo any damage. 


VA 


MEDITATION ORTHEOLD MA 


Ciri does not Meditate, and she does not have the ability to use potions or oils unless 
events force her to do o. 


Drink potions, apply oils, and prepare your quick-use items: If you know 
what you're going to fight before the battle begins, use the appropriate oils on 
your weapons; you can't do so while in combat. If you have potions that аге 
effective against your upcoming opponents, use them. If you're ambushed and 
don't have time to set up for a fight, it helps to have general quick-use items 
prepared in your shortcut slots. That way, you at least know what you have. 
immediately available for use even when you're blindsided. 


Use your Mutagens: Mutagens can be used to create decoctions that are 
supremely useful when taken alongside regular potions. However, you should 
definitely save some to enhance sets of Character Abilities you've chosen in the 
Character panel. Serious gains in Geralt's stats are possible, making the Witcher 
more durable and harder hitting with both sword and Sign 


Use Quen: It's usually а 
good idea to have Quen 
active before combat 
begins. It's too useful to 
be able to absorb a hit 
with по consequences, 
and if you've powered 
Quen up in your 
Character Ability trees, 
it can be even more 
effective as your last 
line of defense. 


I you aren't sure what Signs attect a particular foe, just use 


Quen to bolster your own defenses while you figure out an 


attack plan. 


Open the fight on your terms: Whether your plan is to simply charge into the 
crowd or snipe from afar with explosive crossbow bolts, you should always try to 
open battles with the initiative. Have buffs ready and oils applied, then strike first 
and strike hard. Once the fight is on, you have significantly less control over what 
your enemies do, so make those opening seconds count. 


Strike the enemy from 
their flanks: If you can, 
attacking an enemy 
from the side or back 
can be devastating, even 
against well armored 
foes. Once combat 
begins, most enemies 
face you. However, 
well-timed dodges and 
evasive rolls can create 
opportunities to cause devastating wounds to your foe 


For foes with shields, longer weapons, or large frontal attacks 


roll or dodge to the side to open them up. 


Do not allow yourself to remain surrounded: Geralt and Ciri are both quite 
maneuverable on their feet. Use this skill to avoid being encircled by the enemy. 
It's much harder to defend yourself if you're being attacked from all sides at once. 


Destroy the ranged threats first: When dealing with many foes at once, 

it's often easy to get distracted by serious threats, especially if you're being 
assaulted from all sides. Bow- wielding humanoids can deal heavy damage while 
you're occupied with melee fighters. In these instances, run down and eliminate 
the ranged threats as soon as possible, Against humanoids, catching bowmen 
before they can switch to their own swords results in certain death for them, 

and affords you one less problem to worry about. When it comes to monsters, 
however, those with ranged abilities are never the weak foes of the group. If you 
mean to take them out first, they will make you work for it. 


Manage your Stamina: You need Stamina to fight effectively with sword and 
Sign alike. Without Stamina, you cannot evade, dodge roll, parry, counter-attack, 
or cast Signs. You can use potions during combat to regenerate Stamina quicker, 
but the real essence of Stamina management is to make the correct moves at 
the appropriate time. One solution Is to wear light armor, but this comes with its 
own set of problems. 


‘Manage your Adrenaline: Adrenaline builds up with every blow you land 
on the enemy, and is lost for every blow you sustain. Each Adrenaline point 
earned improves weapon damage by 10%, maxing out at a 30% increase 
Getting wounded is something you always want to avoid when it comes to 
managing Adrenaline, but there are certain abilities that require spending it. Save 
Adrenaline for crucial moments in a fight to maintain that bonus damage for as 
Jong as possible. 


Use Signs wisely: 
Signs are one of your 
greatest combat 
advantages, but they 
can also get you killed 
just as easily. Casting 
a Sign takes all of 
Geralt’s Stamina, and 


he cannot cast again —- 
until his Stamina is There's nothing quite as incompetent as wasting all your. 
fully restored stamina on an inefectal Sign attack. Instead, concentrate on 


timed, precise magical attacks or defensive techniques. 
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Maintain your equipment: Don't go into battle with damaged weapons and armor. Repair at a blacksmith or armorsmith (or use repair kits) on a regular basis to 
maintain your gear. It also helps to use grindstones and workbenches to further improve the effectiveness of your swords and armor, if only for a short time. Yrden is 


also effective at slowing opponents down enough to set up flanking opportunities. 


Know your enemy's level: An enemy's health bar reveals everything you need 
to know; whether they are harmed by a silver sword (silver health) or steel 
‘sword (red health), whether they are an easy kill (shown by their level compared 
to yours); a worrisome challenge (shown by the skull instead of their level 
number); or a foe you've locked onto (shown by a gold diamond around their 
level number), 


TCHARACTERABILITIES AND MUTATIONS} 


‘possesses a wide ‘variety of skills needed to survive the tasks their profession demands of them. In Witcher 3: Wild Hunt, you have the chance to customize 


Having trouble with Water Hags? Halberd-wielding city guards got you down? 
Problems with foes carrying shields? Don't despair; this guide's Bestiary (starting 
on page 716) has critical combat information for every single enemy! Consult that 
section, and specific quests for particular combat tactics. 


Geralt the way you want, and maximize his effectiveness based around how you want to tackle the challenges you face. 


CHARACTER DEVELOPMENT 


Properly managing and accessing every aspect of the knowledge Geral! gains as he 
progresses through the adventure is the key to unlocking the very best from him. 


EXPERIENCE AND LEVELING 


Geralt earns experience 
by slaying foes, 
completing quests, 
accomplishing special 
tasks, or by making 
Certain conversational 
choices. Additionally, 
Visiting Points of 
Interest on your map 
and resolving the tasks 
that await you there, 
can earn you additional 
experience, If you want 
to level up quickly, jump at the chance to take on any tasks presented to Geralt, 
regardless of their level of importance. Quests with a suggested level that is five 
ог more levels lower than Geralt's level receive an experience reward penalty, 
80 if you want to maximize the awards you earn from a quest, make sure you 
attempt it when you are close to its recommended level. 


Look to your Inventory, to furnish you with the exact Level you 
need to be in order to enjoy the benefits of rare armor, such as 
{this set rom the Order of the Flaming Rose! 


After earning enough experience, Geralt gains а level, which gives him stat 
increases, and one ability point (also known sometimes as a skill point) that he 
can spend in one of the Ability Branches. The obvious benefit to gaining levels 
is the boost in strength and survivability, allowing Geralt to take on increasingly 
tougher opponents and quests. The other major benefit is that many pieces of 
equipment require you to be а certain level before you can use them. 


|. Leveling up fully restores Geralt's Vitality and Stamina, even while іп combat. This 
| can be used to your advantage if you are close to leveling and take on an enemy or a 
| group of foes that are slightly stronger than you. 


Killing monsters rewards the most experience if the enemy is five levels over 
Geralt's current level. The closer to, or farther below his level, the less experience 
that enemy is worth. If you want io reach level 100 (the highest available level), 
questing provides a large chunk of the experience points needed. 


Experience gained from fighting changes depending on the level of the foe 
relative to Geralt's. If the foe's level is white, you gain reduced experience, as 
they are significantly weaker than Geralt. Green level indicators mean the enemy 
is close to Geralt's level, and you gain the standard amount of experience. A red 
level foe is much tougher than Geralt, but defeating them provides increased 
experience. If their level is indicated by а skull rather than a number, you gain 
much more experience if you can win. However, you are more likely to earn a 
Swift death should you try. 


LEVELS AND EXPERIENCE CHART 
The following chart shows you the experience requirements from level 1 to level 100. 
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ABILITY POINTS AND TREES: MAXIMIZING THE MUTANT 


For every level Geralt ате, one ability point is awarded, which can be invested in any Ability Branch you please. 
Initially only the first tier of any given Ability Branch is available, but as you invest more into each Ability Branch, you 
can unlock tiers of abilities deeper within each branch. You can earn 99 total ability points just by leveling. 


You can earn extra skill points by drawing them from Places of Power hidden throughout the world. However, 
even if you find every Place of Power, and achieve maximum level, you cannot max every skill in the game. 
Because of the limited total number of ability points, it helps to consider in advance the sort of Witcher you 
want to play. There are a total of 30 Places of Power in the world (and therefore additional Ability points to 
gain by visiting ай of them). Their locations are described in our Atlas, and also on page 774 


Are you unhappy with the abilities you have chosen? Then you can simply purchase a Potion of 
Clearance, and refund all of Geralt's invested Ability points, allowing you to redistribute them all 
again. The potion is available from certain vendors (consult the Merchants Appendix for each 
опе), and when bought, the potion is found in your Inventory > Food and Drink menu. 


THE CHARACTER MENU: ABILITY TREES AND ABILITY GROUPING 


This shows the Character Menu Panel, where all allotted abilities are both purchased and slotted into play. Note that when you begin your adventure, you have access 
10 all the "base" levels in all the Ability Groups, but no ability that costs points yet. Note that this picture shows a Character Menu Panel with Abilities mainly from the 
Combat Branch already purchased, and 12 Abilities with Mutagens already chosen. The Menu is divided as follows: 


@ Ability Tree: Five Branches are available (and 
the Combat Branch is currently shown): 


о Combat Branch (20 Abilities, 91 Points іп 
Branch): Five Ability Groups are available: 


Fast Attack (4 Abilities, 20 Points): 
Perform fast melee attacks with either sword: 
Abilities related to your Fast Attacks (with 
swords and fists). 


Strong Attack (4 Abilities, 20 Points): Allows 
you to perform strong melee attacks which 
ignore enemy armor: Abilities related to your 
Strong Attack (with swords and fists) 


Defense (4 Abilities, 13 Points): Wolf School 
defensive techniques: Allows you to bolster your 
defensive combat capabilities, 


Marksmanship (4 Abilities, 18 Points): 
Allows you to wield a light hand-held crossbow: 
Enables you to add more potent methods of 
using this weapon. 


Battle Trance (4 Abilities, 20 Points): Blows 
landed during combat generate Adrenaline 
Points. Each Adrenaline Point increases weapon 
damage by 10%: This allows more numerous 
and hard-hitting weapon combat. 


© Signs Branch (20 Abilities, 79 Points in 
Branch): Five Ability Groups are available 


Aard Sign (4 Abilities, 16 Points): A directed 
blast of telekinetic energy that staggers 
‘opponents, leaving them open for a 
subsequent attack, 


Igni Sign (4 Abilities, 18 Points): A directed 
fiery blast that damages enemies. Damage 
scales with Sign intensity 


Yrden Sign (4 Abilities, 15 Points): Magic trap 
that slows enemies who enter its area of effect. 


Quen Sign (4 Abilities, 16 Points): Protective 
shield that lasts until it has absorbed damage 
totaling 4% of maximum Vitality. 


Axii Sign (4 Abilities, 14 Points): Charms an 
‘opponent's mind, temporarily eliminating him 
from combat 


© Alchemy Branch (20 Abilities, 90 Points in 
Branch): Five Ability Groups are available: 


Brewing (4 Abilities, 18 Points): Enables the 
brewing and drinking of Witcher potions. 


Oil Preparation (4 Abilities, 18 Points): 
Enables the creation of oils that can be applied 
to swords. 


Bomb Creation (4 Abilities, 18 Points); 
Enables the creation of handheld bombs that 
can be thrown at enemies. 


Mutation (4 Abilities, 18 Points): Enables the 
extraction of mutagens from the corpses of 
powerful monsters. Witchers use these to grant 
their bodies new abilities 


Trial of the Grasses (4 Abilities, 18 Points): 
Mutation that lets Witchers withstand the 
toxicity of potions that would kill normal people. 


O General Branch (20 Abilities, 20 Points 
in Branch): This is a series of 20 one-point 
Abilities that aren't related to one another, 
except that they are all contained here. These 
run the gamut from Vitality and Stamina 
regeneration to increasing your carry weight. 


© Mutagens: These are all the Mutagens (Lesser, 
Regular, and Greater) that you have collected, of 
all three colors (Red for Combat, Blue for Signs, 
and Green for Alchemy); up to four are inserted 
into the Mutagen Slots. 


Ability polnts are the key to creating a particular character 
archetype. Gain one every time you level up, or the first time 
you draw energy from each Place of Power (as shown), An 
arrow symbol to the right of your Vitality bar shows you ve. 
leveled up, and have one (or more) Ability Points to spend. 


© Ability Branch (Combat Branch Shown): 
This is where each individual Ability from a 
particular branch is unlocked, and placed in an 
Ability Slot. 


© Ability Slots: This is where an Ability you wish 
to use is placed. There are 12 available slots 
initially, arranged into groups of three. You are 
encouraged to place abilities of the same type 
(and color) together. When you unlock the full 
power of your Mutation Menu (see page 74), 
you can unlock a further four Ability Slots for а 
total of 16 Abilities you can use simultaneously. 
This example is from a Combat-heavy 
archetype. 


© Mutagen Slots: This is where a Mutagen you 
wish to link to a Ability Slot is placed, There 
are four available slots, each related to a group 
of three Abilities. Linking these allows for 
additional bonuses for each linked ability, so 
you are encouraged to link groups as soon as 
you can. Mutagen Slots are eventually replaced 
by a brand new Ability Slot (an additional one 
for each of the four groups). 


© Mutation Menu (shown in the “off” setting): 
By research that involves using up “Points” 
usually spent on Abilities, and a number of 
Greater Mutagens, you can mutate Geralt until 
he is able to add an additional four Ability Slots. 
These are shown locked. 
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ABILITIES, ABILITY SLOTS, AND ABILI 


Abilities can be learned by investing ability points into them, but this is not enough. You must activate the ability by placing it in an Ability Slot on the character screen 
for it to have any effect. Ability Slots unlock as you level, and by Level 30 Geralt can have up to 12 abilities active. At the start of the game, there is one slot unlocked. 
Reaching level 2 unlocks the second slot. 


Y GROUPS 


Abilities are organized into four branches: Combat, Signs, Alchemy, and General. These Ability Groups are color coded red, blue, green, and yellow respectively. The 
color coding of the first three groups becomes more important over the course of the adventure (as placing these groups together grants you additional bonuses). 


MUTAGENS AND MUTAGEN SLOTS 


On the Character Menu, Ability Slots are organized in groups of three, and they are grouped with a Mutagen Slot. Mutagen Slots are where you can place mutagens 
dropped by slain monsters. There are generic, lesser mutagens, and then there are those won through defeating particularly vicious monsters that have been assigned 
Witcher contracts, They can also be crafted. Mutagens have special properties that, when placed into Mutagen Slots, grant bonuses to Geralt. 


You begin the game with no Mutagen Slots unlocked. However, by level 28, you unlock the fourth and final slot. There are three colors of mutagen: red, blue, or green, 
coinciding with the Combat, Signs, and Alchemy ability groups. 


It you have activated abilities that match the color of the mutagen in-slot, the bonus of that mutagen is increased. You can use this in many ways depending on how 
you've built Geralt. For example, if you have focused on his Combat abilities, activating 12 combat abilities with four red mutagens makes his sword strikes utterly 
devastating. The ultimate Witcher warrior is one that has researched all Mutations, and increased the combat abilities total from 12 to 16! 


IMPROVING YOURME TITLE: ABILITY TREE STRATEGIES | 


This section digs around in the roots of the Ability Tree, and provides battle- 
tested recommendations for purchasing any and every Ability available to you. 


FAST ATTACK ABILITIES (4 ABILITIES, 20 POINTS) 
Perform fast melee attacks with either sword. 
В COMBAT (ABILITY BRANCH 91 TOTAL POINTS) Bl «os Memory (5 Levers) 


The Combat Ability 
branch builds upon 
Geralt's skills in battle, 


Fast attack damage is increased by the following: 


Level Increase (%) 


with a heavy focus on 1 5% 
how Geralt fights and 2 10% 
defends with 3 15% 
his swords. 4 20% 
5 25% 

Points in branch needed to unlock: 0 — 


Ч Notes: If you have а redisposition to utilize fast attacks, and want each strike 
ystos to inflict more pain, then use this ability. It is one of the first recommended 


abilities to purchase, forms the base of most Combat archetypes, and enables 
| y] ECOMMENDED ABILITIES j ut cut down foes in fewer strikes (as more damage is awarded). Thoroughly 
recommended, as this damage stacks with other abilities. 
If an ability has this icon next to it, you should seriously consider purchasing iG есше LEVE 
it above non-recommended abilities, unless you're building a specific ri У 
| character archetype. Non-recommended abilities are still fine to use, but are Increases the chance of landing a fast attack critical hit and fast attack critical 
|! usually not employed as often, have special conditions, don't stack with as many hit damage by the following: 
enchantments and equipment, or have shortfalls to worry about. 
— — ні vel Increased Chance (% Damage 
1 2% 15% 
2 4% 30% 
3 6% 45% 
4 [73 60% 
5 10% 75% 
Points in branch needed to unlock: 8 


Notes: An amazing ability for those wishing to perfect the unsubtle art of slicing 
up foes with swords, Though the Critical Hit chance may seem small (and you 
аге encouraged to increase the Level to 5), the sheer number of times you 
employ fast attacks, and the fact this ability stacks with other abilities and 
equipment that increases your Critical Hit chance (such as the Ursine Swords for 
example), means you're never more than a few sword swings from а massive 
influx of damage. Think about partnering this Ability with Whirl, and think about 
how many opportunities for Critical carnage you have! 


Е WHIRL (5 LEVELS) 


A spinning attack that strikes all foes in the surrounding area. Maintaining the 
attack consumes Stamina and Adrenaline. Higher Levels of this ability lessen the 
Stamina and Adrenaline needed as follows: 


Level Stamina and Adrenaline Needed (%) 


| Points in branch needed to unlock: 20 


Notes: This allows Geralt to spend Adrenaline and Stamina, executing a spinning 
frenzy that strikes all targets around him. If you favor an aggressive melee 

style to your combat, and need additional methods to resolve violence, this can 
be a worthy talent to spend points on. In fact, some utilize this for every fight, 
especially against human-sized foes where you can “mow down" foes quickly. 
This is especially true if you have enchantements, armor, weapons, or other 
abilities that help negate the extra Adrenaline and Stamina needed. Don't forget 
this doesn’t work with fists, and is an "alternate attack”; place this ability into a 
slot, and hold down the fast attack button to execute it 


E CRIPPLING STRIKES (5 LEVELS) 


Fast attacks now also apply a Bleeding effect. Affected enemies lose a number 
of Vitality or Essence points per second as follows. Duration is five seconds for 
all Levels. 


Level 


Vitality/Essence lost 


Points in branch needed to unlock: 30 


Notes: Anyone skilled in quick strikes enjoys bleeding their enemies out in 
addition to all the other damage they can cause. Crippling Strikes, especially 
at high Levels, deliver guaranteed number of health points for each successful. 
strike, So, at level 4, expect to inflict 400 more points of damage on a foe, 
assuming they aren't resistant to bleeding. However, you may find your three 
Greater Dervana Runestones imbued into your Feline Mastercrafted Sword. 
grants you much more damage potential, leaving you up to five Points to spend 
оп combat skills in the Strong Attack branch. 


B STRONG ATTACK ABILITIES (4 ABILITIES, 20 POINTS) 
Allows you to perform strong melee attacks which ignore enemy armor. 


B STRENGTH TRAINING (5 LEVELS) 
Strong attack damage is increased by the following: 


Increase (%) 


Level 


10% 
15% 


5_ 
Points in branch needed to unlock: 0 


Notes: Just as Muscle Memory was the go-to Ability for Fast Attacks, so Strength 
Training is for Strong Attacks; especially as increasing both to Level 4 allows you 
to "unlock" the second tier of Combat abilities (as you've spent 8 points). Before 
you spend wildly on this, compared to Fast Attack abilities, gauge how many 
Strong Attacks you inflict in normal combat; if you find you aren't using this 
attack type as often, you may wish to come back to this attack later. But make 
по mistake; for Combat-driven archetypes, this is a must-have purchase! 


Bix CRUSHING BLOWS (5 LEVELS) 


Increases the chance of landing a strong attack critical hit and strong attack 
critical hit damage by the following: 


Increased Chance (%) 


Damage (%) 


Points in branch needed to unlock: 8 


Notes: Once again, this is the equivalent of a Fast Attack ability (Precise Blows), 
and it ups your chances of a successful Critical Hit, inflicts a huge amount of extra 
damage, and stacks with the other abilities, weapons, and enchantments that also 
raise the chances of inflicting some truly horrific damage. The only slight downside 
is that you don't strike as often with Strong Attacks compared to Fast ones. The 

up side is that partnering this with abilities like Rend almost guarantees a single, 
devastating blow that will make you wince with pain and pleasure! 


[| Ӧс REND (5 LEVELS) 


Deals additional damage in proportion to the Stamina consumed. ignores enemy 
Defense and increases critical hit chance by the following amounts. Adrenaline. 
Points increase total damage by 100%, per point spent of every level of this Ability. 


Level 


Critical Chance (%) 


ABILITIES AND 
MUTAGENS 


Notes: This is another excellent choice for those looking to augment a combat- 
heavy archetype. This ability ignores defense with a charged-up strong attack, 
and works extremely well for those to know how to take advantage of openings 
the enemy provides. As long as you execute the attack (and time the release of 
the Strong button so you're not using as much Stamina), you can attempt this 
again and again. The Critical Hit chance stacks with other abilities and bonuses, 
making this a truly grotesquely-powerful alternate strike in the right hands! 
Remember to equip this ability in a slot, and hold down the button to execute. 


е 
[^| Ж SUNDER ARMOR (5 LEVEL) 
Reduces enemy damage resistance by the following amounts: 


Reduction (%) 


Notes: Though the ability name mentions “armor,” this affects foes with or 
without protective shielding, including monsters. It simply reduces the damage 
resistance of a foe by an (increasingly impressive) amount, essentially allowing 
you to strike with more damage. The best news is that once you use this Strong 
attack successfully, you can can switch and slice away using faster attacks, and 
enjoy the reduction in enemy damage resistance whether you're employing Fast 
ог Strong attacks. 


Ell DereNse ABILITIES (4 ABILITIES, 13 POINTS) 
Wolf School defensive techniques. 


|. | ARROW DEFLECTION (3 LEVELS) 
Perfectly timed parries reflect back arrows with the following bonuses: 
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“Notes: While highly situational, this can prove to be a life saver, particularly 
‘against large groups of human bandits or other foes with archers. Arrows are 
often slung at Geralt throughout the adventure, and it helps to be able to negate 
the damage they cause. However, there are other abilities, such as Yrden Magic 
Trap (Signs Branch of Ability Tree), that have a similar effect with a great deal of 
‘additional help to your combat. Think about how many times you've been struck 
‘by an arrow—usually in Bandit Camps—making this ability more redundant (as 
you can always dodge or deflect an arrow and focus on an archer first). 


B FLEET FOOTED (5 LEVELS) 
Damage from hits received while dodging is reduced by the following: 


Reducti 


Level 


Notes: This takes some practice (as does normal dodging), but with the correct 
amount of room (don't hit any scenery while dodging), you can withstand enemy 
‘strikes during a dodge. Try moving toward and around a foe rather than to the 
side, and learn the special attacks the larger enemies attempt, such as the 
‘stomp of a Golem or the pound of a Cyclops. Though this helps with damage, 
there is still the threat of being hit, so don't expect invulnerability! Similarly, with 
practice, you may be able to dodge any foe's attack without this ability, leaving 
you free to insert more sword-based carnage-causing abilities instead. 


Oo COUNTERATTACK (3 LEVELS) 


After a successful counterattack, the next attack deals the following extra 
damage per skill level, and is a critical hit with a chance for knockdown based 
оп the number of Adrenaline Points. 


Extra Damage 


Notes: If your enemy is the type that uses swords, such as humanoid opponents, 
‘members of the Wild Hunt, and other unsavory types (but not monsters), and you 
find you're attempting a normal counterattack anyway, this can be an excellent 
choice. Practice the timing of normal counterattacks, or this ability is useless. 

If you're already inflicting a large amount of damage with critical hits, this can 
really help finish off a foe, and at Level 3, the chances of a knockdown are 
‘almost assured (after which you can kill them with a stab to their corpse on the 
ground). The only potential problem this the relatively few times enemies can be 
countered, compared to abilities that are helpful in almost every combat situation 
(such as Whirl). 


mH DEADLY PRECISION (2 LEVELS) 
Each Adrenaline Point adds the following to the chance of killing an 
opponent instantly: 


Level Chance of Kill. 


Notes: Though it takes a while to unlock, and is usually for Combat-centric 
archetypes that wish to place an ability in the four new "revealed" slots after 
Blood and Wine Mutations are unlocked, this is well worth adding. Initially, the 
Chance of an instant kill seems small. But at Level 2, with helpful abilities like 
Razor Focus (giving you an Ability Point when entering combat and better Ability 
Point gains), and the Superior Maribor Forest (giving you another AP and gains), 
this percentage leaps to 6 percent; that's a chance of one in just over 16 hits! 
Now think how many strikes you connect with using Whirl or Fast attacks, and 
you can see the benefits! 


И MARKSMANSHIP ABILITIES (4 ABILITIES, is POINTS) 
Allows you to wield a light hand-held crossbow. 


B LIGHTNING REFLEXES (3 LEVELS) 
Time slowed by additional amount while aiming the crossbow, as follows: 


Level 


Notes: As you use the Crossbow far less often than your swords, these abilities 
may not get the respect that Fast and Strong Attacks have, but Lightning 
Reflexes still has its uses. Perhaps you're trying to shoot heads to complete 

the Master Marksman Achievement/Trophy? Or you want to more easily tag 
Drowners underwater, the flying Harpies of Velen, or swooping Sirens across the 
isles of Skellige? Then this gives you the extra time you may need, Of course, 
with practice you may find you don't need this extra slowdown. 


[^| COLD BLOOD (5 LEVELS) 
Each bolt that hits its target adds the following Adrenaline Points: 


Adrenaline Points 


Notes: This helps you continuously fire your crossbow for longer, and build ир 
your Adrenaline Points before switching to melee combat weaponry. As the 
crossbow isn't a particularly damaging weapon, and Signs and Combat abilities 
are far less situational, pick this if you're intending on foraging for wild animals, 
and are purely focused on a ranged archetype, perhaps with the Relic Crossbow 
Death from Above (which has an AP gain as well). 


Ba ANATOMICAL KNOWLEDGE (5 LEVELS) 
Increases crossbow critical hit chance by the following amount: 


Chance (%) 


Notes: It can be extremely satisfying to whittle down the health of a foe by a 
‘more measurable degree before charging in to finish with swords, and this ability 
helps provide the chance at really inflicting some nasty ranged damage. It is also 
helpful when used with Crippling Shot (see below), Seek out a quality Crossbow, 
such as the Ursine Crossbow which has its own Critical Hit chance bonus, to 
further augment this ability. 


ü CRIPPLING SHOT (5 LEVELS) 


Critical hits dealt with the crossbow disable monster special abilities for the 
following time: 


Time (Seconds) 


Notes: Even if you just spend a single point on this ability, you've negated any 
special ability a monster may attempt to use on you; that alone could save you 
from some otherwise highly dangerous attacks, such as Hypnosis from a Fiend’s 
third eye. Partner this with Anatomical Knowledge and a good quality Crossbow 
with built-in critical hit chance bonuses, and you can effectively cripple the most 
fearsome of foes before launching bombs or melee strikes. 


BATTLE TRANCE ABILITIES (4 ABILITIES, 20 POINTS) 


Blows landed during combat generate Adrenaline Points. Each Adrenaline Point 
increases weapon damage by 10%. 


B ov (5 LEVELS) 


Adrenaline Point loss upon taking damage is lowered by the following amount 


Lowered by (%) 


Points in branch needed to unlock: 0 


Notes: Though it is always better to learn how to effectively dodge, roll, and 
parry (as well as counterattack) instead of getting hit, sometimes your combat 
techniques fail you. When starting your adventure, especially on higher difficulty 
settings, it may behoove you to purchase this, simply so you can function in 
battle. You may find partnering this with other abilities that influence Adrenaline 
(such as Rage Management, or equipment with added Adrenaline bonuses) also 
helps. This is also a good ability to partner with Undying 


Nosu (s Levers) 


When Vitality reaches 0, Adrenaline Points (if available) will be consumed to 
restore Vitality. The amount restored is based on the number of Adrenaline Points 
used, plus an additional amount, as follows: 


Level 


Amount (%) 


Points in branch needed to unlock: 8 


Notes: This effectively keeps you from dying in combat, which is a fantastic idea 
if you haven't grasped the concept of training with a large number of cohesive 
abilities that work well in tandem with one another. Eventually, you need to 
change the way you view battles, and utilize swordplay and Signs, Alchemy and 
defensive magic, to thwart an enemy. The problem with Undying (aside from the 
fact you need a good reserve of Adrenaline Points) is that you'll still be alive, but 
weakened by a lack of available Adrenaline Points. Quickly use Potions or Food 
to raise Vitality; or better yet, do this just before you die, and negate the need for 
this ability completely! 


Instantly gain one Adrenaline Point when entering combat. The Adrenaline Points 
generated by sword blows are increased by the following amount: 


RAZOR FOCUS (5 LEVELS) 


Level Increase (%) 


Points in branch needed to unlock: 20 


Notes: Unless you have other abilities (or potions) working to increase your 
Adrenaline Points quickly, by the time you're ready to cast this, the fight may 
well be over! However, it is always an option to try at the very start of a fight, if 
you want to begin with a hugely-powerful Sign attack (using Igni, Aard, or Axil 
for example, or want to enjoy the most powerful defenses of Yrden and Quen) 
and you're using a Combat-centric archetype. This is helpful if you aren't already 
enjoying these benefits having unlocked these Sign abilities beforehand. It also 
works with equipment and abilities that increase your Adrenaline, 


Bl SIGNS (ABILITY BRANCH: 79 POINTS) 


Geralt can utilize magic 
from five magic signs, 
all of which have 
important uses in and 
out of combat. The 
Signs Ability branch 


di 


dedicates one upgrade 

path for each sign, 

and within each path 

there are alternate Sign Spending points on new Signs abilities turas you rom a simple 
modes that change how ere to a master of magic in all ts forms; both oftonsive 


and dotensive 


a Sign is used (and are 
utilized by holding instead of tapping your Sign button). 


B AARD SIGN ABILITIES (4 ABILITIES, 16 POINTS) 


е 
A directed blast of telekinetic energy that staggers opponents, leaving them open 7 A 
for a subsequent attack. Ё 8 

Б 
Bes REACHING AARD (3 LEVELS) 82 


Increases Aard's range by the following yards: 


Level 


Notes: Remember that an unimproved Aard attack causes foes to stumble; 
you're just increasing the range of the attack. Choose this if you wish to focus 
оп the Aard Sign, either as a Signs build, or usually with Combat abilities, a8 
keeping a foe off-balance allows you to quickly follow up with a sword strike, 
At higher levels, you can cast Aard earlier, which is more beneficial (quicker 
Stamina regeneration, for example). 


Alternate Sign Mode: Aard strikes all opponents in a certain radius. However, the 
Knock-down chance is lowered (until Level 3): 


AARD SWEEP (3 LEVELS) 


Knock-down Chance (%) 


Level 


Notes: There are many abilities that work from Adrenaline Points, so having 
a free point at the start of any fight really synergizes well with other combat 
abilities, especially those from the Fast and Strong Attack branches. f fighting 
with swords is your primary plan, this is essential. If Rage Management is 
helping you syphon Adrenaline to use in place of Stamina to cast Signs, this is 
excellent. This is one of the best abilities to continuously top up your Adrenaline, 
as you're likely to be inflicting sword damage most often. This helps with Whirl 
and Rend too, and stacks with Adrenaline bonuses from equipment, such as the 
Ursine Armor. Amazing! 


Bl коо» oF ancer (5 revers) 


When casting a Sign, 3 Adrenaline Points (if available) will be consumed to 
upgrade the Sign to the highest level (unlocking all bonuses) and increase Sign 
intensity by the following amount; 


Notes: When fully upgraded, this can be an excellent ability that synergizes well 
with Combat-centric archetypes. Enemies all around Geralt can be pushed back 
ог knocked over instead of a single one; which is well worth it in terms of crowd 
control. Also explore the Blood and Wine Mutations, as the infamous Piercing 
Cold shatters foes that fall over into fragments, instead of causing them to fall, 
and freeze others that are still standing! 


Increases Aard Sign intensity by the following amounts: 


AARD INTENSITY (5 LEVELS) 


Increase (%) 


Points in branch needed to unlock: 18 | 


1 
2 
3 
4 
5 


Points in branch needed to unlock: 30 
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Notes: This is always handy to have іп archetypes where Aard is your primary 
focus, and can stack with equipment or other abilities that increase your Aard, 
Such as Glyphs and Order of the Flaming Rose armor. If you enjoy knocking 
foes over or staggering them, this increases that potency. Almost every foe on 
horseback falls at your Aard strikes, and knocked over foes are easily executed 
with your swords as they lie prone. 


SHOCK WAVE (5 LEVELS) 
Increases the damage dealt by Aard to the following amounts: 


Level Damage Dealt (points) 


eae eee . — 
(c i ae E ATT AES can "s 
— . a r] 
= — 
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Points in branch needed to unlock: 28 


Notes: Though this requires a lot of points to even unlock, and is used by those 
mainly focused on this Sign, it is worthwhile if you wish to augment damage 
inflicted by your swords, bombs, crossbow, or other stacked bonuses. If you've 
made the proper advancements in the Signs Branch of the Ability tree, as well as 
utilizing Rage Management and can consistently cast Aard, you're easily able to 
Keep multiple foes at bay while whittling down their health. However, at higher 
levels, there are quicker ways to damage foes. 


B8 IGNI SIGN ABILITIES (4 ABILITIES, 18 POINTS) 
A directed fiery blast that damages enemies. Damage scales with Sign intensity. 
g MELT ARMOR (5 LEVELS) 


Damage dealt by Igni also permanently weakens enemy Armor. Effect scales with 
Sign intensity up to a maximum percentage, as follows: 


Level Maximum (%) 


Points in branch needed to unlock: 0 


Notes: This improvement to Igni is a great asset to offensive adventurers; and 
fully upgrading it removes three-quarters of a foe's armor, improving Geralt's 
damage-dealing capacity in any fight. It can also be partnered with other Igni 
abilities, such as Firestream, for a more targeted removal. This also tends to 
remove shields more quickly than other techniques. However, it is less useful 
against foes that are tough enough without armor. 


Hix FIRESTREAM (3 LEVELS) 


Alternate Sign Mode: Emits a continuous stream of fire that damages enemies. 
‘Stamina cost is reduced by the following amount: 


Level Stamina Cost Reduction 


Points in branch needed to unlock: 6 


Notes: Hugely entertaining, this alternate Sign mode requires you to “equip” 
this ability in a slot, before holding down the Signs button and launching your 
Stream of fire at a foe. Instead of regular Igni, which hits in an arc, this is for 
individual immolation, and keeps the victim in a reasonably stationary position, 
too, Remember to invest in Rage Management if you find yourself running out 
of Stamina. Unless you're fully invested in Igni, don't expect this to cause any 
Creature to topple over in a great gout of fire; use Firestream to weaken more 
powerful foes, before stepping in with swords. 


я IGNI INTENSITY (5 LEVELS) 
Increases Igni Sign intensity by the following amount 


Intensity Increase (%) 


Points in branch needed to unlock: 18 


Notes: If you're finding that Firestream or your normal Igni offensive attacks 
aren't getting the job done, and need more flaming damage in your repertoire, 
spend some points on Igni Intensity. Also look for enchantments and equipment 
that help increase Sign intensity too, as these bonuses stack. Simply find a 
couple of Bandit Camps, and compare the damage you cause before and after 
Igni Intensity is equipped; at Level 5 this can really roast foes, even the larger 
monsters! 


PYROMANIAC (5 LEVELS) 
Increases the chance to apply Burning by the following amount: 


Level Burning Chance (%) 


Points in branch needed to unlock: 28 


Notes: An often-overlooked effect of Igni is the continuous burning damage, 
which is simply extra damage over time, for a few seconds until the foe either 
dies (which happens occasionally with weaker foes, depending on the intensity) 
ог you attack an enemy (or use Aard), and the fire goes out. As you likely want 

to slay foes quickly, rather than watch them stagger around on fire, this isn't 

а necessary ability to crave. But it does allow you to easily deal with crowds, 
lighting folks on fire before turning and concentrating on other enemies, It is also 
helpful when targeting airborne enemies like the Griffin. 


Els SIGN ABILITIES (4 ABILITIES, 15 POINTS) 
Magic trap that slows enemies who enter its area of effect. 


n SUSTAINED GLYPHS (2 LEVELS) 


Increases Sign duration by the following time (in seconds). Number of alternative 
mode charges changes. Number of standard mode traps changes; all to the 
following amounts 


Time Increase 
Level А 
(Seconds) 


Mode Charges Mode Traps 


. . RE —— 
EE EEE ELT ER O e 
[Points in branch needed tounlock:O — (à | 


Notes: Allow for more tactical battlefield herding of foes through the quagmire 
of a magical circle. Sustained Glyphs adds a number of helpful improvements, 
designed with other Yrden abilities in mind. The increase in time is most helpful, 
as it slows enemies down for longer, allowing you to strike them more leisurely. 
Mode Charges increases the potency of Magic Trap, so it's recommended 

you equip both abilities to make full use of this. At Level 2, this grants you a 
second trap, effectively doubling the space or enabling you to cast Yrden more 
frequently, or overlapping with previous circles. All are designed to slow down 
and damage foes. 


We MAGIC TRAP (3 LEVELS) 


Alternate Sign Mode: Damages and slows all enemies within a specific yard 
radius. Destroys projectiles passing through this area. Damage increases by the. 
following amount: 


Radius (Yards) 


— | 


Damage Increase (%) 


Notes: A useful alternate mode as foes are wounded as well as slowed down, 
and projectiles are removed. It's a great way to defend yourself without lifting 
a sword, and an excellent method of nullifying a ranged attacker. The increase 
in the affected area over the normal version of Yrden enables you to slow 
down larger groups or foes. Partner this with Sustained Glyphs for multiple 
mode charges. 


Increases Yrden Sign intensity by the following amount: 


YRDEN INTENSITY (5 LEVELS) 


1 5% 
2 10% 
E 3 15% 
4 20% 
5 i 25% 
Points in branch needed to unlock: 18 


Notes: If you're thinking Yrden isn't powerful enough, and enemies can quickly 
escape the sluggishness of the traps you're laying for them, then make а 
concerted effort to increase your Signs and Yrden Intensity using the Glyph of 
Yrden, Griffin armor, Griffin Schoo! Techniques, Mutagen slots, and this ability. 

As your Yrden sign increases, you inflict more damage, slow foes down 
dramatically to the point they are almost frozen, and you may never need to take 
damage again! 


Ul surerctiarcen ciens (5 LEVELS) 


Enemies under the influence of Yrden lose a set number of Vitality or Essence 
points per second, as follows: 


Points Loss (/Second) 


[Points in branch needed to unlock: 28 


Notes: By the time you reach this ability, you may have enough Yrden Intensity to 
remove foes by using Magic Trap alone, making this ability a little less useful. But 
having foes stagger through your trap while dropping more Vitality or Essence 

is always recommended, and if you can keep Yrden functioning, you can watch 
foes fall before even reaching you! The drawback? Your sword's damage-per- 
‘second is likely to be a lot higher than this, especially if you've invested points in 
combat abilities. 


B QUEN SIGN ABILITIES (4 ABILITIES, 16 POINTS) 


Protective shield that lasts until it has absorbed damage totaling 4% of 
maximum Vitality. 


Quen shield pushes opponents back and deals damage when it breaks, with the 
following additional benefits: 


EXPLODING SHIELD (3 LEVELS) 


| Points in branch needed to unlock: 0 


Notes: If you're feeling aggressive, you can be a little more reckless with 

this ability active: As the shield breaks, foes are knocked back and a knock- 
down chance occurs, allowing you to easily counter or press attacks against 
lightweight opponents. The space the explosion gives you between yourself and 
the foe allows you to time an attack, This also makes it easier to know when 
Quen has run out! 


Alternate Sign Mode: Maintaining an active shield. Blocking attacks drains 
‘Stamina. Damage absorbed by the shield restores player Vitality. Additional 
‘Shortfall or Benefit: 


ACTIVE SHIELD (3 LEVELS) 


aintaining 


Maintaining it drains 


Notes: As long as you have the Stamina to maintain this alternate mode, this 
ability works: If you eat food or take a healing potion, then begin channeling this, 
Geralt can regenerate his Vitality in relative safety even amongst his enemies. 
Take this ability as soon as you can, and press the Signs button down to 
activate it (once the ability is equipped in the Character Menu, of course!). When 
your Signs Intensity increases, or if you're using Rage Management that uses 
‘Adrenaline if Stamina runs out, you have an exceptional shield and healing spell 
in one! 


Increases Quen Sign intensity by the following amount: 


QUEN INTENSITY (5 LEVELS) 


Level 


Intensity (%) 


Points in branch needed to unlock: 18 
e 
Notes: Are you finding your Quen shield only holds up to one enemy strike? 22 
‘Are you constantly trying to recast Quen? Then make some decent headway 25 
into increasing your general Signs Intensity (using Mutagens in your Character E [5 
Menu, employing the Quen Glyph, and using armor with Sign Intensity, like Griffin 27 


armor). Choose Griffin School Techniques: All this increases your Quen Intensity, 
toughening your shield in the process. Then expect it to last longer during 
battles, usually an exceptional help to your longevity! 


Eo DISCHARGE (5 LEVELS) 


Reflects an amount of absorbed damage back to the attacker, as follows: 


Reflected damage (%) 


Level 


Points in branch needed to unlock: 28 


Notes: Though this forces you to “take a hit" and weaken your Quen shielding, it 
also reflects up to a quarter of a foe's strike back at them, which is particularly 
satisfying if the enemy's attacks are hard-hitting! Obviously, you can't rely on 
this to finish а foe, but it is handy to have Quen cause damage as well as your 
offensive combat techniques, whether they are Sign or sword-based in nature. 


EB AXII SIGN ABILITIES (4 ABILITIES, 14 POINTS) 


Charms an opponent's mind, temporarily eliminating him from combat. Effect. 
Duration: 7 seconds. 


Target does not move toward Geralt while he is casting M. Increases the 
effectiveness of Axii in dialogues. Additional effects are as follows: 


DELUSION (3 LEVELS) 


level Additional Effects 


time 
g time. | 


— |a 
ERES бан 
Reduces Axi c 


Points in branch needed to unlock: 0 


Notes: Do you want to seek alternate solutions to problems when verbally 
sparring (rather than physically sparring) with characters? Three points spent. 
here guarantees that any dialogue choice that can be influenced by Axii always 
goes in Geralt's favor, Outside of conversations, this serves to stall foes, or 
stagger them at Level 3. Also use this to slow a foe enough to attack from the 
side or behind (where you can deal additional damage with a Doppler decoction, 
for example); try this on a bear before challenging something more monstrous! It 
is also used to tame horses, calm Roach, and bewilder peasants. 
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Ba AY PUPPET (3 LEVELS) 


Alternate Sign Mode. Targeted enemy briefly becomes an ally and deals more 
damage, as follows; 


Enemy Damage (%) 


1 20% more Damage — — | 
2 40% more Damage 
3 60% more Damage 

Points in branch needed to unlock: 6 


Notes: Remember you need to hold down the Signs button in order to attempt 
this amusingly potent ability: with a glow of Axii behind the eyes, your chosen foe 
starts to attack his previous brethren (and their name turns from red to orange), 
causing no end of chaos, and helping you in the process! This helps immensely, 
allowing you to turn troublesome foes (such as Bandit leaders, or those with two- 
handed weapons or shields, or archers) into allies. Another fine trick is to cast it 
twice on airborne foes; the second time it stuns them out of the sky, allowing you 
to skewer them easily. This also nullifies large foes for a few seconds (depending 
оп your Level and that of the opponent); so try it on a Cyclops for example; 
effectively stunning it before trying a hard-hitting attack. 


а. INTENSITY (5 LEVELS) 
Increases Axii Sign intensity by the following amount: 


Intensity ( 


Points in branch needed to unlock: 18 


Notes: Just like the other Intensity abilities for other Signs, this enhances your 
already-impressive offense techniques when it comes to Axil If you enjoy 
flummoxing foes with Delusion or Puppet, for example, and you wish the Cyclops 
you're controlling wouldn't shake off the effects of Puppet quite so quickly, then 
select this. Usually, Signs such as Yrden and Quen are utilized more often, so this 
ability is more for archetypes with Axil as their main focus. Don't forget your Axit 
Glyph and equipment that raises the general Intensity of all your Signs, which 
stacks with this. 


E DOMINATION (3 LEVELS) 


Two opponents can be influenced by Axii at the same time, though the effect is 
weaker by the following amount: 


Points in branch needed to unlock: 28 


Notes: Unless you're insisting on murdering city guards just for fun, by the time 
you get to unlock Domination, you may not need to influence two opponents 
rather than one, as a single foe acting confused or fighting on your behalf (or 
casting Delusion or Puppet twice) is almost as effective as Domination. But for 
‘additional crowd control, and true mastery of Axii in all its forms, this is a 

good addition. 


ALCHEMY (ABILITY BRANCH: 90 POINTS] 


Alchemy is the source 
of a Witcher's fearsome 
Crafting power. AS 
training begins, 
Witcher candidates аге 
mutated with lesser 
mutagens that enhance 
speed, endurance, 
strength, and grant 

the tremendous 
regenerative abilities 
required to imbibe 

the toxic decoctions 
they consume. This ancient knowledge is also used to brew potions, create 
bombs that can be thrown at targets with a large area of effect, and prepare 
‘sword oils that augment damage to specific breeds of monster. 


Whether you're crafting oll to coat on blades, turning an 
alarming facial color after too many poisonous potions and 
decoctions, or wanting lo dismember everyone with bombs. 
There's something here for you. 


Don't overlook a few of these abilities if you think you're more comfortable 
creating a Combat or Signs-focused build, as certain Alchemy abilities (such as 
Synergy) offer incredible bonuses to any part of your Character Tree. 


BREWING ABILITIES (4 ABILITIES, 18 POINTS) 


Enables the brewing and drinking of Witcher potions. 
B Ж HEIGHTENED TOLERANCE (5 LEVELS) 
Increases potion overdose threshold by the following additional amount: 


Notes: Before choosing this ability, and the Acquired Tolerance in the Mutations 
branch, every potion and decoction you take adds to your Toxicity percentage. 
Reach over 80% Toxicity, and you lose Vitality; the “potion overdose threshold." 
Hit 100% Toxicity, and you can't drink any more potions and decoctions. 
Heightened Tolerance solves this problem (thus allowing more potions to be 
supped) by increasing the level at which you start losing Vitality due to Toxicity, 
However, your total Toxicity level does not change; making Acquired Tolerance 
more helpful as a first ability. Choose both in time, allowing you to easily drink 
four potions without poisoning yourself 


Each potion dose imbibed heals a percentage amount of maximum Vitality, 


REFRESHMENT (5 LEVELS) 


Amount (%) 


| Points in branch needed to unlock: 8 


Notes: Normally, to heal during combat, you would attempt to scarf down food, 
swig a Swallow potion, or use Quen Active Shield. For those well-versed in 
alchemy, having any potion grant you additional Vitality recovery is a fantastic 
way to gain a second use out of all your potions. You are also encouraged to 
raise your total Vitality (via green Mutagens or abilities) as the percentage 
increase is for your total health. The only problem is reaching a Toxicity level 
faster, so employ Heightened and Acquired Tolerance to help with this 


B DELAYED RECOVERY (3 LEVELS) 


Potion effects don't wear off until potion Toxicity falls to a certain percentage 
amount of the maximum level. 


Level 


Amount (%) 


Notes: I! you are investing into an Alchemist archetype, this ability is excellent for 
getting the most use out of your potions. For long fights, and if you're willing to 
manage your toxicity with careful imbibing of potions, you can ensure you have 
multiple potions effects going for significantly longer than usual. Also employ 
other Abilities to ensure your Toxicity stays high without detrimental side effects, 
such as Acquired Tolerance. 


B: EFFECTS (5 LEVELS) 


Imbibing a potion gives a percentage chance of activating the effects of another 
randomly-selected potion, without additional Toxicity cost. 


Chance (%) 


Notes: This is another ability that is perfect for an alchemist archetype that 

is focusing on potion and decoction drinking to win battles, but isn't usually 
taken by hybrid build characters. As the random nature of this ability means 

the secondary effects of potion may not be helpful (such as Killer Whale being 
activated їп а fight on land), this means you need to know what the effect is, and 
what bonuses it gives you to get the most out of it. Other times, you receive a 
fantastic bonus that turns the tide in battle. Entertaining, rather than optimal 


B OIL PREPARATION (4 ABILITIES, 18 POINTS) 
Enables the creation of oils that can be applied to swords. 
B К POISONED BLADES (5 LEVELS) 


Oil applied to blades gives a percentage chance of poisoning the target on each 
hit. The chance is greater the higher the level of oil used. 


Notes: Remember to coat oil on your chosen blade for this to be effective! 
Assuming you have maximum Adrenaline Points, or helpful abilities that quickly 
increase your APs (Combat abilities, Resolve, Razor Focus), then this can cause 
a huge amount of damage with a single strike. This favors a well-timed strong 
attack on a foe to ruin their chances of survival. 


а ВОМВ CREATION (4 ABILITIES, 18 POINTS) 


Enables the creation of handheld bombs that can be thrown at enemies, or 
dropped down Monster Nests. 


[а | STEADY AIM (3 LEVELS) 
Time is slowed a further percentage amount while aiming bombs, as follows: 


EH = 15% 

2 30% 

3 45% 
Points in branch needed to unlock: 0 


Points їп branch needed to unlock: 0 


Notes: If you're using oils, you need to be using this! As long as you have the 
correct oil on a given enemy, there's a chance you may poison your foe, This is 
especially useful against monsters that are the target of a Witcher contract, or 
foes that regenerate health, Don't forget to further augment your chances by 
selecting blades with a poison chance (such as the Viper Venomous Swords) and 
the Morana Runestones. 


m Ж PROTECTIVE COATING (5 LEVELS) 


Adds additional protection against attacks from the monster type the oil targets, 
as a percentage: 


Added Protection (%) 


2 
3 
4 


5 | 
Points in branch needed to unlock: 8 | 


Notes: Let's assume you are diligent at learning how to craft ай the available 
olis, and have a bestiary full of information regarding what oils to coat your blade 
with before each fight. Now you have the ability to shrug off up to a quarter of 
any damage a foe might inflict on you. Conjure Quen to further your cause, and 
you soon find a combination of defenses proves highly effective. Only refrain 
from this ability if you feel your dexterity at dodging and general avoidance of 
enemy strikes makes it moot. 


К FIXATIVE (3 LEVELS) 


Blade oils last an additional amount of time, as a percentage of the usual time: 


Time (% 


Points in branch needed to unlock: 20 


Notes: This is a straightforward ability to understand, and should be taken only 
if you're finding that your oil is wearing off too soon during a fight. Level 3 of this 
ability may not be needed at all (especially as oils are relatively easy to craft); 
you don't need to coat a weapon in oil once the foes you used it on are lying 
dead at your feet! 


Bx HUNTER INSTINCT (5 LEVELS) 


When Adrenaline Points are at their maximum, critical hit damage against the 
targeted enemy type is increased by the following amount: 


Notes: If you're trying to manually aim bombs in a fight, and you're finding 
yourself overwhelmed, especially against fast and aggressive enemy types, use 
Steady Aim: It allows you to take a little more time to perfect a throw, and score 
a maximum effect for every bomb you use. If, however, you're finding you only 
use bombs occasionally, or you have quick enough manual dexterity, there are 
other, more important abilities to spend a hard-earned point on. 


PYROTECHNICS (5 LEVELS) 


All bombs, even those that usually do not inflict damage, now deal additional 
damage in addition to their normal effects, as follows: 


Notes: While it's always helpful to increase the damage every time something 
explodes next to an adversary, the amount of damage caused doesn't scale as 
you increase in experience levels, meaning you could use other abilities to cause 
much greater damage compared to this. However, early on in your adventure, 
this is much more of a help. 


[> | EFFICIENCY (5 LEVELS) 


Increases the maximum number of bombs in each slot by the following: 


Number (Bombs) 
+1 


u're usually able to carry up to four bombs of the same type in each 
quick menu slot, ready to be lobbed at enemies. Efficiency ups this total, so at 
Level 5 you're able to carry nine bombs in either slot instead. That's 18 bomb- 
throwing opportunities before you need to delve into your Inventory Menu to find 
more explosives! If you're using bombs frequently, this is great, though it doesn’t 
increase potency or other effects at all, only what you can carry. If it's taking 
more than eight bombs (four in each slot) to take down foes in a fight, choose 
this. If you can manage without a large amount of explosives in your breeches, 
ignore this (especially if you don't have nine bombs to place in a slot!). 


Bx CLUSTER BOMBS (5 LEVELS) 
Upon detonation, bombs separate into explosive fragments: 


Fragments. 
1 20% = 
2 40% 
3 —. = 
4 80% 
EE 5 100% =| 
Points in branch needed to unlock: 28 
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“Notes: If you're really pushing the plan to destroy foes purely by explosive 
warfare, this is the ultimate in dismemberment! Though you take damage if 
struck by your own bombs, it is usually worth it for the entertainment value 
alone. Interior locations with multiple foes become horrific dismemberment 
abattoirs! It essentially tums any bomb into up to six fragments that detonate 
with the same force as the main bomb. Remember that Grapeshot already 
‘Separates before exploding, so the effects aren't quite as severe. But for 
everything else, expect carnage! 


B MUTATION (4 ABILITIES, 18 POINTS) 


Enables the extraction of mutagens from the corpses of powerful monsters. 
Witchers use these to grant their bodies new abilities. Note these are distinct and 
different from the Mutations Menu. 


H ACQUIRED TOLERANCE (3 LEVELS) 
Every known particular level of an alchemy formula increases maximum Toxicity 
by. 

Level 
E — 


Formula Level 


Notes: Before choosing this ability, and the Heightened Tolerance in the Brewing 
branch, every potion and decoction you take adds to your Toxicity percentage. Reach 
over 80% Toxicity, and you lose Vitality; the “potion overdose threshold." Hit 100% 
Toxicity, and you can't drink any more potions and decoctions. Acquired Tolerance 
‘solves this problem by raising your total Toxicity level. Even though you still lose 
Vitality when you reach 8096 of your total Toxicity, that Toxicity is bigger (effectively 
doubled), and is therefore more helpful than Heightened Tolerance. Choose both in 
time, allowing you to easily drink four potions without poisoning yourself. 


TISSUE TRANSFORMATION (5 LEVELS) 
When consumed, mutagen decoction increases maximum Vitality by a set 
number of points for decoction's effective duration: 


Level Increased Vitality (Poi 


Notes: If you're experimenting with Decoctions, including drinking two at once to 
gain multiple bonuses during battle, and don't want to worry too much about the 
Vitality drain from becoming to “toxic,” invest in this ability. If you've invested in the 
wo "Tolerance" Alchemy abilities, this can up the number of decoctions, and grant. 
you a huge bonus to your health (without it reducing due to you being poisoned by 
decoctions, as your threshold for tolerance is raised). Do you need more Vitality in a 
fight, and enjoy the taste of a decoction (or four)? Then pick this ability! 


B SYNERGY (5 LEVELS) 


Increases bonus for mutagen placed in mutagen slot by an additional amount, 
as follows: 


Level Amount (96) 


Notes: Want a potentially massive boost in mutagen effectiveness? Then access 
this ability. If you've spent points evenly between the Combat and Alchemy 
branches just to unlock this, then maximize this ability's effectiveness. Geralt is 
а formidable monster in melee combat with the right mutagens! For example, 
let's say you have a Greater Green Mutagen (+150 Vitality) in one of your four 
character slot areas, along with three Alchemy abilities (raising your Vitality to 
+600). Add a Level 5 Synergy, and you gain an additional 300 Vitality (+900). 
Are all four character slots using Greater Green Mutagens (with an all-Alchemy 
archetype)? Then your Vitality shoots up to +3,600! Remember this only applies 
to Green Mutagens. 


B ADAPTATION (5 LEVELS) 
Extends effective duration of all mutagen decoctions by the following amount: 


Notes: Remember this only affects decoctions, rather than potions. If you're 
Alchemy-based in your abilities, this is a superb skill to acquire, though you 
аге encouraged to check whether decoctions are running out during combat 
first. If you need the extra time, or wish to move from combat to combat with 
decoctions working continuously (and have the Toxicity tolerance to help cope 
with the Vitality drains), this is a great idea. Otherwise, you may wish to ignore 
this for other abilities (especially if you find decoctions easy to craft). 


В reat oF THE GRASSES (4 ABILITIES, 18 POINTS) 


Mutation that lets Witchers withstand the toxicity of potions that would kill 
normal people. Note these are distinct and different from the Mutations Menu. 


B FRENZY (3 LEVELS) 


If potion Toxicity is above 0, time automatically slows when an enemy is about to 
perform а counterattack. The slowing effect and duration increase as follows: 


Slowing Effect and Duration 


Notes: If you're known to partake in copious potion-chugging, this is amazingly 
useful; the ability to read when an enemy is about to counter-attack, and have 
the time to properly react to it, can be game-changing. So long as you have 
Potions to use, you can receive something positive out of the Toxicity that is 
building up inside Geralt. However, later into your adventure, when you've 
correctly timed your parrying, this becomes less useful, as it is highly situational, 


B ENDURE PAIN (5 LEVELS) 


Increases maximum Vitality by the following amount, when Toxicity exceeds the 
safe threshold: 


Amount (%) 


Notes: This ability remains dormant at all times until the decoctions and potions 
you've taken cause your Toxicity tolerance levels to be reached. Instead of a 
large Vitality loss and a slow reduction in your health, your Vitality increases. 
instead. There are other ways to stop Vitality loss (the “Tolerance” abilities for 
example), making this less effective, especially if you don't take multiple potions 
and decoctions in every fight. But if you do, and don't have the Vitality to finish a 
fight while being poisoned by your own drinking habits, choose this ability. 


B FAST METABOLISM (5 LEVELS) 
Toxicity drops by a set number of points per second faster than normal. 


Points per Second 


Notes: This ostensibly allows you to swig down more potions and decoctions 
80 your Vitality losses once you reach unsafe Toxicity levels are minimized. 


While this sounds great in theory, and is a good choice if you aren't building а 
character that is utilizing linked alchemy abilities to flirt with keeping Toxicity 
high, it usually isn't necessary if you've purchased Acquired Tolerance, or simply 
don't drink multiple decoctions in a fight (to reach unsafe levels). It is also опе 
of the few abilities that shouldn't be partnered with another ability; Delayed 
Reaction is far less effective if your Toxicity reduction is sped up. 


u KILLING SPREE (5 LEVELS) 


If potion Toxicity is above 0, each opponent killed increases the chance for a 
critical hit by an additional amount, as follows: 


Level 


Points in branch needed to unlock: 28 


Notes: This works with potions rather than decoctions, and basically allows 
you a greater chance of scoring a critical hit for bonus damage. This is highly 
situational (you need to have used potions so your Toxicity is over zero, and you 
need to have a good Critical Damage bonus once the hit actually wounds a foe), 
but it does stack with your other attacks that have a critical hit chance. The 
biggest problem is the large number of points needed to access Killing Spree. 
‘After 28 ability points are spent, you may well be defeating foes without the 
need for this extra critical hit chance, and there are much more potent Alchemy 
abilities to spend your points on (like Synergy). 


Bl GENERAL (ABILITY BRANCH: 20 POINTS) 


The General Abilities = - 2 
branch does not 
focus on any given 
aspect of a Witcher's 
skills, However, the 
abilities found here 
can influence your 
overall archetype. You 


сап purchase any of 

the 20 abilities here at General Abilities are color-coded yellow, and offer a variety of 

апу time you like (none alert Some of he best are the Techniques, granting amazing 
P wy armor bonuses for only one ability olet (such as Griffin Schoo! 

need to be "unlocked", Techniques, offering excellent fo poor Sipa. 

and each one costs only and Stamina for each piece of medium armor you wear)! Use 


‘them lo gain statistical bonuses depending on the armor you 
wear. Pictured is an example of Aard at its maximum intensity; 
look at those bandits fly! 


a single point (none of 
them have Levels“). 
However, unllke groups 
of Combat, Signs, or Alchemy abilities, these do not "stack" together with 
Mutagens, lessening their usefulness. As you progress, you may find no more 
than three of these abilities are needed when perfecting a character build. 


mM METABOLISM BOOSTS 


If available, Adrenaline Points will be consumed to reduce the Toxicity cost of 
drinking potions by 33% per point. Does not affect mutagen decoctions. 


[Points in branch needed to unlock: 0 


mn ADVANCED PYROTECHNICS 
Damage dealt by a bomb's explosion generates 0.1 Adrenaline Points. 


[Points in branch needed to unlock: 0 


Notes: You're usually employing bombs at only limited points during your 
adventure. But if you're lobbing explosives at foes more often than slaying 

with swords, give this ability a chance; the Adrenaline Points it helps generate 
(through damage; you must hurt a foe with a bomb!) helps you continue the. 
fight. Note that bombs which explode into fragments, and therefore inflict more 
damage (and to multiple targets) generate more APs. However, it is usually better 
to utilize Combat abilities (as each gives an AP gain) instead. 


E BATTLE FRENZY 


Instead of its previous effect, Battle Trance now increases critical hit chance by 
8% per Adrenaline Point. 


[Points in branch needed to unlock: 0 


Notes: Battle Trance is a branch of your Combat abilities, and each time you land 

a blow in combat, Adrenaline Points are generated. Each AP increases weapon 
damage by 10 percent. But with Battle Frenzy, each AP increases your critical hit 
chance by eight percent instead. This is helpful for character archetypes where your 
critical damage is large, but your chance of scoring a critical hit is low. Of course, 
you can also use it with characters that already have a higher chance to score 
critical hits, and almost guarantee a critical hit for each attack! Simply check to see 
how impressive your critical damage is first, so you're maximizing this ability. 


STRONG BACK 
Maximum inventory weight is increased by 60. 


[Points in branch needed to unlock: 0 ] 


Notes: This is a helpful "spare" ability to purchase and utilize when you're foraging, 
rather than preparing for a difficult battle. Before you choose it, think about the 
weight bonuses that adding Saddlebags to Roach gives you, and the items you can 
store in your Stash chests. If you still need more carry weight, pick this. 


m GORGED ON POWER 


The bonus from a chosen Place of Power lasts indefinitely — but one such bonus 
can be active at a given time. 


[Points in branch needed to unlock: 0 


Notes: Though this isn't as useful as one of the three "Techniques" General 
abilities or Rage Management, having а permanent bonus from one of the Places 
of Power (which increases the intensity of one of your five Signs) is moderately 
beneficial. But remember you still have to equip this ability into а slot, so this 
takes away a bonus that may stack, or offer larger bonuses when partnered 

with а Mutagen (such as linking three Signs abilities together in your Character 
Menu). Also, with Fast-Travel you're always less than 30 minutes away from a 
Place of Power to redraw the power from (30 minutes being the time the power 
normally lasts for). 


n BALANCED DIET 
Vitality Regeneration after eating lasts 20 minutes. 


Notes: This can be helpful if you haven't bothered to place many points into 
Alchemy to build up your tolerance, or you want to drink more Potions as combat 
progresses. The Adrenaline Point deduction can be worrying if you're using other 
abilities (like sword attacks!) that require Adrenaline too, so check the benefits 
of swigging multiple potions outweigh your AP drain. Beware of using this with 
certain abilities (such as Endure Pain) that actually require а Toxicity level, as this 
makes acquiring a high Toxicity more difficult! 


El TRICK SHOT 
You can shoot one additional bolt before you must reload. 


[Points in branch needed to unlock: 0 ] 


Notes: This affects any "Food" items only, such as dumplings and other goods 
found sold primarily by Innkeeps. Though helpful, there are much more potent 
potions to use during combat, and the simple act of Meditation restores Vitality 
once combat is over. However, if you lack potions and decoctions, and primarily 
use food during fights to increase your health, this is most helpful. 


B IN COM FIRES 
You ignore bomb and special bolt effects. 


[Points in branch needed to unlock: 0 


S| 


Points in branch needed to unlock: 0 


Notes: If you're finding it troublesome to fiddle with your crossbow string every 
0 often, and you're focusing on an archetype that is mainly planning on dropping 
every foe using a crossbow from a distance, then this is marginally useful. But 
there are many more helpful abilities. Think about how often you're reloading а 
crossbow in fights compared to, say, using a sword and requiring an Adrenaline 
boost. If the answer is “not as often," then this ability may not be for you. 


Notes: One of the biggest drawbacks when using bombs or special bolts at 
close range, is being struck by shrapnel, or the after-effects of an explosion. This 
nullifies that completely, and is a reasonable choice for those wishing to engage 
foes (particularly crowds of bandits) in more brazen combat while juggling 
projectiles. The only negative of this ability, is the lack of obvious times when it 
helps you immeasurably (you can heal, or be more careful with your area-effect: 
weapons instead) but it does help fighting using bombs in confined spaces, n 
like dungeons. b 


MUTAGENS 


| ABILITIES AND | 


COMBAT 


РА 


n HEAVY ARTILLERY 


Bomb damage is increased by 200% — but the number of bombs in slots is 
decreased by 50%. This does not apply to bombs which deal no damage. 


Points in branch needed to unlock: 0 


Notes: For any bomb causing pain on your foe, the number you carry is halved, 
but the damage is doubled. This allows you to drop a well-aimed bomb on a 
large enemy or group of foes, and really decimate them with a single strike. 
The downside is if you miss! In addition, as this takes up an Ability slot, you 
may find that lobbing two bombs of regular damage is just as effective (and 
doesn't require you to purchase this skill). However, if you're wishing to clear 

à battlefields of enemies with a single bomb, or wish your bombs did greater 
damage (and you end up having some left over after each combat), pick this skill, 
then augment it by working at your Corvo Bianco Alchemy Lab (when unlocked, 
which adds one to each bomb count), as well as Efficiency and Cluster Bombs 
from the Alchemy Tree that help increase your bomb number and potency, too. 


H RELENTLESS ATTACK 


Each defensive action generates Adrenaline Points: Parries 0.1 points, 
Counterattacks 0.4 points, Dodges 0.3 points, Leaps 0.2 points. Cannot be 
activated more than once every 5 seconds. 


[Points in branch needed to unlock: 0 xl 


Notes: If you're the type of Witcher who tends to try a more defensive strategy 
when facing bandits and monsters, and find you're running out of Adrenaline 
Points, then give this ability а try. Though its biggest downside is its activation 
delay (once every five seconds), having a quicker regeneration of Adrenaline 
Points is always helpful. This allows you to use the enemy's attacks against 
them; Countering and claiming almost half an AP at the same time! Obviously, 
Counters and Dodges are the best way to increase your AP with this Ability as 
they have the highest partial-point number, so focus on those instead of Parrying. 
This forces you to perfect Counters, and therefore keeps you effective in combat 
for longer. However, you may have other ways to keep your APs up, making this 
Abllity unnecessary. 


SUN AND STARS 


During the day, Vitality regenerates by an additional 10 points per second when 
not in combat. At night, Stamina regenerates by an additional 1 point per second 
during combat. 


Points in branch needed to unlock: 0 


Notes: This is useful to start with, and especially so when attempting the Blood 
and Broken Bones! Or Death March! difficulty modes. The additional boosts to 
health and Stamina regeneration can be the difference between success and 
fallure. However, your Vitality can regenerate fully when you Meditate, and the 
lime of day means this isn't a constant regeneration of Stamina. A better plan is 
а fool-proof plan of purchasing abilities for a particular character archetype, and 
using Potions. 


n- ADRENALINE BURST 


Increases Adrenaline generation by 5%. Using Signs now generates 
Adrenaline Points. 


[Points in branch needed to unlock: 0 ] 


Notes: Useful earlier rather than later into your adventure, this is mainly utilized 
by those investing heavily in Signs, in conjunction with the Rage Management 
General ability (which allows you to cast Signs using Adrenaline Points). Combat 
‘Sign hybrids, who wish to use Ursine gear (with Adrenaline bonuses) but also 
‘employ Signs may also find this helpful. In the field, this simply allows you 

to cast Signs more frequently in combat. As you gain experience however, 

this becomes less helpful as your later Sign abilities tend to allow Stamina 
regeneration without the need for waiting, which is what this ability circumvents. 


1 rocus 


Adrenaline Points increase both weapon damage and Sign intensity. 


[Points in branch needed to unlock: 0 


Notes: Adrenaline, under ideal circumstances, only gets used up when you make 
use of an ability that requires it. Focus allows Adrenaline that isn't being used 
to increase your weapon damage and Sign intensity, effectively giving you free 
additional combat potential. 


It can also be combined with Battle Frenzy (a General ability listed previously) so 
that the Battle Trance passive bonuses are applied, along with the ones for Battle 
Frenzy. Though there are ways to increase weapons damage and Sign intensity 
by other means (the Sign Branches’ "Intensity" abilities that can increase Sign 
Intensity by far more than Focus), this is worth considering. 


B METABOLIC CONTROL 
Increases maximum Toxicity by 30 points. 


Points in branch needed to unlock: 0 


Notes: If you're drinking your own brews heavily and often, the extra points of 
Toxicity can mean the difference between using a White Raffard's Decoction in a 
heated battle, or not. However, the Alchemy ability Acquired Tolerance is a better 
bet; in the long run this adds much more to your Toxicity level, and there are 
other benefits for having an almost maxed-out Toxicity sooner, such as 

Delayed Recovery. 


B SURVIVAL INSTINCT 
Increases maximum Vitality by 500. 


[Points in branch needed to unlock: 0 


Notes: Though helpful in the early days of your adventuring, you should be 
focusing on abilities that stack with each other, and offer a constant regeneration 
of Adrenaline, Vitality, or Stamina. Simply adding to your health keeps you in 
fighting shape for longer, but think about investing your point into better sword 
skills or Sign abilities, Why not invest in Quen's Exploding Shield instead? 
Improve your combat prowess so foes find it harder to whittle down your Vitality! 


ЁШ» bear scnoor Tecniques 


Each piece of heavy armor increases the maximum Vitality by 5% and strong 
attack damage by 5%. 


Points in branch needed to unlock: 0 


Notes: If you are focusing on a character that uses the Strong Attacks from the 
Combat Branch of the Ability Tree, and also require a higher Vitality (which you 
сап add more to using Green Mutagens), this is a key ability and utilized time 
and time again for those wanting to wear (and gain the added benefits of) Heavy 
Armor. This bonus can get extremely high, as there are four pieces of armor 

to wear (torso, gloves, trousers, and boots). Remember that the Runewright's 
Glyphword “Heft” causes any armor to be treated as Heavy Armor, if you want to 
mix and match equipment but still use this bonus, 


Hx RAGE MANAGEMENT 


If your current Stamina level is too low, Signs can be cast using Adrenaline Points. 
Points in branch needed to unlock: 0 


Notes: This forms the foundation of many different archetypes, and should be 
seriously considered in almost every adventure. Partner this ability with other 
elements that increase your Adrenaline Points, such as Razor Focus or Ursine 
Witcher gear. Or Whirl, which actually generates Adrenaline Points! Then simply 
let rip with any and all Signs, and continue to cast (using Adrenaline) when your 
‘Stamina is depleted! With a number of methods of maintaining a reservoir of 
Adrenaline, you may never run out of Sign power again! Feel free to continuously 
light foes on fire with Igni, or cause damage while defending yourself with Quen 
Active Shield, with fewer worries about lacking Sign-casting capabilities. This is 
‘tremendous help for hybrid or Signs archetypes, and even pure Combat builds 
benefit (as you should have a healthy Adrenaline Point regeneration, allowing 
both swordplay and Signs without rest!). 


B- GRIFFIN SCHOOL TECHNIQUES 


Each piece of medium armor increases Sign intensity by 5% and Stamina 
regeneration by 596. 


[Points in branch needed to unlock: 0 ] 


Notes: Are you wearing Medium armor (or using the Glyphword "Balance" 

that allows any armor to be treated as Medium armor)? Does your character 
specialize primarily in magic that requires an impressive Sign intensity and 
‘Stamina regeneration? Then this is a must-have ability! Choose this as soon as 
possible, then find four pieces of medium armor (torso, gloves, trousers, and 
boots) to wear. This offers large and easy to obtain bonuses and should be the 
Cornerstone of a mage-style archetype. 


Hx CAT SCHOOL TECHNIQUES 
Each piece of light armor increases critical hit damage by 25% and fast attack 
damage by 5%. 


D STEADY SHOT 


Crossbow bolts deal 25% more damage. 


Points in branch needed to unlock: 0 


Points in branch needed to unlock: 0 


Notes: If you're utilizing a Combat-centric archetype and paying particular 
attention to Fast attacks, as well as scoring critical hits, then this is an 
exceptional ability, and the cornerstone of a build. It offers immediate and 
multiple bonuses (with only one ability point expended), as long as you're clad 
in Light Armor, such as the Feline torso, gloves, trousers, and boots. Alternatively, 
have the Runewright enchant the Levity Glyphword, turning any armor you're 
wearing into Light Armor, which also enables this ability 


Notes: You may find partnering the Marksmanship Combat Abilities, which also 
augment your crossbow, more helpful as you can place them with Combat 
Abilities for Mutagen bonuses, whereas this is a stand-alone ability. While it's 
helpful to tag a foe at range in fewer hits, especially when using bolts that you 
only have a finite supply of, the fact that there's an infinite supply of bolts means 
shots may not need to count in most situations. If you want to be the ultimate 
huntsman though, this is a good ability to add. 


N MUTAGEN BRANCH 


This branch simply lists all the Mutagens you have successfully collected, or created into Mutagens of a 
different size or color. The following chart lists all available Mutagens that can be used in conjunction with 
Activated Abilities (that are in your “slots”) to provide statistic bonuses for Geralt, as well as the type of 
creatures that may possess them. The chart concludes with a list of Lesser, Regular, and Greater Mutagens, 
and their effects. 


Mutagens increase the effectiveness of the Ability Tree that matches its color, and are also used when researching Blood and Wine 
Mutations. There are recipes for Mutagens to find as loot or for purchase from vendors, as well as ingredients you can grow in your 
Corvo Bianco greenhouse, ali found during the Blood and Wine Expansion, Add Mutagens to your Character Menu 
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Katakan Mutagen 01 ё Ed 
rachas Mutagen [X] E 55 
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Y MUTATIONS PANEL MENU 


Your adventures through the Duchy of Toussaint net you more than some fine wines and a series of gruesome 
 murder-mysteries to solve. It is here, after completing Blood and Wine: Secondary Quest: Turn and Face the 
Strange (see page 476), that you are able to finally unlock the full potential of your Mutations! 


Investigate the laboratory af the infamous Professor Moreau, which holds the secrets to the 
ultimate methods of mutation, along with recipes for Mutagens, once you complete the quest. 


74 


THE MUTATIONS MENU 


The Character Menu screen now has an additional area of interest: the Mutations 


menu, where you can invest ability points and mutagens in order to develop. 
brand new mutations. This eventually leads to four "Levels" of mutation 
research. Furthermore, you have one of 12 exceptional mutations you can pick 
from, which influences your various Combat, Signs, Alchemy, or a combination 


This is a brand new menu, and not directly related to the Mutations branch in the. 
Alchemy Menu. If you decide that the expenditure of Ability points and Mutagens 
| should be delayed until you've purchased a greater number of Abilities instead (ог 


ranks of an ability), you can do that instead. & j 


of abilities. 


‘As your Mutation research continues, it is important to note that the newly-unlocked Ability Slots are more related to the active Mutation than you may realize: 


* Firstly, the mutations don’t receive * Secondly, only Abilities directly related to the active Mutation can 
a linked bonus from any active be placed in these new slots. For example, if the active Mutation is 
Mutagens that are linked to the four “Bloodbath”, a Pure Combat Mutation, only combat-related ("red") 
groups of three “normal” Abilities in abilities can be placed in these slots. For example, if the active Mutation 
slots that you have chosen, is "Second Life”, a Combat/Signs/Alchemy Hybrid Mutation, then any of 
those three abilities ("red" "blue", or “green”) can be placed. 


+ Thirdly, General abilities cannot be placed on Ability 
Slots unlocked by Mutation research, This means 
you should pre-plan exactly how to place all your 
favorite Abilities to gain the maximum bonuses 
from the linked Mutagens! 


RESEARCHING MUTATIONS: THE MUTATIONS TREE MENU. 


Researching Mutations requires a great deal of Ability Points and Greater Mutagens 
(as the chart below indicates). The former are obtained every time you level up, each 
time you visit a Place of Power, and during a couple of quests. This means you need to 
put your usual ability selecting on hold while you research mutations. For this reason 
Mutation research is recommended once you already have filled your Character Menu 
slots with 12 abilities and four Mutagens; certainly after you reach Level 40, and 
usually during a New Game + (so you can collect all the Places of Power ability 

points again), 


The Mutations Menu Tree reveals a total of 12 different Mutations that are available for 
research, all centered around a central mutation known as Strengthened Synapses: 
This thirteenth mutation improves automatically when you develop other mutations (the 
unlocking process is known as "Stages"). As it does, it unlocks additional Ability slots. 
To begin with, here's a look at a fully-unlocked Mutation Panel Menu: 


O Deadly Counter: An initial pure Combat mutation. 
© Bloodbath: An unlockable pure Combat mutation. © Conductors of Magic: An unlockable hybrid mutation (Combat and Signs). 
© Magic Sensibilities: An initia! pure Signs mutation O Cat Eyes: An unlockable hybrid mutation (Combat and Alchemy) 


{© Metamorphosis: An unlockable hybrid mutation (Combat, Signs, 
and Alchemy). 


© Piercing Cold: An unlockable pure Signs mutation. 


© Toxic Blood: An initial pure Alchemy mutation. 
o Mutated Skin: An unlockable hybrid mutation (Combat and Alchemy). 


© Strengthened Synapses: The so-called “13th Mutation", which doesn't 
directly require Ability Points or Mutagens to improve, but instead increases 
in "Stages" as you unlock the other 12 Mutations. 


{© Euphoria: An unlockable pure Alchemy mutation 


© Adrenaline Rush: An unlockable hybrid mutation (Combat and Signs). 


© Second Life: An unlockable hybrid mutation (Combat, Signs, and Alchemy), 


RESEARCHING MUTATIONS: UNLOCKING YOUR FULL POTENTIAL 


The way the Mutation research menu unlocks allows you to research specific 
types (i.e. "colors") of mutations, or work your way out from the center of the 


Strengthened Synapses Stage 
(and new Ability Slots) 


Number of Mutations Unlocked. 


Mutations menu. For each Mutation you're interested in researching, highlight 0-1 0 
it, examine the mutation in the menu, and discover what it will take (in terms 2-3 1 
of Research Points, Greater Mutagens, and the unlocking of other Mutations) to 4-7 2 
unlock, For every three Mutations you fully unlock, your Strengthened Synapses 8-11 3 
‘mutation bar fills up one quarter and advances one Stage, as follows: 12 i 4 


‘As you can see from the labeled picture previously, the color of the lines show how you access the mutations on the outer edges of your Mutations menu, and the type 
("color") of the mutations you need to unlock first. The following chart gives a complete run-down of what it costs to fully unlock the power of all 12 mutations, and reach 
Stage 4 of “Strengthened Synapses”. Remember you don't have to unlock Deadly Counter first; any of the first three available Mutations can be yours once you pay for them! 


o on Type o Research Points to Unlock (Collective er Mutagens to Unlock (Red/B 
Deadly Counter Pure Combat None 20) 00 
Bloodbath Pure Combat Deadly Counter 360) 3/0/0 
Magic Sensibiltes | Pure Signs None j- 20 Om 
Piercing Cold Pure Signs Magic Sensibilities 36 0/3/0 
То Blood Pure Alchemy None 20) * 00/1 
Euphoria Pure Alchemy Toxic Blood 306) 0/0/3 
‘Adrenaline Rush | CombaUSigns Bloodbath and Piercing Cold 5 (15) 12% 
Second Life. Combat/Signs/Alchemy | Adrenaline Rush 10 (25) 111 
Conductors of Magic — | Combal/Signs Piercing Cold 5 (10 120 
Cat Eyes Combat/Alchemy Bloodbath and Euphoria. 5 (15) 1/0/2 
Metamorphosis CombalSigns/Ahemy | Cat Eyes 3005) їл 
Mutated Skin Combat/Alchemy Euphoria 5 (10) 1/0/2 
Totals 12 Mutations 1= 1 55 1010/10 


" 


You want to unlock the combat mayhem contained within the Deadly Counter Mutation. 
‘And why not? Simply select the Mutation itself, and spend two Research Points, along 
| With a Greater Red Mutagen to research the Mutation (collectively, total of five), and it 
|. is yours! As an added bonus, you can now access the Bloodbath Mutation, which was 

previously locked! 


Г 4 


|. You want to unlock the immense resurrection capabilities contained within the Second 

| Life Mutation. Nice! For this, you need to have first unlocked Adrenaline Rush (which itself 
required other Mutations to be unlocked; а total of 15 collective Research Points). Assuming 
all previous mutations were researched, spend another 10 Research Points (collectively a 
whopping total of 25), along with 1 Red, 1 Blue, and 1 Green Greater Mutagen, and it is yours! 
As this is one of the more “pricy” Mutations to unlock, no further Mutations are available on 
this branch; so unlock other parts of the Mutations tree afterwards, 


Aside from Research Points (gained by leveling up, completing two different quests, or finding 
a Place of Power for the first time), Greater Mutagens are gathered in the following ways: 


+ By collecting them from slain monsters (usually at the end of a Witcher Contract). 
* By finding mutagen diagram recipes in (random) loot, or purchased from vendors across. 
Toussaint. 


* By crafting Lesser Mutagens into Mutagens, and Mutagens into Greater Mutagens. Use the 
Alchemy Menu > Alchemy Substances section when crafting. 


= Be sure to visit your Corvo Bianco greenhouse (once you improve the property) to secure. 


© MUTATIONS TREE (55 ABILITY POINTS, 10 GREATER RED, BLUE, AND GREEN MUTAGENS) 


The ultimate deviation from the norm, researching these mutations may cost a lot of blood, time, and sweat, but the results are worthwhile! Not only do you unlock 
up to 12 mutations, one of which you can use at any time (and which you can swap freely between the mutations you've researched), but at each Stage in your 


Strengthened Synapses research, another Ability slot opens up, allowing you more room to place abilities and toughen  Geralt up even more than before! The following 


information details tactics related to each Mutation. After this, the Archetypes section flags additional recommended abilities to place in the newly-opened ability slots, 


and includes the recommended greater mutation, too. 


e DEADLY COUNTER (PURE COMBAT) 


Sword attacks deal 25% more damage to human opponents immune to 
counterattacks and monsters. In all other cases, if the attacker's Vitality is less. 
than 25%, a counterattack immediately triggers a finisher. 


Research needed to unlock: 2 Research Points, 1 Greater Red Mutagen 


Notes: This severely curtails combat against multiple humanoid foes, allowing 
you to automatically slay badly-wounded enemies quickly and with a flourish, 
assuming you've mastered the art of counterattacking by now! This helps when 
facing a whole horde of foes, such as the clearing of outlaw Hanses in Toussaint. 
It also means you needn't worry about timing a finisher if you're manually 
slaying the enemy. For foes that you can't kill with a “finisher” (monsters, for 
example), any sword attack grants you 25% of extra damage. Not 25 percent 
thought If your weapons are currently delivering huge damage anyway, a bonus 
of 25 points may not be exceptional, but remember this is for every successful 
hit (so Whirl attacks become much more potent, for example). 


e BLOODBATH (PURE COMBAT) 


Each fatal blow dealt by a sword dismembers the enemy or activates a finisher, 
Each blow dealt by a weapon in melee combat increases Attack Power by 5% 
until combat ends (to a maximum of 250%). The bonus is lost if you take damage 
(not including damage from Toxicity) 


Research needed to unlock: Deadly Counter Mutation, 3 Research Points, 3 Greater. 
Red Mutagens 

Notes: The dismemberment or finisher part of this Mutation are more or less 
for show, and essentially add a huge dollop of gore and flying appendages to. 
every combat, and the finisher means manually timing an enemy execution is 

a thing of the past. But the real boon to your combat prowess comes with the 
percentage increase of Adrenaline Points every time you successfully land a 
Critical hit. This allows Abilities (and Character Archetypes) that are purposefully 
chosen for high critical chances become even more deadly, and combat can 

be lengthened as your APs are prolonged before becoming depleted. Consult 
Abilities and weapons that increase your Critical Hit chances to really make this 
mutation shine, and the blood flow! 


@ MAGIC SENSIBILITIES (PURE SIGNS) 

Signs can deal critical hits. Critical hit chance and damage depends on Sign 
intensity. Opponents killed by critical hits from Signs explode. Based on your 
current statistics, additional information is shown regarding the exact bonus. 
Research needed to unlock: 2 Research Points, 1 Greater Blue Mutagen 

Notes: This is a superb bit of “extra offense” those with a majority of Signs 
abilities should seriously consider using. Any Sign that already damages an 
‘enemy (including as the alternate sign modes of Yrden or Quen, as well as Aard 
and igni) has a change to inflict a critical hit. 


To really unlock this Mutation's full potential, however, you must purchase 

and use as many Signs as possible, including the third "tier" of Sign abilities. 
(the "Intensity" and employ them with Greater Blue Mutagens to heighten the 
chances of a critical still further; you want the highest "Sign Intensity" rating їп 
your Inventory menu that you can muster. That way you can see your foes writhe 
in agony before you, then detonate in a disgusting explosion of fleshy chunks! Е 


e PIERCING COLD (PURE SIGNS) 


When the Aard Sign is cast, it additionally has a 2596 chance of freezing 
opponents. Opponents knocked down and frozen simultaneously die 
immediately. Opponents who are not frozen are dealt an additional amount of 
damage which scales with Aard sign intensity. 

Research needed to unlock: Magic Sensibilities Mutation, 3 Research Points, 3 

Greater Blue Mutagens 
Notes: If you rely on this Sign more than most, then this Mutation is incredibly 
useful. When attacking groups of human-sized opponents (including airborne 
monsters like harpies), this can stop hordes dead in their tracks, and allow you 
to mow through crowds of humans in seconds, selecting only the toughest foes 
(that are still standing) to finish off while they attempt to free themselves from. 
the freezing effects of your Sign. Obviously, focus all your Ability points on Aard | 
to make the most of this Mutation, and remember that larger monsters (like D 


 Cyclopses for example) aren't immobile when frozen, but simply slowed down 
by a great amount. For others, the benefits of having mutations with less specific 
uses (Piercing Cold is only useful in conjunction with Aard) is of greater interest. 


e TOXIC BLOOD (PURE ALCHEMY) 


Each time you are injured in melee combat, the attacking opponent receives. 
damage in the amount of 1.5% of damage dealt for every point of your Toxicity 
level (to a maximum of 150%). 

Research needed to unlock: 2 Research Points, 1 Greater Green Mutagen 

Notes: Though this is situationally dependent, and requires a thorough use of 
potions and decoctions (and perhaps Abilities that allow you to shrug of the 
effects of being poisoned), as well as being struck by an enemy's blow, it allows 
you to dish out damage by means other than your swords and Signs. Many 
Witchers may not wish to be struck, in which case this Mutation is not for you; 
but those that have fallen by being overwhelmed or attacked from the flanks or 
behind, and use potions and decoctions almost exclusively, will find the extra 
“safety” afforded by this Mutation to be well worth the damage foes inflict on. 
you. Just ensure your Toxicity level is the highest it can be, so the wounding is 
worth absorbing, and obviously use healing tactics (potions, Quen, etc.) to ensure ? 
no wounds are fatal to you! 
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Q EUPHORIA (PURE ALCHEMY) 


'Each point of Toxicity increases damage dealt by swords and Sign Intensity by 
0.75% (to a maximum of 75%). 


Green Mutagens 
Notes: If you're a well-rounded character who employs alll types of offense in 
Combat, or you're focusing on Alchemy and your swords and Sign strikes are 
normally a little weaker than you'd like them to be, this Mutation solves that 
problem! As long as you maintain your Toxicity levels and keep them “artificially” 
high through Attributes designed for Alchemy-related archetypes, you can have 
the added flexibility of additional sword damage and Sign intensity. This added 
benefits can mean you're swigging down potions and decoctions you don't 
usually need, just to get the extra benefits of your swords and sorcery: Just 
don't poison yourself without knowing how to keep your Toxicity levels high, and 
yourself alive! 


@ ADRENALINE RUSH (COMBAT/SIGNS) 


At start of combat, sword Attack Power and Sign Intensity increase for 30s by 
30% for each foe (after first). So, when fighting 11 foes, the bonus is 300%. 
‘Once it wears off, sword Attack Power and Sign Intensity drop by 10% for each 
participating foe after first (modifier cannot exceed 70%). Duration: 30 seconds. 


Research needed to unlock: Bloodbath and Plercing Cold Mutations, 5 Research 
Points, 1 Greater Red Mutagen, 2 Greater Blue Миларепа | 

Notes: Useful for characters employing both Signs and swords in combat, 

‘and those hoping combat will last no longer than 30 seconds (after which 

the 15 percent decrease kicks in, meaning elongated battles don't favor this 

Mutation). While a “риге” archetype, relying on just combat, signs, or alchemy, 

has mutations with more focus in its advantages, this is a spectacular mutation 

to try, simply because it rewards you the higher your attack power or intensity 

i$; 30 percent better Attack Power from a sword and bonuses that inflicts 

1,000 damage is obviously better than one inflicting only 100 damage. If you're 

Confident in a quick victory, this offers sizable gains in attack power and Sign 

intensity, But if you're more focused on a single style of combat (only using 

Signs, for example), other Mutations with a more specific benefit might be more 

to your liking. 


Q SECOND LIFE (COMBAT/SIGNS/ALCHEMY) 


When Vitality reaches 0, you become temporarily invulnerable and regenerate 
100% vitality. This effect can only be triggered once every 180 seconds 
(three minutes). 

Research needed to unlock: Adrenaline Rush Mutation, 10 Research Points, 1 | 

Greater Red 11 Greater Blue Mutagen, 1 Greater Green Mutagen 
Notes: Quite simply, this makes you immortal, providing you can survive for 
three minutes after а regeneration. For those attempting New Game + on the 
most difficult setting, this is incredibly helpful. However, by the point you reach 
in your adventuring where this Mutation is accessible, you may have trained 
sufficiently to ensure you're never killed in combat, making this Mutation moot. 
Though there's nothing more powerful than returning from the dead, perfecting 
your potion intake, Sign use, swordplay, and projectile combat to ensure you're 
ready for any type of combat without worrying about death, and choosing a 
different Mutation, is another option to consider. Or reloading your game. 


© CONDUCTORS OF MAGIC (COMBAT/SIGNS) 


When drawn, magic, unique, and Witcher swords increase Sign damage dealt by 
50% of their own damage dealt. 
Ir ED e SRE RT Greater 
Red Mutagen, 2 Greater Blue Mutagens 
Notes: For those that care for the quality of the blades they are carrying, and 
‘also employ Signs during combat, this is an interesting Mutation to consider. 
Choosing the very best blades involves seeking out and having Witcher gear 
crafted for you; Grandmaster Griffin, Feline, Ursine, Wolven, or Manticore swords 
are the very best around, and coupling a steel and silver sword of a Witcher 
School (chosen based on your style of archetype) enables you to increase your 
Sign Intensity to even more potent levels. Assuming Sign Intensity is something 
you lack, but wish to increase, this is an excellent choice. 


e CAT EYES (COMBAT/ALCH EMY) 


Crossbow damage is now increased, and crossbow critical hit chance is 
increased by 50%. Crossbow bolts pierce and knock down or stun opponents. 
Opponents struck when they have full Vitality lose 15% of Vitality 

Research needed to unlock: Bloodbath and Euphoria Mutations, 5 Research Points, 
1 Greater Red Mutagen, 2 Greater Green Mutagens 

Notes: For those seeking the ultimate huntsman, partner this Mutation with 

the very best quality crossbow you can find, as well as bolts that are either 
normal or have a specific enhancement to them. The damage each bolt inflicts is 
technically tripled, aiming the weapon becomes even easier, and you can line up. 
multiple targets to skewer them with a single shot! 


e METAMORPHOSIS (COMBAT/SIGNS/ALCHEMY) 


Applying critical effects to opponents activates a random decoction for 120 
Seconds with no Toxicity cost. The maximum number of decoctions that can be 
activated simultaneously by the mutation is three. Witcher Senses help you see 
better in dark places. 

Research needed to unlock: Cat Eyes Mutation, 10 Research Points, 1 Greater Red 
Mutagen, 1 Greater Blue Mutagen, 1 Greater Green Mutagen 

Notes: There's a reason this requires 10 Ability Points to unlock, as well as a 
Greater Mutagen of each color; it's an incredibly potent Mutation that benefits 
those with offensive capabilities that cause critical effects to opponents. Now, 
for each critical you inflict, a random decoction also occurs, Can you stack 
normal decoctions on top of these "free" ones? Yes (as long as you don't have 
more than three active at once). Having a decoction without Toxicity penalties is. 
incredibly useful, as you can hope the benefits of the random decoction augment 
your attacks without worrying about after-effects, or managing potions or other 
 decoctions[md]which is also great if you haven't bothered with Alchemy at all. 
But for true Alchemists, or those that want to pick specific bonuses for each 
fight, the random nature of this Mutation may put you off. Remember the non- 
‘combat effect this also has; put out your torch or ignore the Cat potions їп favor 
of using Witcher Senses to see in the dark! 


e MUTATED SKIN (COMBAT/ALCHEMY) 
Each Adrenaline Point decreases damage received by 15% (to a maximum of 45%), 


Research needed to unlock: Euphoria Mutation, 5 Research Points, 1 Greater Red 
Mutagen, 2 Greater Green Mutagens 
Notes: If you require extra protection due to the Archetype you have created, 
over the armor you've crafted and the combat tactics you employ, then toughen 
up with this Mutation. Just like Toxic Blood, this presupposes you're letting the 
enemy successfully strike you in order to apply the benefits of this mutation, 
which isn't usually how to win fights, though this is great for maneuvering 
through environmental hazards like ground spikes, or shrugging off enemy hits 
before retaliation. Obviously, choose abilities that raise your Adrenaline Points as 
quickly as possible so you can keep your damage reduction up; so you end up. 
ignoring almost half of the attack inflicted. 


WITCHER'ARCH ETYPES 


A Witcher possesses a wide variety of skills needed to survive the things their profession demands of them. In Witcher 3: Wild Hunt, you have the chance to customize 
Geralt the way you want, and maximize his effectiveness based around how you want to tackle the challenges you face. With so many ways to customize Geralt, 
one of the greatest challenges of Witcher 3: Wild Hunt is simply deciding how to set yourself up to be truly effective. After hundreds of hours of adventuring, we have 


provided you with a dozen Witcher Archetypes that can help you understand more about the importance of armor, weapons, combat, signs, alchemy, runes and glyphs, 


‘mutations, and more! 


SPENDING YOUR TIME WISELY: CREATING YOUR WITCHER 


The key to creating an entertaining, flexible, and powerful Archetype is to focus 
оп the type of ways you like to survive and fight. 


OVERALL ARCHETYPE 


If you're purely interested in using swords (and to a lesser extent, the crossbow), 
look primarily at Combat Archetypes with a couple of General Abilities. If you 
enjoy using magic against foes, Signs are the way to go. Should you feel the 
need to concoct potions, bombs, decoctions, and oils, focus on an Alchemy build. 
If you're intending on adventuring at a higher difficulty, pick a Hybrid build where 
two (or more) Ability branches are chosen. 


STATISTICAL PROWESS AND 
COMPLEMENTARY ELEMENTS 


The key to becoming a legend across the Northern Realms is to be very, very 
good at one particular aspect of fighting. Initially, that's usually focusing on Fast 
Attack Abilities to out-perform enemies you fight against. But that is only the 
beginning! You should read about all the different abilities, and research how 
they affect each other, and how the vast array of items you gather can also 
bolster your statistics. 


| The Archetype examples are geared to improving a variety of different sets of 

| statistics that are imperative to bolster, but just one of these would be Adrenaline — | 
Point gains (which allows for harder-hitting attacks and other combat benefits); at 
the most basic level, you may decide having as many Adrenaline Points as possible 
would be beneficial (and it isl). 


The first step is looking through all the Ability branches to see which abilities 
add to your Adrenaline: Each Combat Ability gives you a 1% gain no matter 
what ability it is. Blows landed during combat generate Adrenaline Points and 
each one increases weapon damage by 10%. Strong Attacks and Battle Trance 
Abilities are particularly focused on Adrenaline Point (AP) management, and 
some effects work well with other abilities: 


Rend (Combat) has other effects, but it also enables APs to increase total 
damage by 33-100%. 


Deadly Precision (Combat) allows every AP to add 1% to the chance of 
instantly killing a foe. 


Resolve (Combat) lowers AP loss upon taking damage by 20-100%. 
Undying (Combat) uses APs to restore Vitality instead of death. 


Razor Focus (Combat) gives you an AP for just entering combat, and 
increases APs generated by sword attacks by 5-25%. 


* Flood of Anger (Combat) allows you to consume APs to upgrade a Sign to its 
highest level and increase its intensity 


So Rend and Razor Focus seem to be must-haves (and once you spend 20 
points on other Abilities in order to unlock it, you should level it up to 5). In the 
mean-time, you are finding Combat Abilities that complement Adrenaline, or use 
Adrenaline effectively; such as the Fast Attack and Strong Attack branches. Don't 
forget to look over the other Ability branches too. Here are some initial picks 
(which don't need to be “unlocked” by purchasing other Abilities first): 


* Hunter Instinct (Alchemy) allows blades coated with oil (used against an 
enemy susceptible to the oil) to inflict 20% more critical hit damage, if your 
APs are at their maximum. 


* Rage Management (General) allows you to cast Signs using APs if your 
‘Stamina levels are too low. 


* Adrenaline Burst (General) increases AP generation by 5% and using Signs 
generates APs. 


* Focus (General) allows APs to increase weapon damage and Sign intensity. 


* Mutagens (General) allows you to link Abilities from the same branch for 
extra bonuses. 


The next plan is to check A Witcher's Tools, the comprehensive inventory 
available in the free eGuide (see page 829), and find items that also help 
bolster your Adrenaline, before locating them in your adventuring! The following 
‘examples are particularly related to Adrenaline: 


* Potion: Maribor Forest accelerates the generation of Adrenaline Points by 
0.15 with extending durations depending on the quality of the Potion, 


* Swords: Ursine Steel and Silver Swords both grant you a +5-20% gain in 
APs, depending on the quality of the weapon. 


* Armor: Wolven Armor Torso armor grants you +5-20% AP gain, while Boots, 
Trousers, and Gloves increase Attack power, 


* Perun Runestones are imbued on your weapons, and give between 2-5% 
AP gain, so three Greater Perun Runestones grants a single sword with three 
sockets +15% APs! 


Replenisment Runewords allow you to consume an AP after casting a Sign, 
to charge your sword attack with the power of that Sign. 


* Elation Runewords give you up to 0.25 Adrenaline Points every time a fatal 
blow is delivered by the sword this is imbued to. 


Placation Runestones cause your APs to decline once they reach 
maximum level, in return for increased Stamina and Vitality regeneration, and 
Toxicity decline. 


As you can see, learning the items or enchantments to "stack" and utilize 
together on your character is the key to turning them into a combat or Sign- 
conjuring machine! Now learn which elements work in conjunction with one 
another, and you'll eventually perfect an Archetype that can handle any battle, in 
any mode of difficulty! Or just bund one of the Archetypes built for Death March! 
Difficulty instead! 


LEVELLING UP 


The following Archetypes give you a general selection of armor, weapons, 

and abilities you should be finding and unlocking by the time you reach certain 
levels, in order to Keep your Archetype on the right path. There's no need to 
follow these guidelines exactly; these are just pointers so you understand what 
you should be gathering, or the general order of ability points spending on during 
your adventure. 


ABILITY POINTS 


As mentioned earlier, outside of two quests, there are only two ways to acquire 
Ability Points; by leveling up and by visiting Places of Power. There are 30 Places 
of Power to locate (though three are only available during the Main Quest, and 
are therefore important to find during the quests or afterward, and one is in 
another world, and cannot be returned to!). It is important to read the Places of 
Power Appendix (page 774) so you know where all of these monoliths are. Ihen 
you should follow the Archetype guidelines and collect these additional points as 
early as possible, “front-loading” the Abilities you can unlock. 
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It's important not to waste Ability Points, as you only receive one per level (or 

for each Place of Power you visit). Therefore, when you're choosing the initial 12 
Abilities to place into each of the four "slots" in the middle of your Character Menu, 
you should initially focus on 12 Abilities that complement each other (and can be 
linked by Greater Mutagens for additional bonuses). 


Then, you can spend additional points unlocking Mutations, so you can add another 
four Ability slots bringing the total to 16, as well as unlock a special Mutation effect 
{trom a choice of 12). This takes considerable time, so expect to perform this during 
а New Game + adventure, during your second visit to each Place of Power, and after 
‘completing the Blood and Wine Secondary Quest: Turn and Face the Strange. (see 
page 476). 


However, you are free to purchase more Abilities than you have slots to use. For 
‘example, you may wish to keep Ахі Delusion off your slots during combat, but place 
it into а slot when conversing with characters. Or you may have а set of three Aard 
abilities you use sometimes, and swap between them depending on the enemy. If 
you tailor your fighting against human-sized toes and monsters differently, you may 
wish to swap out a few Abilities accordingly. 


If all else fails, use a Potion of Clearing and purchase Abilities again, ай at once, 
without making mistakes this time! 


ARMOR MAKES THE MUTANT 


Using a particular type of armor (and weaponry) is usually critical to help 
‘augment the abilities, glyphs (and runestones), and other enchantments you 
need to add to maximize the effectiveness of your archetype. For this, the best 
available armor (and weapons) has been recommended. If you can't find this 
‘equipment, or lack the Level to wear it, find some with a similar weight, ог 
statistics before you graduate to the optimal outfit and armaments. When in 
doubt, use Witcher gear! 


As you progress, you should think about setting up various outfits that coordinate— 
not with fabrics but with similar elements or effects. For example, you should try 
ап outfit for Fast Attacks, Strong Attacks, Sign Intensity, or a mixture of different 
elements, as you decide which one you prefer using in combat, and what is most 
‘suitable to your style of play. 


Example: You wish to increase your Sign intensity. To get the best bonuses, you 
‘should choose Griffin School armor (as they have an innate Intensity bonus). In 
addition, you should partner the armor with the General Ability: Griffin School 
Techniques, which adds more bonuses to Sign Intensity. 


SPENDING YOUR CROWNS WISELY 


It is worth making money in order to unlock advantages such as the Ofieri 
Runewright, Armorers and Blacksmiths to craft your most impressive gear, 
and other accouterments the influence an archetype. It costs crowns and time 
to craft a set of Mastercrafted armor, and Witcher Gear is even more time- 
consuming to find and bulld. But the results are well worth it! 


UPPER LEVELS AND NG+ 


Once you reach upper Levels (50+), or you're starting a New Game +, you 
should have built your Archetype to the state where it is optimal, and started to 
unlock Mutations, At this point you can continue to add abilities so you become 
more and more focused, or change and opt for a different Archetype completely, 
Starting New Game + is usually a great idea, as you're able to access all the 
Places of Power again, adding a potential 30 extra points, as well as slowly 
gaining experience points and Character Levels. 


LAST ON YOUR LIST: MUTATIONS 


Remember that the final abilities you crave are the mysterious Mutations; 
accessed only after completing Blood and Wine: Secondary Quest: Tum and Face 
the Strange (see page 476). This eventually increases your total Abilities from 12 
1o 16, and adds a specific, immensely powerful Mutation you can employ. Each 
archetype lists 16 Abilities, so you can choose which order the first 12 of them 
are placed, before the final four are unlocked after Mutations are complete. Fair 
warning; it takes 55 points (each from raising a level or finding a Place of Power) 
to unlock all four Ability Slots (so you can activate all 16) as well as researching 
any of the 12 available Mutations, so expect to start a New Game + and revisit 
all 30 Places of Power again to bolster your points. 


Remember this potion, available at select Merchants (as detailed in 
the Merchant Appendix on page 816) allows you to wipe away all 
Abilities, and redistribute all the points, in case you wish to change 
‘Archetypes at any time, 


The following Archetypes represent opinions from multiple adventures with Witchers 
{rom various Schools, and advice from the elder Witcher Vesemir himself. Though 
highly recommended, such advice may not sit well with your particular style of play, 
‘and you are free to use, augment, or ignore every one of these Archetypes. They are 
‘meant to be a peek into the countless possibilities of creating the ultimate Witcher, 
not a set of rules to abide by. 


ARCHETYPE SPECIFICS: 
BUILDING A BETTER ARCHETYPE 


The following archetypes offer you a great range of possible ways to augment Geralt 
as your adventure continues. All are primarily focused on the Character Menu, where 
your abilities are unlocked, Archetypes are divided into four main groups: 


Combat Related: Emphasis on the (red) Combat Branch of Ability Tree. 
Signs Related: Emphasis on the (blue) Signs Branch of Ability Tree. 
Alchemy Related: Emphasis on the (green) Alchemy Branch of Ability Tree. 


Hybrids: Elements from all four main branches of the Ability Tree, including the 
(yellow) General Branch of Ability Tree. 


| The Archetype information begins with a picture of Geralt as the archetype in 
| question, clad in archetype-specific armor and carrying specific weaponry. 
| Hairstyles, masks, or eyewear are just for show. The statistical data next to Д 
| the screen includes some permanent buffs (from Glyphs for example), but not 

|. temporary buffs (from potions, for example), and no bonuses from the Runewright. 
Each character's statistics are based on the ultimate versions of items (Greater 
Runestones, Greater Mutagens, Grand Master armor, and Grand Master weapons, 
tor example), and Geralt's Level is set at 50. Blood and Wine is also included in the. 
‘statistics, This is to give you some idea of the bonuses you should iming tor 


M an Archetype has "(ОМ!)" after its name, it is recommended for Death March! 


difficulty level. If an Archetype has “(NG+)" after its пате, it is recommended (ог. 
New Game +. 


THE RECOMMENDED ABILITIES CHART 
Each Archetype has a chart showing the following information: 


Ability Tree: The number of recommended abilities for each of the four 
Branches of the Ability Tree. 


Points to Unlock: How many ability points must have been spent to unlock 
the ability. These range from 0-30. 


Levels: How many levels the recommended ability has. These range from 
0-5. The chart always recommends the maximum ability, but you can 
purchase the ability levels in any order you like 


Branch and Ability Name: Which of the five sections of a particular branch 
the ability is from, and its пате, These are listed as they appear left to right 
оп your Character Menu. 


Total Ability Points Needed: This number shows how many ability points are 
needed to reach the maximum level in all 12 of the recommended abilities 
(essentially, how many Levels you need to raise your character, minus any 
Places of Power you interact with), A second, asterisked number indicates 
the four additional abilities you may wish to unlock after the first 12, once 
Blood and Wine Mutations are active. If a third number appears, these 
indicate abilities that should be unlocked in order to reach a more important, 
recommended Ability. 


Just because an aspect of Geralt's combat offense hasn't been advanced through ~ 


expenditure in abilities, doesn't mean it should ignored in ctombat. For example, 
lgni is helpful for setting enemies ablaze, whether you've spent points in this Sens 


THE RECOMMENDED EQUIPMENT AND. 
ENHANCEMENTS 


After the ability chart is a list of important equipment and enhancements, along 
with the recommended specific item to further improve the Archetype. These are 
elements that increase the potency of the Archetype and offer incredible “stacking” 
bonuses (that are added on top of other bonuses) to turn Geralt into an almost 
unstoppable killing machine. Every element is battle-tested and approved, from the 
types of Bombs to lob to the Runewords your swords should be inscribed with. 


| The recommended equipment represents th final and most potent tems and 
| enhancements to obtain. It will take considerable time to reach this demi-god like з. 


latus, so if you see an item you can't use, such as Ursine Witcher armor you can't 
wear because you aren't a high enough level, consult the Inventory In A Witcher's. 
‘Tools section of the eGuide online, and look at the statistics for the element in 

‘question. Then compare it to a lower level substitute; such as Heavy Armor in place of 


| There are no recommended oils for archetypes as each is specific to a type of ~ 
| enemy, and thus situational. You are also encouraged to utilize elements that aren't 


| necessarily mentioned but are still worthwhile, such as Swallow potion for your 
/ Vitality, or bombs that may not have been mentioned. The listed elements are simp 
the items and enhancements best suited to the build in question. * 


GENERAL ADVICE 


After the list is some general advice regarding why specific elements were 
chosen for the archetype. An explanation of what this archetype's main reason 
for existing is (to have the best damage per second, for example), and how the 
various items and enhancements work together, are explained. 


Just how many Ability Points is it possible to acquire? The answer may surprise you! 


Points for Leveling Up: 99 (you receive 1 point each time you reach a new level, 
starting at Level 2, and ending at Level 100). 

Points for visiting Places of Power: 30 (you receive 1 point for each Place of Power 
you examine). 

Points for visiting Places of Power in New Game +: 30 (when you begin New Game 
+, you can revisit all 30 Places of Power once again). 

Points for completing quests: 3 (You receive 2 skill points for eating the acorn lying 
under the tree during Main Quest: Bald Mountain (see page 254). You receive 1 
point obtaining the golden egg, laid by the Golden Goose, during Blood and Wine: 
Secondary Quest: Duck, Duck, Goosed! (see page 344)), 


Points for completing quests in New Game +: З (you can complete both the quests 
again in New Game + and claim the three ability points а second time). 


Total Points available: 164 (assuming you complete all tasks listed previously). 
Points needed to unlock all Combat Branch Abilities: 91. 

Points needed to unlock all Signs Branch Abilities: 79. 

Points needed to unlock all Alchemy Branch Abilities: 90. 

Points needed to unlock all General Branch Abilities: 20. 


Total Points (known as Research Points) needed to unlock all 12 Blood and Wine 
Mutations: 55 


Total Points to unlock everything: 335. 


‘As you cannot ever hope to unlock every single Ability and Blood and Wine 
Mutations, simply focus on those abilities of particular interest to you that work in 
conjunction with other abilities, with specializations that benefit you the most. 


Finally, remember that some Ability points are easier to come by than others. For 
‘example, there are six Places of Power in White Orchard alone, so it is helpful 
that you locate these monoliths as early as possible, as long as you aren't placing 
yourself in too much danger. Need to know where ай the Places of Power are? 
Consult the appendix on page 774. 
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COMBAT-FOCUSED ARCHETYPES 
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Points to Unlock Levels Branch and Ability Name 


Total Ability Points Needed 


(* Additional Abilities to 


Armor: Feline Arm 


jords: Katar 
Glyphs: 0 
Crossbow: Any " 


Runestone: 
Bombs: ri 


mum, Northern 


Potions 
Bii wallow, Maribor 


If you enjoy using swords over Signs (and the building up of Stamina and Adrenaline), 
and this is one of your first times adventuring, use this basic archetype that focuses 
most on swordplay abilities. Choose light armor before you secure Feline gear. 

The Cat School Techniques are recommended for use with light armor, due to the 
large critical hit damage bonus the ability confers for each piece of light armor you 
wear. Rage Management allows you to opt for Quen protection using your bounty of 
Adrenaline Points, when your Stamina level is low. 


The Fast Attack and Strong Attack Combat branches further enhance your ability 
to score critical hits, while making each critical hit that much more devastating to 

an enemy. Your additional Adrenaline (from Abilities such Razor Focus) enables you 

to utilize both Whirl and Rend for longer, and this allows for attack flexibility: Whirl 
primarily for groups of human-sized opponents, and well-timed Rends for larger, 
stronger foes when you really need additional critical hit chances (as long as you time 
the strike correctly). Deadly Precision gives you a 2 percent chance of an instant kill 
which is an amusing and random event. 


Signs are mostly ignored, which isn't usually recommended (but this is a combat- 
centric build). Quen helps with a modicum of protection, but your agility, rolling and 
dodging (that is, not being hit) is your protection plan here! Instead, a light focus on 
Alchemy gives you a chance at poisoning your foes, a better tolerance for Toxicity, but 
the main ability is Refreshment, enabling you to use any potion you like to increase 
your Vitality, so you don't need to depend on Swallow quite as often. 


Though crossbows aren't the main focus of this build by any means, always choose 
the best quality one you can find, 


Potions like Blizzard are helpful for maintaining your Stamina. Thunderbolt offers an 
increase in attack power to further demolish your foes. Maribor Forest is extremely 
helpful as it accelerates the generation of Adrenaline Points; the comerstone of what 
makes this Archetype so successful. Swallow is obviously to help with your Vitality 


Samum and Northern Wind bombs allow you to soften up foes, but also to either blind 
or freeze them; couple this with the Doppler decoction and attacks from behind to 
thoroughly savage your chosen enemy. 


Archgriffin Decoctions are imperative for dealing additional damage to a particularly 
tough foe. Katakan Decoctions increase your critical hit chance, and Doppler does the 
same with attacks from behind; as you're wearing light armor and are nimble, this 

is an excellent ploy, especially after bomb-lobbing. Succubus Decoctions grow your 
attack power, and should be imbibed at the start of a fight that you know will take а 
little longer than usual. 


Glyphs should primarily be Quen-related, to bolster your less-than impressive Sign 
ability. Play around with Mending and Reinforcement depending on whether you need 
the additional Vitality regeneration or toughened armor. Runestones can be fashioned 
depending on where you need additional bonuses; Perun's Adrenaline Point gain is 
fantastic, though you may wish to use Stribog to stagger (as you aren't using Aard 
offensively). Devana is another choice to add additional bleeding damage, but not 
quite as effective as the stacked bonuses of Perun. 


Glyphwords like Protection give you а stamina-free Quen at the start of combat, 
which allows you to wade in without delay. Or try Retribution in case you're hit and 
wish to retum damage automatically (30 percent of the time). Runewords are for you 
to ensure even more combat potency; Stamina or Adrenaline point restoration every 
time you kill with Rejuvenation or Elation, and Severance is a must to increase both 
Whirl and Rend; the true focus of this archetype! 


Bloodbath ог Deadly Counter are the Mutations of choice for this archetype, The 
former results in a finisher for each kill, which is amusing, but each critical hit 
generates more adrenaline, filing you up with fewer need for defense or down-time 
in combat. The latter allows you to counterattack wounded foes with a finisher, which 
quickens combat against groups. For larger monster foes, you'll need the increased 
damage when fighting at higher levels, Feel free to unlock more potent Mutations as 
you progress stil further in your adventure 
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Branch and Ability Name 


Igni Sign: Melt Armor 
Quen Sign: Exploding Shield 
Quen Sign: Active Shield 
‘Adrenaline Burst 

Bear School Techniques. 
= 

Rage Management 


6 Slots are unlocked through Mutations) 


Glyphwords: Р! 
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Mutations: E 
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Rage Management is the lynchpin ability at the start of this Archetype's 
adventure, allowing you to spend Adrenaline in place of Stamina to cast Signs 
(though magic isn't the focus of this Archetype). Adrenaline burst allows 
signs you've cast to generate Adrenaline; creating a constant feedback loop 
of Adrenaline use and regeneration that seems contradictory at first, but its 
usefulness soon becomes more obvious. Maximum Razor Focus makes sword 
strikes generate massive amounts of Adrenaline, while Resolve allows you to 
take hits in melee, and lose less Adrenaline in the process. A high Adrenaline 
allows you to inflict much more damage in combat. 


After choosing these abilities, pick from the Combat Branch (as each point also 
increases your Adrenaline Point gain no matter what the ability); leveling up 

Muscle Memory, Precise Blows, Strength Training, and Crushing Blows. As you 
suffer from Stamina regeneration penalties due to your heavy armor, it helps to 
have the ability to use Signs—regardless of your Stamina level thanks to Rage 
Management—at all times. Focusing on Igni and Quen when Signs are needed 
allows you to shrug off further enemy hits, and weaken them in the process 


Bear School Techniques provides a significant boost to your Strong Attack 
damage (which stacks with your other boosts), and the Bear School Witcher 
Armor has Adrenaline Bonuses that also stack. Your chosen swords are the finest 
for pure combat, and it's always pleasant to complete a Witcher School look! 


Though crossbows aren't the main focus of this build by any means, always 
choose the best quality one you can find or purchase. 


As Adrenaline is needed for this Archetype to really shine in combat, your primary 
brewing plan is Maribor Forest, which accelerates the generation of Adrenaline 
Points, and works well with the various abilities. Thunderbolt is a valuable 

potion for this melee-heavy Archetype, as greater critical hit chances are always 
welcome. Blizzard is helpful for maintaining your Stamina 


Samum and Northern Wind bombs allow you to soften up foes, but also to either 
blind or freeze them; and stalling enemies so you can pick a foe you need to 
tackle, or disable them before you wade in, is always helpful 


Archgriffin Decoctions are imperative for dealing additional damage to a 
particularly tough foe. Katakan Decoctions increase your critical hit chance, 
Succubus Decoctions grow your attack power, and should be imbibed at the 
start of a fight that you know will take a little longer than usual. Alghoul 
Decoctions give you increased Adrenaline generation until you suffer an enemy 
attack. Though it's high-risk, if you're competent at countering, the effects can 
be devastating! 


Glyphs should primarily be Quen-related, to bolster the Sign ability you are 
primarily focused on. Runestones can be fashioned depending on where you 
need additional bonuses; Perun's Adrenaline Point gain is fantastic, though you 
may wish to use Chernobog for the Attack power bonus, or Svarog for cutting 
through armor like butter. 


Glyphwords like Protection give you а stamina-free Quen at the start of combat, 
which allows you to wade in without delay. Or try Retribution in case you're hit 
and wish to return damage automatically (30 percent of the time). Rotation or 
other lgni-related Glyphwords are also to be considered, but only as a last-ditch 
effort when you're relying on Signs after а combat flurry, Runewords are for 
you to ensure even more Adrenaline-related combat potency; Adrenaline point 
restoration every time you kill Elation! 


While the base Combat Mutation Deadly Counter is a good possible Mutation 
choice, the Adrenaline generation for each critical hit makes Bloodbath a more 
potent choice for the professional slaughterer. Don't overlook Mutated Skin as 
а possibility either; Adrenaline points can decrease incoming damage, which is 
helpful if you have a large number of them that this Archetype creates, 


2 


a 


If you're a crack shot with the crossbow, and wish to soften enemies up with this 
ARCHETYPE 3: weapon (perhaps using explosive bolts occasionally on more troublesome creatures). 
MASTER OF THE Use the crossbow to distract, wound, or stun a foe, or to counter ranged enemies 
BLADE AND BOLT (such as Sirens) and those underwater (such as Drowners), as well as increasing 
your own Adrenaline, Then, providing you and your foes are on firm ground, finish the 
job using a ſum of fast attacks. The balance with this Archetype is the crossbow at 


f 1539 05 
E range, and fast attacks for the majority of the time. 


um os This Archetype begins with Cat School Techniques serving to augment your Light 
INT Armor by an incredible amount (critical hits increase by 100 percent, and fast attack 
damage by 20 percent with four Light Armor pieces wom). Remember that critical 
hits with your crossbow are also affected! Fast Attacks were chosen over Strong 

E 6925 тшт ones, as the Light Armor and focus on the Crossbow means you need to be nimble; 
and Abilities such as Rend (Strong Attack) are more difficult to pull off when harried 
by foes. Instead, use the Whirl attack as the mainstay of your offensive capabilities, 
increasing your Adrenaline in the process. 


m өөн 


Note that Lightning Reflexes is the only one of the Marksmanship abilities not 
chosen, as you should be able to aim and fire a crossbow without the additional time 


peste slowdown, especially after practice, and this wastes points that could be otherwise 
r spent on more potent skills. Another option not listed in the Abilities list is using 
е detr Deadly Precision, as this also allows any Crossbow or Whirl strikes the chance to 


instantly kill an opponent (imagine taking down a Royal Griffin with a single shot); 
though the chances of this happening is relatively small. 


‘Steady Shot is another helpful and easily purchased General Ability, giving you 25 
percent more damage each time you fire a bolt. However, it is best to choose this 
after Rage Management, so you have the option to utilize Quen (or other Signs) 
using Adrenaline Points if you need to defend and retreat. Signs are the shortfall 
of this Archetype; you usually ignore them completely. Only consider Quen for 
defensive purposes. 


e Mt power 20 Sign intensity 205 
For Alchemy, only a glance at three Abilities is necessary: Refreshment, along with 


the standard Swallow potion, allows flexibility with your healing, and is the main 


lat Mack power «30 Р Vitality «400 CF reason for investing six points into Alchemy (you can always ignore this, and choose 
Lightning Reflexes or Deadly Precision as alternatives). However, it is always an 
® excellent idea to use Poisoned Blades, especially during Whirl attac 
The Crossbow is your main ranged weapon (compared to bombs, for example), Si 


you need the best; the Ursine Crossbow. The Feline Crossbow, and to a lesser extent 
the Elven Crossbow are also good choices (the latter is available at lower levels). 
When you visit the Tourney Grounds and win a marksmanship competition, you're 
awarded a Crossbow with your crest on it (see page 443); this is another great 
option, Feel free to craft any of the different crossbow bolt types as you can, though 
Exploding and Precision Bolts are most effective in almost every combat situation. 


Points to Unlock 


Potions brewed are mainly Maribor Forest (for generating Adrenaline Points quickly) 
Thunderbolt (for increasing critical hits can melee or range), and Tawny Oil for 
regenerating Stamina. Add Swallow if you're finding combat tough-going, but focus 
instead on the Quen armor and Rage Management to aid you over potion healing. 


Once again, Samum and Northern Wind bombs allow you to soften up foes, but also 
to either blind or freeze them; leaving them sitting ducks for your crossbow attacks, 
Quen Sign: Explo especially those with explosive tips! 


Oil Preparation: Poison Blade: 


Katakan Decoctions increase your critical hit chance. Succubus Decoctions grow your 
attack power, and should be imbibed at the start of a fight that you know will take 

a litte longer than usual. Try other Decoctions associated with the previous Combat 
Cat School Techniques. builds as you wish. Doppler Decoctions is another option if you've frozen or stopped 
Rage Management. your foes using bombs, and want extra critical damage when attacking from behind. 
‘Steady Shot 
Trick Shot" 


Mutation: Acquired Tolerar 


Brewing: Refreshment 


1 
М 
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As with most combat Archetypes, Quen-related Glyph words augment what little Sign 
power you have in your protective defenses. Runestones should focus on Adrenaline 


Total Ability Points Needed Point gain, so use Perun. Triglav or Zoria are other options, allowing you to stun or 
freeze a foe, before finishing them with bolts. Otherwise, Chernobog and Svarog are 
ТТҮШҮ r — n choices to try, too. 
Armor: Feline Arm Bombs Runestones: Per Glyphwords ike Protection give you a stamina-free Quen at the start of combat, 
Бор, amum, Norther T Which allows you to wade in without delay. As your primary melee combat attack is 
ine St Potion Glyphwords: P Whiri, imbuing Severance (which increases the range of this attack) is an exceptional 
rin away choice, though Rejuvenation (fatal blows restore some Stamina) or Elation (fatal 
Crossbow Decoction ejuvena blows restore some Adrenaline) are also good options. 
Rivas Cro : ; 1 Bloodbath (generating Adrenaline for each critical hit) is a good Mutation for combat- 


of Four Glyph: 
Explosive Bolts, Split Bolts 


heavy Whirling strikes. Also worth considering is Second Life (for times you're 
overwhelmed and need that instant resurrection, especially if you're caught aiming а 
crossbow when attacked), and Cat Eyes, which upgrades your Crossbow process to 
previously unimaginable levels, and lets you see in the dark! 


SIGNS-FOCUSED ARCHETYPES 
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A Sign intensity +40% Sign intensity +30 


А Sign intensity +40 Sign intensity «10 


Points to Unlock Branch and Ability Name 
Melt Armor 


Yrden Sign: Sustained 


Quen Sign: Exploding Shield 


Yrden Sign 

Ouen Sign: Active Sh 

Igni Sig tensity 

Yrden Sign: Yrden Intensity 

Igni Sign: Pyromaniac 

igni Sign: Melt Armor 
ited T 


Adrenaline Burst" 
Gorged on Power" 


Total Ability Points Needed 


12/16* Abilities 45/53" Points 


(* Additional Abilities to swap in, or insert as 16 Slots are d through Muta 


Decoctions: Runewords: 


Armor: Griffin 


ords 
if Sword, Griffin Mutations: 
Silver Sword Glyphs: Igni. Yrden, 0 M 
Crossbow: Any Runestones: St 
Bombs: Dr " 

Glyphwords: 
Potions: Pet T 
Tawny 0 


Begin with lessons from the Griffin School Techniques, allowing each piece 

of medium armor to increase your Sign intensity by five percent and Stamina. 
regeneration by five percent. Then find some medium armor to wear before choosing 
either Griffin or Wolf School gear (the latter is useful if you intend on augmenting 
your Signs with a few combat abilities much later into your adventure, but the Griffin 
increases your Sign intensity instead of Adrenaline, making this the go-to armor for 
Sign-specialists) To start with though, spend your points within the Sign branches, 
focusing on the boosting of Stamina regeneration in combat. 


Notice the heavy emphasis on Yrden and Quen in this archetype. Advancements in 
Yrden tum this trap from a quagmire (Sustained Glyphs, which increases the duration 
and allows for alternate mode charges and more traps) to a highly-damaging circle, 
allowing you to coax enemies into this ring of purple death! Magic Trap starts this 
nasty damage, and allows you to stop worrying about projectiles heading your way. 
Yrden Intensity bolsters this Sign by up to 25 percent. But the real damage is caused 
with Supercharged Glyphs, which can drop groups of lesser foes in seconds without 
your lifting a sword! 


For additional protection you have the full gamut of Quen Abilities, giving you some 
of the best protection from physical damage outside of armor. Quen Discharge can 
deliver а punishing shock to attacking opponents, so long as you have the Stamina to 
hold up Quen in Active Shield Mode. When you need to take a more offensive posture, 
Igni is powered up a great deal through the Intensity boosts (the ‘innate’ skill of each 
Signs branch Ability), as well as through Melt Armor, which maintains effectiveness 
throughout your adventure. Firestream allows you to weaken entire groups of 
enemies before setting upon them with your blades or bombs, 


The one drawback to this Archetype is the time it takes to build up the most effective 
defensive capabilities. You don't reach Quen Discharge until you've spent 28 points 
in the Signs Branch of the Ability Tree. This leads to a more deliberate and defensive 
plan in combat, focusing the maximizing of Quen and Yrden to stay alive. Griffin 
School Techniques, combined with the bugs for wearing medium armor, can help. 
make this Archetype shine. Once you've purchased all 12 initial abilities, you can 
choose what you like, though maximizing your Igni skills, and perhaps choosing 
Gorged on Power (which allows а bonus from one Place of Power to last indefinitely 
and applying that to your favorite Sign) are good options 


When picking a Crossbow, the best for your level is fine to choose, as this isn't the 
focus of this archetype. For Bombs, Dragon's Dream needs Igni to reach maximum 
effectiveness, and coupled with Igni attacks, this can be devastating. Northern Wind 
freezes foes, which is helpful if Yrden isn't slowing all of your enemies, or you need а 
stationary target to immolate with Igni. 


Petri's Philter makes your Signs more powerful, an obvious bonus to such a focuser 
build. Tawny Ow is your other key potion, as Geralt needs to have as much Stamina 
regeneration as possible if you want to survive. When consuming Decoctions, Foglet 
decoction has a strange requirement to be effective, but if it is cloudy in the world, 
you receive а significant Sign Intensity boost. The Ekhidna decoction is another fine 
bet for increasing your survivability, restoring Vitality whenever you use Stamina. The 
Ancient Leshen decoction increases Stamina regeneration for every Sign cast for 

the duration of a given fight. Since you will be using Signs often in this Archetype, 
you can work Geralt into many repeated uses of a Sign over the course of a long 
fight. Finally, Ekimmara decoction is another good choice for survivability; 10% of the 
damage he deals to an enemy goes toward his Vitality. 


Glyphs are straightforward, You are imbuing those with a Sign intensity you utilize most 
often: lgni, Yrden, and Quen. Fee! free to focus on multiple Glyphs of a single Sign, i 
you require extra Intensity at the expense of your secondary Signs. Runestones are also 
easily picked; Veles grants you extra Sign intensity, and is your main focus. Also think 
about Stribog and Zoria; causes a chance to stagger or freeze respectively, helping you 
prevent an enemy charge so you can attack back with mage 


There are many Giyphwords to help your progress: Eruption, Ignition, and Rotation ай 
augment your lgni Sign attacks in different ways. Protection enables a "free" Quen 
shield when entering combat, and Entanglement sets another Yrden trap when Yrden 
first hits them. You're spoilt for choice here! However, Runewords don’t have the 
same help to your Signs Intensity, but Replenishment (which consumes an Adrenaline. 
Point after you cast a Sign, before imbuing your sword with the power of that Sign on 
your next sword attack) is a great idea; the flaming sword of Igni is always a favorite! 


When you finally think about an active Mutation, Conductors of Magic increases your 
Signs damage with the level and quality of your swords (and your blades should 

be by this time in your adventure!) Or, try Magic Sensibilities, for Signs that have а 
critical hit chance which scales with the power of the Sign, and have the wonderful 
added effect of exploding enemies upon death! Fortunately, you're likely to be thriving 
instead of simply surviving long before this point. 


A 


83 


84 


A Sign intensity «409 


A Sign intensity +40" 


Points to Unlock 


Total Ability Points Needed 
12/16" Abilities 


(* Additional Abilities ta swap in, or insert as 16 Sots are и 


Armor: Ofieri Armor 


Swords: Ofieri Sabre 
Griffin Silver Sword 


ossbow: Any 


Glyphs: 


Runestone: 
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Once you've chosen your only General Ability, Griffin School Techniques which 
immediately adds to your Sign Intensity, and you've procured some Medium armor so 
this ability is useful (оок for the Ofieri armor by visiting the merchant at Upper Mill to 
start your search), it is time to build up your Sign Intensity (ust as with any Sign-based 
Archetype), but with special attention paid to every single section of the Signs branches 
of the Ability Tree. Though you're not going to be able to fully level up ай five Signs 
branches, you can increase the potency of ай five magical abilities to such a potent 
level that foes won't be able to withstand your power! Swords are a secondary thought; 
choose Griffin blades when you can, or any blade that improves your Signs Intensity 
(such as the Ofieri Sabre). 


Other Signs Archetypes may falter when facing a foe who is impervious to their main 
focused Sign (Archetype 6: incendiary Sorcerer, for example, has great difficulty with 
Fire Elementals). Not so with this Archetype; the flexibility of choosing any of the five. 
‘Signs to deal with adversaries most troublesome is the key to success here; 


Far-Reaching Aard and Aard Sweep are generally used for humans and crowd-control, 
before finishing with swords or Igni. Firestream is your main roasting attack (it is used 
оп every foe that you can damage with fire), and Melt Armor was ignored in favor of 
unlocking more potent abilities in other Signs branches. The Yrden branch was fully 
unlocked (with 16 Abilities), limiting the maneuverability of foes (particularly fast- 
moving ones); Magic Trap is used to prevent ranged attacks from striking you, as well 
as damaging already sluggish enemies. Quen allows you to withstand damage while 
healing yourself (with Active Shield employed), and Quen Discharge reflects damage 
back should a foe strike you. Finally, Axii Puppet enables foes to fight your battles for 
you, and causes general confusion. This Archetype's strength is in the full range of Signs 
Abilities (both regular and alternate), backed up with the defensive posturing of Quen 
and a full complement of Yrden abilities 


For other complementary elements, pick a Crossbow most potent for your level. When. 
using bombs, partner Dragon's Dream with Igni for even more devastation, and to 

a lesser extent, pick Northern Wind to slow foes down; a help in almost every. 

combat situation. 


With all this powering up of your Signs, both the Combat and Alchemy branches are 
neglected completely, forcing you to use only a few Potions and especially Decoctions, 
as your Toxicity constitution is low. Petri's Philter makes your Signs more powerful, an 
obvious bonus to such a focused build. Tawny Ow is your other key potion, as Geralt 
needs to have as much Stamina regeneration as possible if you want to survive (though 
you may find adventuring at night, when Superior Tawny Ow! never expires, is a favored 
activity). Decoctions are troublesome as you're very susceptible to toxicity, but for 

that extra boost, the Ekhidna decoction is а good choice in more desperate situations, 
restoring Vitality whenever you use Stamina. At other times, the Ancient Lesben 
decoction is an almost automatic Stamina regenerating buff. Another one to think about 
choosing is Basilisk decoction, though the Sign intensity given is random: However, as 
you're using all Signs, this has less of a drawback! 


You have a wealth of Glyph choices; the five Signs Glyphs (Aard, Ign, Yrden, Quen, and 
Axil) are ай optimal picks; focus on the Signs you need extra Intensity power for, or those 
you use more often. As with other Signs Archetypes, Runestones are also easily picked; 
Veles grants you extra Sign intensity, and is your main focus. Secondary choices аге 
Stribog (which can stagger) or Zoria (which can freeze); both crippling the movements 
of foes. 


You're spoiled for choice with Glyphwords: If you enjoy roasting foes with Igni, Eruption 
(foes set alight explode and ignite others), Ignition (struck foes have a 25% chance to 
ignite others within two yards), and Rotation (опі basic attacks strike 360 degrees but 
don't bum) are great options, Protection enables a "free" Quen shield when entering 
combat and Entanglement sets another Yrden trap when Yrden first hits them. As you're 
using ай five Signs, Beguilement (enemies affected by Ахї are affected twice as long 

for each blow they land), Possession and Usurpation (when an Axiaffected opponent 
des the effect transfers to a nearby target, with duration increase for each enemy blow 
landed for Possession), are ай great choices when employing Ахї. Depletion (striking 
foes with Aard reduces their Stamina) is the only Aard choice, so you may wish to imbue 
multiple Igni or Axi effects instead. 


Runewords are easier to choose from; Replenishment (which consumes an Adrenaline 
Point after you cast a Sign, before imbuing your sword with the power of that Sign on 
your next sword attack) is a favorite, but Dumplings (food regenerates more Vitality) 

is a good way to make the most out of your non-Quen healing, and Placation (using 
Adrenaline Points to regenerate Vitality and Stamina) are also good, if situational, picks 


As with other Signs archetypes, you're likely to enjoy both the following pure-Signs 
Mutations: Conductors of Magic (increasing your Signs intensity of your blades are 

of high quality) and Magic Sensibilties (Signs have a critical hit chance which scales 
with the power of the Sign, exploding the enemy upon death). As long as you correctly 
predict and prepare for each battle, and know the Sign your foe is weak against, you are 
assured victory! 
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The purpose of this Archetype is to buffet and burn enemies into submission from 
range, and using a combination of Aard and Igni attacks, along with Yrden to slow 
them down, and Quen to damage them even if they manage to reach you. As Igni 
damages foes continuously once they are set on fire, but sword strikes put out the 
flames, you are encouraged to stay at range, continuously utilizing Igni until the 
protesting enemies are flailing on the ground in a raging blaze. 


To begin with, Griffin School Techniques are leamed to make the most out of your 
Medium Armor, which in this case is Wolven. Griffin 5 the obvious choice, but as 
you're being more offensive in your combat, the other bonuses granted by Wolven 
gear and blades, the fact your Sign Intensity is likely to be good enough without 
adding even more potency, and the fact you should choose Rage Management 
(which allows Signs to be cast using Adrenaline Points, which Wolven armor 
increases), gives you a Ийе more flexibility in combat. Don’t like this plan? 

Then switch to Griffin gear instead. 


Your focus is more offensive attacks before Yrden and Quen, though slowing your 
foes and protecting yourself is almost as important. Pick Far-Reaching Aard and Aard 
Intensity to really knock a foe around, and should they fall to the ground you can finish 
them with an easy sword skewering. However, your main plan is lighting anything 
you're batting on fire, after slowing them with Yrden first (so they are easier to hit, 
and using Magic Trap and eventually Supercharged Glyphs to damage foes even 
before Aard or Igni are utilized), Melt Armor, Firestream, and gni Intensity, along with 
your other Sign Intensity bonuses, can really roast your foes, no matter what their 
protective clothing. Then leave them to bum while attending other adversaries. 


Should anything get through this Aard-blasting, Yrden-slowing, gni-igniting dance 
of death, you have Quen to protect you, using Active Shield along with Rage 
Management to help you use Adrenaline Points to maintain it, if your Stamina is 
low. Though it's better to spend points unlocking Mutations, you may also wish 

to purchase superfluous Signs Abilities just to add to your Stamina regeneration 
in combat. 


їп most other respects, the type of secondary gear and augmentations you choose 
to ador this Archetype with follow the similar plans as the previous Signs-related 
builds. Any Crossbow you choose is fine, When lobbing Bombs, Dragon's Dream 
(after you slow foes with Yrden) is excellent to deploy just before a roasting with Igni. 


Your lack of Toxicity resistance is an issue, forcing you to choose carefully when 
upping on potions and decoctions. Petri's Philter (increasing Sign intensity) is a 
must-use potion, and Tawny Owl keeps your Stamina from sapping (though Rage 
Management helps this problem). If it's cloudy out, take а swig of the Foglet decoction 
(Sign intensity increases in overcast conditions). Otherwise, the Ancient Leshen 
decoction is an almost automatic Stamina regenerating buff. 


When it comes to Glyphs, Aard, Igni, and Yrden are great picks, as well as Quen 

if you're finding foes are getting too close for comfort. Runestones are usually 
straightforward; Veles gives you extra Sign intensity, while Perun gives an Adrenaline 
Point gain; useful as you're employing Rage Management. 


Glyphwords should focus on your Igni ability. Eruption is a Level 3 enchantment that 
causes foes to explode when they die, igniting others, if you set them on fire. The 
other Igni-related Glyphwords (Rotation and Ignition) are good choices. Don't overlook 
Depletion (enemies struck by Aard have their Stamina halved) and Entanglement 
(augmenting your Yrden Sign). Or you could utilize Protection (automatically get а 
Quen shield at the start of combat). Using the Runeword Placation (Adrenaline Points 
drain, giving you Vitality and Stamina) helps maintain Sign availability, though Rage 
Management does this for you. Otherwise, try Dumplings (for extra nourishment) or 
Replenishment (which consumes an Adrenaline Point after you cast a Sign, before 
imbuing your sword with the power of that Sign on your next sword attack) 


When looking at Mutations, other Signs archetypes tend to use Conductors of Magic 
(increasing your Signs intensity if the weapons you wield are of high quality) and 
Magic Sens indes (Signs have a critical hit chance which scales with the power 

of the Sign, exploding the enemy upon death). However, don't overlook Euphoria if 
you're constantly using Potions and Decoctions; as your Toxicity level rises quickly, 
the increased Attack Power and Sign Intensity can be incredible (though you'll have 
difficulty placing all 16 Abilities as the Euphoria slots are Alchemy-only). Another 
option? Piercing Cold, to really take advantage of Aard! 
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Sometimes you wish you had more bombs. This archetype provides for that very 
specific need. It takes a lot of work to hunt down the ingredients for this archetype 
to really work, but the results are worthwhile. You end up with more than enough 
bombs, and each bomb is significantly more effective. Most encounters in the field 
should end decisively in your favor after many, many explosions 


Any spare Ability Points can go into branches that fit your preferences. If you want 
a bit more bite out of your swords, the early parts of the Combat Branch of the 
Ability Tree are a safe bet. If you're trying to push your survivability, investing in Sign 
improvements for Yrden and Quen is not a bad call (and this archetype abilities list 
reflects a small selection of Signs to use, too) Yrden is of particular interest; you 
might find yourself utilizing the Magic Trap to slow down fast foes so your bombs 
hit their intended targets more easily. Or, you may wish to continue your Brewing, 
especially as your Toxicity is toughened 


Bombs are the centerpiece of this archetype, Steady Aim gives you more time to 
aim bombs. Pyrotechnics increases your damage capacity with Dragon's Dream and 
Devil's Puffball; projectiles that normally inflict no immediate damage by themselves. 
Efficiency increases the maximum number of bombs you can have in slot. However, 
the real star of the show is Cluster Bomb, Maxed out, Cluster Bomb causes your 
bombs to scatter additional explosive fragments (up to six at the highest level. A 
Superior Grapeshot and Dancing Star, already powerful, become pocket-portable 
battlefield devastators, and with maxed out Efficiency, you'll have a lot more of them 
to throw around, 


The other talents suggested in the Alchemy Branches of the Ability Tree aren't just so 
you can reach Cluster Bomb: Tissue Transmutation to greatly boost your survivability 
when maxed out while consuming а decoction (likely the cockatrice decoction). 
Heightened Tolerance gives you a little more room to work with in terms of your 
toxicity levels, and Synergy allows your Mutagen Slots to be even more effective at 
stat boosts. 


In terms of armor, the Undvik gear of Skellige (bolstered by sockets created by the 
Runewright) helps you withstand punishment while you try lobbing bombs (and 
Bear School Techniques keep your Vitality and Strong Attacks up), while the extra 
protection of Ursine gear does more than shield you from your own mis-thrown 
projectiles; the Adrenaline Point gains, coupled with Rage Management (Signs are 
cast using Adrenaline Points if your Stamina level is too low), enables you to utilize 
Yrden and Quen for longer than you're normally capable of; allowing a "Signs first, 
Bombs second” approach to combat. Add more Adrenaline Points with both the 
Ursine blades. 


With this archetype, there aren't particular potions you need to use. In most 
situations, a focus on survival potions, like White Raffard's Decoction and Swallow, 
is the best plan. Whereas, with bombs you have the pick of the crop: This build give 
you a ridiculous amount of bombs to work with, Use your heavy hitters: Grapeshot, 
Dancing Star, Dragon's Dream for especially now-vulnerable monsters, and Devil's 
Puffball for those weakened by poison. 


When choosing decoctions, Cockatrice decoctions allow ай alchemy creations 

to be used one additional time, ALL of them. This is hands down the most useful 
decoction for this archetype. On the off-chance you're not chugging down 
Cockatrice decoctions, choose ones that benefit elements such as your Attack Power 
(Succubus), Critical Hits (Katakan), or Vitality (Ekimmara). 


With Glyphs and Glyphwords from the Runewright, the usual plan of adding Intensity 
to your Quen sign helps your defenses as you fiddle with more bombs to throw. 
Runestones should be chosen if they help you strike foes with your projectiles. 
Dazhbog (chance to cause buming), Zoria (freezing), and Triglav (stunning), and 
Stribog (staggering) all have a chance of immobilizing an enemy to a certain degree, 
after which more bombing can occur. A similar plan is in effect with Runewords; 
Rejuvenation restores your Stamina for each fatal blow you inflict (these don't need 
to be sword strikes, which is key). Also for your consideration is Invigoration. If you're 
keeping away from foes, your Vitality is likely to be at maximum for longer, so Vitality 
regeneration increases damage on your next attack. Or, choose Prolongation to 
increase your potion effects 


Mutations related to Alchemy (and to a lesser extent, Signs) are most beneficial here. 
With potions and decoctions upping your Toxicity, Toxic Blood is worthwhile; if you're 
struck, the enemy receives damage that scales with your Toxicity. Euphoria (Potion 
Toxicity increases sword and Sign power) isn't a wise choice as it doesn't affect 
bomb damage. 


This Archetype chooses the very best parts of the Alchemy Branches and uses it to 
ARCHETYPE 8: incredible effect, though the first Ability to pick is Bear School Techniques (General 
THE ALCHEMIST '?*" Branch); as this increases your Vitality and Strong Attacks for each piece of Heavy 
armor you wear. As your Vitality increases are going to be astronomical in this 
build, this is well worth taking. A mixture of impressive resistances and Adrenaline 


LN LE increases using the Ursine Armor and bladed weaponry, this is useful for helping 


B 950 OPS - STEEL SWORD your bladed attacks, which don't utilize Combat abilities, but rather the deadly 
IEEE 
LEN 


oils you ve coated your blade with. Another option is to don the Undvik armor (as 
shown), as this has incredible protection against all manner of attacks. 


Begin with Brewing; Heightened Tolerance allows many more potions to be taken. 
90 үштү Refreshment is also a very important choice, as it heals your Vitality each time you 
take a potion, Poisoned Blades enhances your blades, and although you don't have 
the Combat Abilities to muster, continuously damaging the enemy with poison, 
Aan Sion avs even after your attack has finished, more than makes up for this deficit. Protective 

100 Coating adds further protection to enemies you're facing provided you've coated 

х your blade in the oil they are vulnerable to; don't forget this important point! This 

allows you to wade into combat with fewer worries about being savaged, Complete 
the devastation by adding Fixative; at Level 3 this keeps oil on your blade for the 
entire fight, which is a sensational buff, and allows you to take fewer risks (as you 
have more time to Kill; literally). 


Though ight prepara 


Ignoring the first two Bomb Creation abilities (which aren't imperative to 
purchase), pick Efficiency (which increases the bombs in each slot) and Cluster 
Bombs (which separates bombs into explosive fragments). If you've higher 
quality bombs (especially Grapeshot, which itself separates into fragments), you 
have the best parts of the Bombadier of Blaviken archetype, but with additional 
combat flexibility! 


vitality +900 ' Vitality 08 + In the Mutations branch, Acquired Tolerance is the foundation of this archetype, 
as it allows a much greater number of potions and decoctions to be consumed 
almost always at once! You aren't using this Archetype properly if you don't have 
Vitality 900 tality 458 + three or four potion or decoction effects occurring (at higher levels)! Add тоге 
free Vitality by purchasing Tissue Transmutation. As you're using large amounts 
of Decoctions throughout a fight, keeping Vitality up without thinking about it is 
always helpful. Synergy increases the bonus for mutagens placed in the slots 
linking your chosen abilities, essentially giving you even more Vitality (with 
green mutagens). Lastly, Adaptation grants you additional Decoction duration, all 
helping your decoction buffs last almost as long as your ой! 


Points to Unlock | Levels Branch and Ability Name Also, as each Alchemy ability increases your potion duration time, slotting in 

as many as possible (11 of the 12, with the last being Bear School Techniques, 
before the Blood and Wine Mutations bolster this to 16) is a possibility. Otherwise, 
make three of your slots Combat-based. 


While a good crossbow is of secondary importance, find the best one you can. 
Heightened Tolerance Concentrate on learning and mixing Oils before fights, and consuming multiple 

Oil Preparation: Poisoned Blades potions and decoctions as your Toxicity toughness is so high. All the listed potions 

Mutation: Acquired Tolerance and decoctions are there to aid in almost every fight, but choose others too for 

— — specific uses. Remember Cockatrice decoctions (allowing you to use all your 

alchemic creations one additional time) grant you a host of additional bonus 

entially for free! 


Oil Preparation: Protective Coating 


station: Tissue Transmutation 
Oil Preparation: Fxative As you're hardly the most proficient swordsman in the land, focus your Glyph 
Bomb Creation: Efficiency imbuing on Quen. For Runestones, pick those that can cause foes to falter (such. 
Mutation: Synergy as Stribog) or better yet, receive a possible poisoning (Morana). With Glyphwords, 
Protection helps your meager Sign defenses. For Runewords, Prolongation 
(increasing your potion duration time for each unblocked blow you strike) seems 
exceptional, unless your potions are already lasting throughout most fights. In 
that case, think about Elation or Rejuvenation (fatal blows with your sword give 
you Adrenaline Points or Stamina respectively) 


Bomb Creation: Cluster Bombs 
Mutation: Adaptatio 
Trial of the Grasses: Killing Spree 


Bear School Techniques. 


When the time comes to choose Mutations, Toxic Blood is one option that turns. 
a foe's successful strikes on you into death for them (especially as your Toxicity 
is likely to be high, killing them quickly). However, you may find it difficult to slot 
in your combat abilities as this is a pure Alchemy Mutation. But arguably the. 
best Mutation is Metamorphosis; allowing you to swig down a decoction for free, 
Armor Glyphwords: Pr along with increased sword Attack Power, Sign Intensity, and Vitality! 
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This Archetype focuses on the knowledge of correct oils to coat already-potent blades, 
to ensure every foe you face is poisoned and comes to a most unpleasant end on the 
battlefield. Though it doesn't damage as significantly as other builds, this is a true hybrid 
of the three main ability branches, and is more subtle, forcing you to take more time and 
tactical forethought before committing to combat. With this in mind, any improvements 
and abilities are focused on poison and attack damage. 


The fabled Viper Armor, which offers substantial resistance to every type of enemy 
attack, is an excellent choice (though New Moon is another favorite) Viper Armor is 
Medium weight, allowing your Griffin School Techniques (Sign intensity and Stamina 
regeneration bonuses) to stack to an impressive degree. But the real potential are the 
two Viper Venomous Swords, both offering large Aard Intensity bonuses (which is why 
this Sign is your main focus outside of swordplay), as well as increased critical hit 
opportunities, and а 15 percent chance to poison. Take this sword into combat, but not 
before coating your weapon with an oil the enemy you are about to face is susceptible 
to, and the true power of this archetype is revealed. 


Beginning with Alchemy, your focus is augmenting the poison potential of your blades 
stil further. Poisoned Blades offers immense potential of inflicting poison damage for 
each oll-coated sword strike (up the level of oil used for almost certain poison damage). 
Protective Coating grants you damage resistance against the monster the oil is targeting, 
and Fixative gives you almost limitless oil. When partnered with a group of three Fast 
Attacks (including Whir the opportunity for poison damage is constant and mostly 
assured. Then think about adding Refreshment and Acquired Tolerance to up the potions 
and decoctions you're taking. But this is only half the batte 


The bolstering of your Aard abilities, plus the buffs of Focus, Griffin School Techniques, 
and your Viper blades, mean you can keep multiple foes off-balance, on their back, or 
away from the main enemies in crowded battles. Slay foes on the ground easily, and for 
foes that Aard isn't as helpful to use against, switch to gni, along with an active shield. If 
you're having trouble losing Adrenaline, employ Resolve (AP loss when struck by a foe is 
lowered) and use the General Focus Ability for extra weapon damage and Sign intensity 
When you have more Adrenaline Points, 


Choose any crossbow you wish; compare statistics and pick the one most potent, Oils 
are all dependent on the combat situation, so read up on the beasts you're about to face 
(using the guide Bestiary) and prepare your Oils accordingly, Bombs are more important 
than you'd think; with an assassin-style, the Devil's Puffball (with its poison cloud) fits 
the style of combat, and Northern Wind freezes foes, which is helpful if you're employing 
flank or rear attacks. 


As your potions are extra-potent, and you have extra tolerance, multiple buffs are 
possible. Maribor Forest helps to keep your Adrenaline up. Petr'sPhilter Increases your 
Sign intensity; good for augmenting both Aard to nullify even more foes, or to bolster the 
Signs you haven't placed many points into (such as Yrden). Tawny Owl and Thunderbolt 
potions are obvious help to Stamina and Attack power respectively 


Swig down a couple of decoctions, too: Help your стїйса with Katakan. Regenerate 
your Vitality each time you damage a foe with Ekimmara (which is amazingly helpful 
during Whiri attacks!). Ekhidna also helps restore Vitality, any time you use Stamina. 
Doppler decoctions increase your critical hits when attacking from behind; roll and 
dodge around a foe you've already staggered with Aard and slay them! 


When you're imbuing armor with Glyphs, the tendency is toward Quen. While this is 
recommended, also test out Aard, and see how this affects your Sign attacks in combat. 
Regarding Runestones, Veles is always helpful at improving your Sign intensity, but for 
true assassin professionals, adding Morana (increasing the chance to poison) stacks 
well with your swords and Alchemy abilities. Otherwise, choose Runestones from 
combat builds. 


When the Runewright has been financed, Protection (automatic Quen) is the obvious. 
choice. But consider Rotation. m strikes everyone in 360 degrees, but without burning, 
Which is exceptional for crowd control and your fast attacks put out the flames of the. 
foe you're striking anyway. Depletion is also a worthy choice; halving a foe's Stamina 
with any Aard attack is incredibly potent as you've invested heavily in this Sign. For 
Runewords, Replenishment is amazing, as this effectively echoes any Sign attack 

you might make. Preservation (giving you permanent Armorer's Table and Grindstone 
bonuses) keeps you and your blades looking sharp, and Severance is worth a look if 
you're always using Whirl and need the extra range. 


When choosing a Mutation, the seldom-used Piercing Cold suddenly becomes both 
‘amusingly entertaining and imperative to try! Any foes knocked down are shattered 
into pieces (and die), while those not knocked down are frozen in place, and ripe for a 
poisoning or rear strike! A less potent, but more measured mutation is Toxic Blood. If 
you're struck, the foe is damaged, and due to your expected high Toxicity, and the fact 
the foe's damage scales with it, you can drop foes after they strike you, though you risk 
huge damage loss on higher difficulty levels. 


Combining the finest abilities of the Combat, Signs, and Alchemy Branches of 


ARCHETYPE 1 the Ability Tree, this focuses on surviving the frightening combat of Death March! 
BLOEDE BEANN'SHIE difficulty, and is also suitable for using during New Game +. Arms and armor have 
[OMIT ING] been tailored to ensure critical hits occur frequently. Both the Manticore Steel and 
Silver Swords (or alternatively, the Viper Steel and Silver Swords) are utilized in this 
J 2966 ors suven sworo archetype, giving Armor Piercing (with Manticore) or Aard (with Viper) a healthy 
LEUTE bonus, as well as great damage potential and bonuses to critical hits and damage 
(not to mention poison). Partner these tremendously powerful blades with your 
80 awor favored Combat abilities; pick either the first three Fast or Strong attacks, along 
[PA m aussi with Sunder Armor. Ensure you have both Whirl and Rend at your disposal (as you 


should enchant both weapons with the Severance Runeword). 
F 80 mum 


Manticore or New Moon Armor is chosen for its impressive critical damage 
resistance and good attack boosting, along with Griffin School Techniques enabling 
you to boost your Sign Intensity and Stamina regeneration for each piece of armor 
wom. Begin by adding Quen protective abilities; Active Shield is a go-to defense on 
higher difficulties, and Aard attacks (such as Aard Sweep) are critical for situations 
where you need to buffet foes back (the intensity of Aard has a bonus from your 
3 weapons), Switch to Igni, choosing Igni Intensity to roast foes for higher damage 

h Geralt Ihe "Bloody Banshee than normal, and slow them down with Magic Trap. Round off this battle-tested 

y. backed up b behemoth with Mutation abilities from the Alchemy branch; Acquired Tolerance 
Wesce quali raises your Toxicity to allow more Potions and Decoctions for a longer time, and 

Synergy provides exception Mutagen slot bonuses. 
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scoring grotesque amounts of 
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When you're choosing a crossbow, it matters litle to your overall tactics, but the 
finest ranged weapon is always the best choice. Similarly, bombs aren't primarily 
utilized in this build, so choose ones that can stagger or slow foes (like Dancing 
Star or Northern Wind), or simply damage (like Samum); the only bombs you don't 
want to use are those that explode at later points, as you'll be in the thick of battle 


Г ' 
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The Potions you take vary depending on your situation, but Thunderbolt is а key 
effect to add to your Attack Power, while Tawny Ow! helps Stamina regeneration. 
Petri's Philter is a great way to increase the power of your Signs (and ensure their 
e special effects occur); swig this if foes aren't succumbing to your Aard or Igni 

- attacks. Decoctions range from Ekimmara (damage to foes regenerates Vitality), to 
Katakan, which increases your critical hit chance. 


я ‘tack power «60% D Vitality «75 * 


The Quen glyph is a great choice when barging into combat, though Aard or lgni is 

also an excellent plan, as enhancing your magical offense shouldn't be overlooked. 
Points to Unlock Levels Branch and Ability Name Further augment your Signs with Veles Runestones, adding more Sign Intensity, 

I Chernobog for Attack Power, or Perun for Adrenaline Points, depending on which 

you're lacking 


The Levity Glyphword (which tums any armor you own into Medium armor) enables 
you to take advantage of the Griffin School Techniques if you haven't located the 
New Moon Armor yet. Once this armor is in your possession, switch to the Quen: 
related qualities of Protection, or the Igni-enhancing Eruption, Your focus on Whirl 
and Rend means the focus of your Runewords should be on enchanting both 
blades with Severance. The increased range of Whirl and Rend allows you to more 
safely split foes open. 


Quen Sign: Exploding Shield" 
ii Sign: Delusion* 
Aard Sign: Aard Sweep The world of end-game Mutations is wide open, as you can pick from any type you 
den Sign: Magic Trap. like. It depends purely on the attack style you end up utilizing the most. Combat 
Quen Sign: Active Shield is usually the primary way to slaughter, so Adrenaline Rush (granting bonuses to 
Adrenaline and Stamina that increase depending on enemies, though watch the 
lack of healing afterward). Conductors of Magic is another great choice, increasing 
Sign damage if the sword you wield is of high quality, but there are 12 choices and 
most provide a variety of incredible enhancements to pick from. 


Ingi Sign: Igni Intensity 

Brewing: Heightened Tol 

Oil Preparation: Poisonec 

Mutation: Acquired Tolerance 
ving Refreshment" 


Mutation: Synergy 


ге unlocked through Maladies) 
Philter, Glyphwords: Erupt 


Decoctions: Dopple 
Ekhidna, Ekimmara, 
Katakan, Water Hag tations: ( 
Silver Sword û Mai 


pmous Silv Glyphs: А; 


Crossbow: Any Runestones: Chen 
x: 8 Morana, Perur 


Bombs: 
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ARCHETYPE 11: 
THE PUPPET MASTER 


IDM!) NG») 


432 зми 
129 cRosseow 
6275 


strike must cou 
damage possible. Higi 
ratings, with Axi 
are the marks 


Ж Моск power +60 


Sign intensity +60% A) 


Vitality #450 + 


FE Маск power +60" 


Points to Unlock Levels Branch and Ability Name 


(Quen Sign: Exploding Shield 
Avii Sign: Delusion” 


Adi Sign: P 


(* Additional Abilities 
These Abilities 


Armor: New Moon Armor 


Swords 
Jrsine Steel Sword 


Mutation 
Crossbow: A Count 
Glyphs: Quen, А 
Bombs: - 
Samum, Northern Runesto: 
Chernobog, P 


Should you attempt your adventure on the most difficult of settings (Death March!) 
and want to ensure your fights aren't plagued by ineptitude, or a lack of abilities for 
any situation, while inflicting the most damage in the shortest possible time, this 
Archetype is a worthy choice. It primarily relies on your blades to inflict damage 

at close range, but has enough elements from other Ability Trees to augment 

your melee bloodletting, Early on, build up your Combat branch (Fast and Strong 
Attacks), and unlock both Whirl and Rend, before finally utilizing Sunder Armor 
along with Rend to cut through the largest of foes, providing your attack-timing is 
spot-on. Add potions and you begin to see the benefits of this build. 


You want quick and highly-damaging attacks, so your Attack Power, and Criticals 
should be as impressive as possible based on the equipment you have foraged. 

At the highest levels, the Witcher school blades are good choices, but utilizing 

the Ursine swords has the edge, due to the Adrenaline Point gain. Until the 
Mastercrafted School gear is available, New Moon Armor is an excellent choice, 
though it is Medium weight and therefore you're unable to utilize the Critical 
Damage bonuses from Cat School Techniques (General Branch)—that is, of course, 
until you unlock the Runewright's Levity Glyphword, meaning all equipped armor is 
treated as Light Armor. This means you can wear whatever you like and get those 
Cat School Techniques bonuses! 


Signs are tempered to favor Combat Branches, but two of the available Abilities 
are critically important to augment your swordplay. Exploding Shield is obviously 
to gain protection in case of overwhelming odds, and Puppet (essentially turning 
some foes into allies) is useful when needing to control crowds of enemies, For 
monstrous entities, it's simply your swords against their attacks, so prepare 
poisoned blades accordingly, and ensure Synergy in the Alchemy branch is chosen, 
so your Mutagen slots grant you spectacular bonuses. Rage Management is key 
here too, giving you flexibility to cast Signs using Adrenaline rather than Stamina, 


Other equipment is up to your preferences, including the crossbow you employ. 
Bombs are mainly situational, though it's always а good idea to lob a Samum from 
time-to-time; higher quality Samums cause criticals, too. 


Potions are taken to increase your Adrenaline (Maribor Forest), Attack Power 
(Thunderbolt), and provide Stamina (Tawny Ом), while the Acquired Tolerance 
Ability helps mitigate any Toxicity problems (and used optionally). Similarly, 
Decoctions should influence the damage you are inflicting, with Archgrifin (strong 
attacks consume Stamina for extra damage to your foe), Ancient Leshen (Signs 
cast increase Stamina regeneration), and Katakan (increases your critical hit 
chance) all augmenting your already-impressive combat strengths. 


Glyphs are chosen to bolster defenses, though your use of Axii means this glyph 
is an option. Runestones are to your preference, though it's great to increase your 
Adrenaline Points with Perun, or Attack Power with Chernobog, 


As mentioned previously, your Glyphword choice is straightforward; Levity allows 
any armor you wear to be treated as Light (and thus, your Cat School Techniques 
bonuses are awarded). For Runewords, Preservation never causes your Armorer's 
Table or Grindstone bonuses to expire, which is helpful for increasing your damage 
as much as possible. Once you start using Whirl and Rend, Severance (which 
increases the range of both attacks) is your key enchantment 


Finally, for Mutations, look for ones with a Combat component to them. In particular, 
you may find Bloodbath a superb help, as critical hits generate adrenaline. Deadly 
Counter allows you to counter human-sized foes that are wounded with a finisher, 
and all damage against monstrous foes is increased by a huge amount. Second 
Life is also optional, if you're having problems staying alive on higher difficulty 
levels, though by the time you access Mutations, you should never have to worry 
about combat conditions favoring the enemy! 


АВСНЕТҮРЕ 1 
THE DUMPLING 
DESTROYER U e 


INL 
An dns: sms 
LN T 
B 


Û тшкт 


4% SIGN INTENSITY 


Witcher may n 
V sustenance in н 


Е Attack power +60 Vitality 900 * 


ity 225 + 


g tack power +40 


Points to Unlock Levels Branch and Ability Name 


Oil Preparation: Poisoned Blade 
Mutation: Acquired Tolerance 


Mutation: Т 


Protective Coating 
е Transformatio 


Oil Preparation: Fixative 


= Additional Abilities to swap in, or insert as 16 Mutations 


Armor: ombs: Glyphs: 


Grandmaster Feline А Nort 
Runestones: М 

Swords: s 

Grandmast Glyphwords: Dette 


Runewords 


With only 59 Points required to fully commit to both the first 12 Abilities and the 
Euphoria Mutation, this archetype is easily accessible, and extremely proficient 
at combat, certain aspects of Alchemy, and the consumption of dumplings for 
reasons that will soon be clear. To begin with, obtain the Grandmaster Feline 
armor and equipment, along with both blades; though Cat Schoo! Techniques (the 
General Ability) isn't chosen, the listed Combat Abilities are all available with one 
overall goal in mind: The mastering of a combination of fast and strong attacks 
(strong attacks enhancing the fast ones) that cut deep with extra damage, 
especially when stabbing foes in the flanks or from the rear, into their backs. 


Secondarily, Alchemic Abilities are focused on improved tolerance to potion 
and decoction consumption that allows even more damage to be inflicted, as 
well as the Attack Power bonuses given by oils; critical when wearing light Cat 
Armor. The General Abilities include Rage Management and Metabolism Boosts; 
a pair of skills that are fantastic and useful for managing the extra Adrenaline 
Points that are easily generated with your variety of Combat abilities. They solve 
the otherwise-weak aspects of this build; susceptibility to toxicity (Metabolism 
Boosts use Adrenaline Points to reduce toxicity costs of drinking potions, 

though this doesn't affect decoctions), and low stamina regeneration (Rage 
Management, allow Signs to be cast using Adrenaline Points if you're low on 
Stamina). 


The bombs useful when employing this build, Northern Wind and Samum, are 
the best choices to make (though any offensive projectile is good to lob); their 
extra ability to freeze or blind multiple enemies gives you the flexibility of crowd 
control necessary to perform assassinations (attacks from behind) where the 
combat-heavy nature of this archetype shines. 


When it comes to chugging down Potions and decoctions, the ones chosen 
simply bolster all the benefits of this archetype. Blizzard slows time down when 
you slay a foe, allowing you to quickly switch to your next assassination target. 
and position yourself properly. Maribor Forest and Thunderbolt accelerate the 
generation of Adrenaline Points and Attack Power respectively, which is what the 
combat abilities utilize. White Raffard's Decoction immediately restores a chunk 
of your Vitality, when nibbling on dumplings won't get you the health boost you 
need quickly. Finally, the Archgriffin Decoction (which steals your Stamina and 
inflicts 5% extra damage for each Strong attack you land) focuses your combat 
abilities to the fullest. 


When you're assaulting an outlaw Hanse in the Duchy of Toussaint, and you've 
multiple bandits to contend with, the only downfall of this archetype is his 
weakness to being struck by enemy arrows. In such conditions, it sometimes 
isn't feasible to wade through other foes to reach archers, so the Grandmaster 
Feline Armor was imbued with Deflection Glyphword; with deflects all arrows, 
effectively immunizing you from all human-sized projectiles, 


Due to the novel way in which this ultimate warrior regains lost vitality, 
Runestones are ignored in favor of the Dumpling Runeword (one on each 

в easily overlooked, Dumpling regenerates 100 percent 
more Vitality each time you consume food. Combine this with the Gourmet 
General Ability (Vitality Regeneration after eating lasts 20 minutes), and you 
have extremely potent healing from food. As you'll soon be the proud owner of 
the Corvo Bianco Vineyard, and have an old lady named Marlene Trastamara 
to rescue (Secondary Quest: The Hunger Game) who bakes you free food daily, 
and a bounty of easy-to-find food to loot or hunt, this technique of Vitality 
regeneration is well worth employing, 


Finally, research the Euphoria Mutation, as it boosts the damage-per-second 
(and Sign Intensity) for every Toxicity point that affects you. When you correctly 
manage your toxicity so you aren't becoming poisoned too quickly, this adds 
even more to your combat potential. 
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GWENT: A GAME OF CARDS 


In which the intricacies of the fabled card game are revealed to aficionados and amateurs alike, followed by a master-class of deck 
management, showing how each card's ability functions within a bout. Through a multitude of matches across the Northern Realms, 
a professional degree of deck-building and recommended card combinations have been fully battle-tested, enabling you to master 
this truly absorbing pastime. 
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GWEN TA GAME ORCARDS 


Learn the rudiments of this jard tavern. 


e pastime by chatting with the Scholar at White Or 


‘Gwent is a dwarven card game that simulates battle between two opposing 
armies. Your first opportunity to play it is in the small village of White Orchard, 
which you visit at the beginning of your adventure. A scholar, named Aldert 
Geert, inside the White Orchard tavern, is willing to teach you the ropes with a 
tutorial, and this opens you up to the world of Gwent, as well as an extensive 
series of Secondary Gwent quests that pit you against the best players across 
the known world! 


WHO PLAYS GWENT? 


A multitude of merchants and innkeepers, as well as some more infamous 
players and friends of yours, have been known to partake in this pastime. You 
тау also stumble across professionals in a regional competition or encounter an 
‘ongoing tournament at a larger social event. There are also a few Gwent players 
that you have only one opportunity to challenge while tackling another quest. 
Almost all of these players reward you with a new Gwent card the first time you 
beat them. 


WHO REALLY PLAYS GWENT, THOUGH? 


ACARD-COLLECTING: AN OVERVIEW 

Obtaining cards for your increasingly-large Gwent collection (the complete card 
Collection numbers 255 cards) involves winning a multitude of games (also 
known as rounds or bouts), the successful completion of certain quests, or 
purchasing cards from particular vendors, and other general tomfoolery. These 
can be segmented into the following categories: 


Collection Plan #1A: In Your Base Deck (32 Cards) 

^ Congratulations! 
You already have 32 
Cards (mainly from 
the Northern Realms 
Deck), meaning you 
can start playing 
Gwent immediately 
(find your cards in the 
“Gwent Deck" part of 
the Main Menu (the left 
column menu, not your inventory menu). Obviously, there's (much more) room 
for improvement in terms of creating better decks, but this leaves only 223 left 
to find! 


t len 


W Collection Plan #1B: In Your Blood And Wine Base 
Deck [24 Cards] 

Great news! When you embark on your adventures into the realm of Toussaint, by 

Starting the Gwent Quest: To Everything Turn, Turn, Tournament! (see page 491), 

you receive an additional 24 Cards, all related to the fifth Faction: The Skellige 

Clans deck. As you'd expect, there are additional cards to bolster this faction 

(another 19, in fact) as you explore this new territory. 


Collection plan #2: purchased from traders (87 Cards] 
Over one hundred of the Gwent cards you're after are found at the shops of various. 
traders across the Northern Realms, These are always one of the following: 


* Merchants (most, but not all) 
* Innkeeps (most, but not all) 


* Named characters you know (such as Marquise Serenity of the Passiflora 
brothel in Novigrad City). 


Simply hand over your hard-earned crowns in return for the card you want. 
Each vendor has a specific collection of (usually four or five) cards to buy, 50 
always buy from them if you have the funds. Each card costs between 10 and 
70 crowns, and for all of them, expect to pay no more than 26,000 crowns! This 
may sound like a lot, but have you seen how much that Ofieri Runewright (see 
page 402) needs to start his business? 


E it you don't want to meticulously gather only a few cards from traders in 
the Northern Realms, there's good news. The Duchy of Toussaint's Innkeeps sell 
a large number of random cards from a specific list (see page 782). This is a very 
quick way to bolster your decks without the more involved hunting for cards, 
though you can't find the most potent cards by simply purchasing them from 
Toussaint Innkeeps. 


[f — GWENT’ TRADERSPHOW'TO'FIND THE 


Traders that offer Gwent cards are marked with this icon throughout 

the guide's Atlas section (this icon doesn't appear on your World Map). 
For a complete list of traders you can buy from, consult the Merchant Appendix оп 
page 816. 


Collection Plan #3: Won From A (Non-Quest) Gwent Player 
(53 Cards) 

Over 50 of your cards are won by challenging a no-name Gwent fan scattered 
through towns and countryside. Most offer a random card if you better them, 
though some give you specific cards. There are a variety of Gwent types that 
would love to play you: 


* Armorers, Blacksmiths, Brothel Madames*, Herbalists, Innkeeps*, a 
Loneshark, Merchants“. Quartermasters’, Scholars, and Traders.“ 


*Some—but not all—of this type of Gwent Player may also have cards to sell, too. 


PLAYERS WITH SPECIFIC CARDS TO WIN 

(6 PLAYERS AND CARDS) 

There are 6 Gwent players (Aldert Geert the Gwent tutor in the White Orchard 
Tavern, the Nilfgaardian Nobleman inside the Royal Palace in Vizima, The Elven 
Merchant of the Traveling Circus Camp outside Carsten, Shani, Olgierd von 
Everec, and Hilbert at the Borsodi Auction House during Hearts of Stone Main 
Quest: Open Sesame who don't have an associated quest, but hand over a 
specific Gwent card if you beat them. Over in Toussaint, there are 19 Gwent 
players (almost all merchants of some kind) that have a specific Skellige Clans 
card you must win from them. 


PLAYERS WITH RANDOM CARDS TO WIN 

(83 PLAYERS, 67 CARDS) 

There are 83 Gwent players (across White Orchard, Velen, Novigrad, and Skellige) 
that hand over a random Gwent card if you beat them. The rest of the Gwent 
cards are won by challenging them. The first time you beat a Gwent player, you 
receive the (random) card. Each subsequent time, you simply win any money you 
bet before the bout. This means you must visit a minimum of 52 of the 65 Gwent 
players to obtain all the randomly-given cards. 


W GWENT-PEAYER 


HOW TOFIND THEM 


Though you can look on your World Map to find merchants, armorers, 

blacksmiths, and other folks who are likely to be Gwent players, those 
that you can win cards from are marked with the first (blue) icon throughout the. 
guide's Atlas section (this doesn’t appear on your World Map). If you're talking 
to someone who is up for a Gwent game, the second (orange) icon appears as а 
conversation choice. At this point, it would be really great to have a complete list 
of who and where these people are; which is why that has been provided (see the 
Gwentfolk of the Northern Realms on page 800), 


Collection Plan #4: Found Or Won During A Gwent Quest 
(23 Cards) 

There are 23 cards you need to win from a specific individuals as part of one of 
the five available Gwent Quests (Playing Innkeeps, Velen Players, Big City Players, 
Old Pals, and Skellige Style; starting on page 481). Opponents always give you 

à specific card, and you must face each one in a particular order (subsequent 
players in a quest won't play until you've beaten previous ones first). The last 
(and most difficult) opponent in each Gwent Quest gives you two specific cards 
(one from their deck, and one for completing the quest. Consult these quests 
first, and follow the objectives mentioned within each quest. 


HEN TO HOLD 'EM 


OFF 


THE CARDS: KNOW 


{tis vitally important that you check the Gwent: Complete Card Checklist chapter 
‘on page 782 before embarking on Gwent and Secondary Quests if you want every 
single card, Certain players, such as those you find at the Vegelbud Residence 
during Secondary Quest: A Matter of Life and Death, won't be seen again. The 
same goes for characters that might die during your adventure. If they're dead, 
they can't be challenged to a game of Gwent now, can they? However, in certain 
circumstances, they may leave their card behind. И this occurs, it is mentioned in 
the appendices, but don't count on this as a way to gather all cards! 


The numbered totals aren't necessary to worry about, as some cards can be 
gathered from multiple sources. Instead, concentrate on finding the cards you need, 


| as quickly as possible. A visit to Toussaint helps, as certain Innkeeps sell a good 
| (random) variety of cards to quickly bolster your 


decks. 


Collection Plan #5: Found Or Won During A Secondary 
Quest (15 Cards) 

There are 15 cards that are only acquired during a Secondary Quest (excluding 
Toussaint). Some are won during tournaments with the very best players around, 
and some are found during a quest. Take great care not to miss these cards, as 
they can't be gathered after the quest concludes! 


Collection Plan #6: Loose Cards: Found On The Ground 

I1 Card) 

Someone left a card lying around in a barn in Brunwich. It's the fabled Cow card, 
with hidden depths to its statistics. Don't forget that prized heifer! Also, some 
cards you can't win from an opponent (due to them dying, for example). These 
are placed loose for you to pick up, though this isn’t the optimal way to find 
these cards. 


OFF THE CARDS: KNOW WHEN TO FOLD 'EM! 
Pay special attention to cards that appear on the lists only once; there's only one 
‘available! Check the Gwent: Complete Card Checklist Chart (on page 782) before you 
start any related quests, so you don't finish a quest or kill off a character and finish 
the quest without a card. Are you coming up to a tournament bout of Gwent? Then 
save your game before each bout in case you fail. As there are multiple times you 
‘might accidentally lose a card forever, some scholars have deemed Gwent Quest: 
Collect ‘em All to be the most difficult quest of Geralt's life! 


MW HEARTS OP STONESGWENT'GARDS APLENTY! 


Included in these totals are the 25 additional cards (some are duplicates, | 
‘and some are brand new cards) that are available in the Hearts of Stone 
Expansion. Be sure to find these, too! 


BLOOD AND WINEWFINADBOUTOPOARD COLLECTING! 
Included in these totals are the 43 additional cards (making up the 
Skellige Clans deck, along with two new types of Weather cards) that 
are available in the Blood and Wine Expansion. Make sure you gather all these, too! 


ДУ GWENT DIFFICUETY-EEVELPAPREAT-CHALLENGE 


Are you finding your Gwent bouts too easy? Need more of a challenge? Or are you 
about to start a quest involving a Gwewnt tournament, and want to increase your 
‘odds of victory? Then fiddle with the Gwent difficulty level! There are three levels 
of difficulty: Easy, Normal, and Hard. Increase your difficulty if you require a more 
competitive opponent who is more likely о play stronger cards against you. This has 
по impact on the cards you receive trom winning, however. 
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® THE BASIC GAME FLOW OF GWENT: AN OVERVIEW 


At the very basic level, a game of Gwent consists of the following: 


1. A conversation with a Gwent player, and a small bet by you on the likelihood 
of your victory. 


2. The Gwent battlefield appears. The starting player is chosen via a coin toss. 


3. Each player draws 10 random cards from their current deck of no fewer than 
22 cards, and no more than 35 cards, then chooses up to two cards from 
this hand to discard, which are redrawn in the hopes of replacing them with 
better cards. The discard is optional. The 10 cards you end up with after any 
redrawing become your hand for the duration of the match (although special 
card abilities can affect your draw). 


THE GWENT BATTLEFIELD: A PICTURE 


4. The match begins! When you start the first of (up to) three rounds, players 
remove a unit card from their hand, and place it on the battlefield in the 
appropriate combat rows, one card per turn (unless special abilities of the 
card deck dictate otherwise). Additionally, Weather cards can be put into 
play to further influence unit card strength points. Each unit card is worth a 
certain number of strength points, which are added to your overall total. The 
ultimate goal in a round is to have more points than your opponent. 


5. Play continues until cards are exhausted, or a player passes their turn, which 
allows their opponent to continue to play until their cards are exhausted, ог 
they pass. The player with the highest total points wins that round. 


6. The next round starts with the remaining cards in hand still in play. The first 
player to win two rounds is the winner of the match (or bout). 


The following image shows a sample Gwent battlefield, or board, where each Gwent match takes place. 


© The Players: This shows the opponent (at the upper half) and you (at the 
lower half of the battlefield). The shield and deck type under the name of the 
opponent is helpful, as it shows which Faction you are going up against (and 
which you are using yourself). Adjust your strategies accordingly. 


© Cards in Hand: This is the number of cards you and your opponent have left 
to play. It is usually important that you have more remaining cards than your 
Opponent, so you aren't outdrawn at the end of the final round 


© Round Gems: You each have two red gems indicating how many rounds 
each of you has won. Lose a round, and a gem is shattered. Lose two 
rounds, and the match is lost. 


© Leader Ability: In the top left (opponent) or bottom left (you) corner of the 
battlefield, your Leader sits. He or she has a specific ability, which you 
can choose before the match starts. Note in this picture, the opponent has 
already used his Leader Ability (which is why the Leader card is darkened). 
Remember to hit the "use leader card" button when you wish to unleash this 
ability (which is used once per game). It is extremely important you know 
What both you and your opponent's Leader abilities are, so you can prepare 
for them! Remember to zoom in on your opponents Leader card to learn 
more about their ability. Forewarned is forearmed! 


© Your Hand: The opponent's hand isn’t visible (that would be cheating), but 
here you can see all the cards you still have left to play. 


O Discard pile (also known as Graveyard): This shows the cards you and 
your opponent have played, and have been discarded in previous rounds, 
or in this round if a card has been scorched. You can look through this pile 
(especially as Medic cards allow you to return non-Hero cards from this pile). 


qn 
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© Remaining Deck Cards: These cards are the remaining ones that you didn't 
draw at the start of the match, and aren't used. 


© Combat Rows: There are three combat rows of the battlefield, and the icon 
of the swords (8A: Close Combat), bow (8B: Ranged), and catapult (8C: Siege) 
are carved to indicate the unit types you can place there. Your opponent also 
has the same three rows, but in the opposite direction (so both Close Combat 
rows are in the middle of the battlefield. With the exception of Spies (which 
are placed on enemy rows), and Weather cards (which are placed in the 
“Weather” area, all your cards are placed on your own side of the battlefield, 


© Commander's Horn and Mardroeme Placement: This area on the left side 
of each row indicates whether a Commander's Horn card (all Factions) or 
a Mardroeme card (Skellige Clans only) is augmenting the row in question. 
Note that in this example, the opponent has played a Commander's Horn on 
his Siege Combat Row. 


© Weather Effect: If a Weather card is placed, it affects both you and your 
opponent's rows, and the type of Weather is shown on the row. Any Weather 
cards in play are placed here, between both players. In this example, a Biting 
Frost card is in play, reducing the effectiveness of the Close Combat Rows 
for both sides. 


O Row points totals. The totals for all of the strength points for each card you 
and your opponent have played in each row are shown here. 


© Total Points Value: This shows total points value of the cards on each of 
your three rows, as well as those of your opponent. The highest total wins 
the round. 


DECK FACTIONS 


There are five types of deck in Gwent, each related to a particular faction. Each faction has its own perk, which is important to learn, and their own Leader with а 
number of unique Leader abilities you can choose from. They are listed in your Gwent menu in the following order. 


жеу. 


——— 
y MONSTERS v NILFGAARDIAN y NORTHERN 
A close-combat heavy EMPIRE REALMS 


The army of King 
Foltest, with close 
combat and siege 
weaponry, sprinkled 
with Spies and Tight 
Bond units. 


army of frightening 
beasts that favor 
Muster abilities. 


The army of the Emhyr, 
with Tight Bond units, Spies, 
and Medics) 


Leader: Eredin 


Faction Perk: One 
randomly-chosen 
card stays on the 
battlefield after 
each round. 


* Leader: Emhyr var Emreis 


* Faction Perk: Win 
whenever there is a draw. 


* Leader: Foltest 


* Faction Perk: 
Draw a card 
from your deck 
whenever you 


о THE BASICS OF GWENT Win a round. 
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g SKELLIGE CLANS 

The Clans of Skellige combine to form a 
hard-hitting marauding band of Muster, 
Tight Bond; and Beserker troops with 
bear-faced ferocity. 


9 SCOIATAEL 
Elves and dwarves 
combine to offer 
units with Muster, 
Medic, and a whole 
lot of agility. 


* Leader: King Bran or Crach an Сгайе 
* Leader: Francesca 


* Faction Perk: Two random cards from the 
Findabair 


graveyard (discard pile) come to play on 
* Faction Perk: You the board at the start of round three, 
decide who goes 
first at the start of 


a battle. 


You begin your adventure with a meager collection of mainly Northern Realms Gwent cards (and a small, but reasonable, Skellige Clans deck if you're starting the 
Blood and Wine Expansion), To excel at this game, you must collect many more cards, so you can build a deck suitable to challenge every player in the realm. Access 
your Gwent Deck from the Main (left vertical) Menu. It is here that you can inspect ай five Faction decks, individual cards, and prepare decks before a match. This 
deck-bullding is also possible just before a match starts, after your wager. Here, you can inspect the following: 


THE BASICS OF THE GWENT MENU 


© Deck faction. Scroll through the five Factions and choose the one you wish 
to build a deck with. When you commence your adventure, you only have 
enough cards for a Northern Realms deck (and Skellige Clans deck if Blood 
and Wine Expansion is active). The ultimate goal is to create а variety of 
Strong decks for each faction. 


© Card Collection: Look through all of your cards in the deck faction you have 
highlighted. You can sort them by Unit type (Close Combat, Ranged, and 
Siege), as well as by Hero, Weather, and Special type. 


© Cards in Deck: You have the same sorting ability when you place cards from 
your collection into a deck you are building. This area showcases the cards 
you have access to during a match, so place all the ones you want to use 
and none of the ones you don't 


© Leader: Press “Change Leaders" to swap between the Leader cards you 
have for this Faction, You can collect up to five, except for Skellige Clans, 
which has two.. Base the deck you are creating around the Leader's ability. 


© Total Cards in Deck: This is the total number of every card type you can 
place in your deck (your total unit, Hero, Weather, and special cards), Aside 
from number limits on Special cards, there is no upper limit, but the deck 
maxes out when you've placed all your Neutral and Unit cards and have 
nothing left. However, this is far too big a deck to be effective, so pair down 
cards to ones you really want to use 


© Number of Unit cards: This counts the number of Close Combat, Ranged, 
Siege, and Hero units in your deck. You must have 22 of these cards, and 
they can be from your faction or neutral cards. The maximum number of 
cards is only limited by your collection of unit cards that are neutral or for 
the faction you're building a deck with. But again, the most effective Gwent 
players try to keep their card total down to around 22-24 Unit cards. 


© Special cards: This counts the number of Weather and special cards you place 
in your deck. There is no minimum (you don't have to use any of these cards), 
but you can't have more than ten special cards in a deck. Usually, professional 
players tend to limit these cards to only 1-6, depending on tactics 


© Total Unit Card Strength: This is the only strength points value for ай the cards 
with an actual strength (not special or Weather cards) that are in your deck. 
Remember that certain cards (like Spies) have strength that counts towards an 
enemy's total, and not your own, while other units (like those with Tight Bond 
ability) have a much higher strength when placed together. Although the bigger 
the number, the stronger the army, but in all actuality, the best decks follow 
this mantra: The bigger the number (excluding Spies) with as small a deck as 
possible. This means you should be creating decks where your deck minimum of 
22 cards gives you a Total Card Strength of around 150-165 points. 


© Hero Cards: This shows how many Neutral and Faction Heroes exist within 
your deck. Heroes aren't affected by Special cards (whether the effects are 
good ог bad), so they are a little more “stable” to employ. 
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THE BASICS OF A GWENT CARD 

When you're examining a Gwent card, it's worth learning what different aspects 
of the card mean. Here, the Scoia'Tael Hero Isengrim Faoiltiarna shows his 
mettle. Here's how the information is imparted: 


© Hero Sunburst: If the card is a 
Hero (and Isengrim Faoiltiarna: 
is), an extra orange sunburst and 
flourish appears in the top left 
corner. A regular unit card does. 
not have this. 


O Unit Strength (Power or Value) 
or Icon: For Unit cards, the 
strength points are shown here 
(in this case, 10). The maximum 
strength a card can give you is 
15, and the least is 0. For Special 
cards, the icon of that card (such 
аз a sun icon for Clear Weather) 
is seen instead. 


© Unit Row: This weapon indicates 
which row the unit fights in. 
Isengrim, and ali Close Combat 
units, have a sword icon. Ranged 
units have a bow. Agile units 
have a sword and a bow. Siege 
units have a catapult icon. 


© Ability: Aside from Hero and Agile abilities, if your unit has a special ability, it 
is flagged in icon form here. Isengrim Faoiltiarna's ability—aside from being 
difficult to spell—is a Morale Boost. 


© Faction banner: А banner scroll fills the left side of the card, and is color- 
coded to the faction, along with the faction's insignia at the bottom. Isengrim 
is part of the Scoia'Tael faction, 


© Notes: The name of the unit is shown (which is important as some units 
Increase their power when placed with units of the same name), along with a 
quote to delight you. 


CARD ABILITITES: A QUICK LOOK 
Each ability a card might possess receives a thorough tactical inspection later in 
this chapter, But to begin with, here's a list of all possible card abilities: 


e Combat: Close Combat: This unit fights on the Close Combat row. 
e Combat: Ranged: This unit fights on the Ranged row. 
e Combat: Siege: This unit fights on the Siege row. 


Agile: This unit has the flexibility to be placed on either the Close 
Combat or Ranged rows. 


Berserker: This unit changes into a much stronger version of itself if a 
Mardroeme is played before or after it. 


Commander's Horn: This appears as а non-unit Neutral card (place on 
any row), or as a character's ability (affects only the row the character is 
played on). It doubles the strength of all unit cards in that row. Limit to 1 
per row. 


Decoy: This non-unit Neutral card allows you to swap it with a card on 
the battlefield to return it to your hand. 


o Hero: This unit is immune to any special effects ог abilities. 


Medic; After playing this card, choose one card from the discard pile 
and play it instantly (no Heroes or Special cards). 


e Morale Boost: Adds +1 to all units in the row (excluding itself). 


Mardroeme: This appears as a non-unit Skellige card (place on any 
TOW), ог as a character's ability (affects only the row the character is 
played on). It triggers transformation of all Berserker Cards on the 
same row. 


е Muster: Find any cards with the same name in your deck and play 
them instantly. 


S Scorch (Specific Row or All Rows): Destroy enemy's strongest unit in 
a specific row, if the combined strength of all his or her units is 10 or 
more. “Scorch” and "Clan Dimom Pirate" cards affect the whole 
battlefield. "Scorch (Specific Row)" cards (which are all "character" 
cards, beside the Clan Dimom Pirate) affect only one row. 


® Spy: Place on your opponent's battlefield and draw 2 cards from 
your deck 


Tight Bond: Placing this unit next to a card with the same name will 
double the strength of both cards. 


Weather: Biting Frost: This appears as a non-unit Neutral card, It sets 
the strength of all Close Combat cards to 1 for both players. 


Weather: Impenetrable Fog: This appears as a non-unit Neutral card. It 
sets the strength of all Ranged cards to 1 for both players. 


Weather: Torrential Rain: This appears as a non-unit Neutral card, It 
sets the strength of all Slege cards to 1 for both players. 


Weather: Skellige Storm: This appears as a non-unit Skellige card. It 
sets the strength of all Ranged and Siege cards to 1 for both players. 


Weather: Clear Weather: This appears as a non-unit Neutral card. It 
removes any current weather effects across the entire battlefield. 


o NEUTRAL CARDS 


There are a number of cards that feature both Hero 
and non-Hero unit cards that do not belong to a 
specific faction. These Neutral cards include Geralt 
of Ама, Cirila, Yennefer of Vengerberg, and even 
Gaunter 0'Dimm. They fil the roles of various Unit 
types and some have special abilities to further 
improve other cards on the battlefield. They do 

по! care which faction they are used by, and are 
sometimes added so a deck without a particular 
ability can utilize one held by a neutral card. 


For example, a Gwent player is creating a Monster 
deck, but has no medic (as all Monster faction 

cards don't have this ability). However, Yennefer of 
Vengerberg does have a Medic ability, so she is added to the deck. 


e e e UNIT CARDS 


Unit Cards constitute your primary means of earning 
strength points in a Gwent game. There are three 
types of Unit Cards to place on the combat rows of 
your battlefield: Close Combat (shown), Ranged, and 
Siege. Some of these cards possess special abilities 
that enhance the Strength of other cards on the 
battlefield, and can allow for dramatic reversals in the 
middle of a bout. Just what all these abilities are, and 
how to use them, is explained later into this chapter. 


о LEADER CARDS 


Each of the five deck types in Gwent has a Leader 
Card (selected before a bout), the commander of the 
forces represented by that deck. These special cards 
have abilities that can be invoked during a player's 
tum, once per match. Used correctly, a Leader Card 
сап cause dramatic comebacks, so it is important 

to understand what your Leader Card can do and 
then use that ability accordingly. There are a variety 
of Leader Cards for each Faction; all aspects of the 
Leader or Leaders in question. These variants (that аге 
separate cards collected throughout your adventure) 
can be earned, found, or purchased, and each has a 
unique special ability. Consult the in-depth section 
next for more pertinent information on Leader Cards. 


O HERO CARDS 


Heroes are unique to each deck. These special 
individuals are related to the factions represented 

by the five Gwent deck types. Heroes are immune to 
abilities, which makes them very useful in situations 
where the rest of your card draw is being stymied in 
some way by Special or Weather cards. In general, 
Hero Cards are far more powerful than standard unit 
cards. However, they have a drawback; any abilities. 
your other cards may have which could be deemed 
positive, such as the Medic's ability to bring a discard 
card back to battle, do not work on Heroes. 


о SPECIAL CARDS 


Special Cards are different. They offer no strength 
point amount. They offer a single, specific advantage 
when played, and are designed to be utilized when 
the abilities of your unit cards. There are four non- 
Weather special cards to learn to use: 


. Decoy: These swap with а card on your battlefield, 
returning it to your hand, enabling you to retrieve a 
card you don't wish to utilize, but wish to keep. 


Commander's Horn: This doubles the strength of 
all unit cards in a row. They are placed in the “horn 
Section", on the left side of the battlefield. Only 
опе Hom can be placed in a row, so a maximum of 
three Horns can be used (one in each of your three. 
rows). The fancy fop Dandelion and the Skellige bard Draig Bon-Dhu also 
have this ability, 


* Scorch: This slays the strongest card(s) on the battlefield, whether it is your 
card or your opponent's card. Careful strategy is needed here as Scorch seeks 
‘out the highest non-Hero card value, and torches it into the discard pile and 
then follows it there. Three unit (or character) cards have a variation of this 
Scorch ability too (Villentretenmerth, Toad, and Schirru). 


Mardroeme: This triggers transformation of all Young Berserker, and 
Berserker Cards on the same row; changing into ravenous Vildkaarls with a 
much higher strength value. As Berserker cards are specific to the Selige 
Clans deck, the Mardroeme only becomes useful when utilized with this 
faction. The Skelliger Druid Ermion also has this ability. 


Remember that Hero cards are not affected by Decoy, Commander's Hom, 
Scorch, or Mardroeme cards. 


. 


o WEATHER CARDS 


Weather cards are a subset of Special cards. Each 
deck type has access to Weather cards, which give 
you additional ways to respond to plays made by an 
‘opponent. Four inclement Weather Cards can cripple 
the strength points of all cards in a given row or rows 
on the battlefield, reducing all the strength in both your 
and your opponent's row to 1 (excluding Hero cards). 
Playing them requires some forethought, as this can 
wildly affect the Strength totals for both sides. There's 
also a fifth Weather Card, Clear Weather, that clears. 
all other Weather Cards in play. This can completely 
negate a stratagem relying on Weather cards. 


* Biting Frost affects Close Combat cards. 
* Impenetrable Fog affects Ranged cards. 

* Torrential Rain affects Siege cards. 

* Skellige Storm affects Ranged and Siege cards. 


All Weather cards should be played with care, as they can ruin your own strategy, 
as well as your opponent's! Remember that just as you can play a Weather- 
clearing card, so too can your opponent. 


BECOMING A TRUE GWENTLEMAN: GENERAL GWENT TIPS 
Before this chapter expands on the tactics of a Gwent game to mind- 
bending proportions, it is worth learning a few general tips to aid you in 
your initial competitions: 


* Play Cautiously: You draw only 10 cards from your customized deck at the 
start of a match. Outside of any special abilities that allow you to draw more 
cards from the deck, that's it! Don't blow all of your best cards too early in a 
match; you must win two rounds with those 10 cards! 


* Pass if you must, and pass wisely: You can choose to pass a turn for any 
number of reasons. If your opponent's cards feel too overwhelming for that. 
round, if you feel that they might be over extending their cards and playing 
too strong in an early round, if you're confident they cannot counter your 
hand, etc. Just remember that passing а turn is not automatically forfeiting 
а match! It is just as much a part of your strategy as playing a card at the 
right time. Again, remember that you have only 10 cards to work with across 
potentially three rounds of Gwent, but so does your opponent! 


* Weather Cards are a double-edged sword: Weather Cards can dampen the 
effects of cards for both players. Knowing this, If you intend to use a Weather 
Card, wait until it looks like your opponent is favoring a row that your Weather 
can affect, then try to strengthen combat rows that aren't going to suffer the. 
Weather effect. 


Acquire new Gwent cards at your earliest convenience: The deck you 
begin with might be capable of beating your earliest competition, but if you 
want to defeat all comers, including the special opponents holding onto the 
rarest cards in the world, you must form a much better deck. You can buy 
new cards as early as the Inn at White Orchard during the prologue, where 
you first learn how to play Gwent. 


* Integrate powerful new cards into your deck as soon as you get them: 
Decks do not make themselves. You need to add the cards to your deck for 
them to be of any use. 


* Minimize your deck size: The more cards you have in a deck, the less 
chance you have of drawing the specific ones you want. Craft your decks to 
be as lean as possible, ensuring a good spread of Unit, Special, Neutral, and 
Hero Cards to cover your bases. It's just as important to cull weaker cards or 
those that don't fit the strategy to which you're tailoring the deck. 


* Challenge Gwent players met during quests: Some quests involve larger 
events where Geralt may encounter Gwent players while he takes on other, 
important tasks. If you have an interest in collecting all the cards, challenge 
them as soon as possible. You may not get another chance, and this can cost 
you some rare and powerful cards! This guide has identified quests where 
Geralt encounters Gwent opponents in the Quest section of this guide. 


With over 250 Gwent cards out there to find, gathering ай these cards can become | 
overwhelming, so remember the following: | 


1. You can win (random) cards by beating merchants, crafters, traders, and 

\ innkeepers you meet. All are stationary and linked to a settlement. You only 

receive one card from them when you beat them for the first time; if you want a 

| second (random) card, you must find another player. 

2. You can win unique cards by playing different individuals as part of Gwent-related 

| Quests, or during specific events and on-Gwent related quests. Watch ои! Its | 
Possible to miss out on some of these cards entirely, so be sure to play any important 
tournament players or acquaintances you encounter over the course of your adventure. 

3, You're able to purchase Gwent cards from vendors. These are usually in taverns 
ог inns throughout the realm. Various curio merchants in Novigrad may also offer 

| a selection of cards; usually between four and five. 

/ Need to know where all these potential players are? Then look for the Gwent Player 

icon in the Atlas, and consult the Gwentfolk of the Northern Realms section in this 

guide's Appendix, on page 800. 

Need to know where every single Gwent card is located, including those from Hearts 

of Stone and Blood and Wine? Then consult the Gwent Cards section in this guide's 18 

Appendix, on page 782. i 


* 
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Need a player who isn’t going to sap your funds, who you can practice Gwent 
against for free? Then visit the Corvo Bianco Vineyard in Toussaint. As part о! Blood 
and Wine Secondary Quest: No Place Like Home (see page 242), your majordomo 
Barnabas-Basil Foulty, offers to play Gwent with you: 


‘Should you challenge him, you can request he play as any of the five factions 

(or “surprise” you and play as a random faction), and then request he uses a 
strong, middle, or weak deck depending on the challenge you require. This Is an 
excellent way to train for the Gwent tournaments both in Toussaint, and across the 
Northern Realms! 


GWENT: ADVANCED CARD AND, DECK TACTICS 


‘Amassing a huge collection of Gwent cards means nothing if you can't effectively 
trounce your opponents during а game itself! With this in mind, the following 
section exhaustively details all the available Gwent cards and their abilities, 

and delivers individual tactics for specific cards (or sets of cards), as well as 
general and advanced tactics for each Faction Deck you are building, This proves 
invaluable before you face any opponent, and particularly the ones mentioned in 

the tables that are related to Secondary and Gwent quests (on page 481). 


CARD UNIT AND ABILITY TYPES: AN OVERVIEW 


By now, you should understand the variety of symbols that adorn each Gwent 
card you collect. The next step is learning and understanding just how many of 
each type of card is available (to both you and your opponent), which in turn can 
dramatically help you to plan your own decks and bouts. This section focuses on 
Unit Type, and also Unit abilities. 


UNIT TYPES AND ABILITIES: A TABLE 

Study the following table carefully; it breaks down the number of cards of each 
a particular type and the number of cards with a particular ability (excluding 
weather). This is helpful in determining which Faction relies on a type of card 
more heavily than another. After this table, more specific advice is imparted. If 
you wish to see a complete breakdown of abilities for all cards, consult the table 
at the very end of this chapter, on page 136. 
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Remember that certain cards may have more than one ability, such as Yennefer of 
Vengerberg, who is both a Hero and a Medic. That rapscallion Olgierd von Everec 
isn't only Agile, but he offers a morale boost too. And the disgusting Kayran from the 
Monster Deck is the only card with three abilities: Hero, Agile, and Morale Boost. 
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"includes cards with the "Agile" ability that can be placed in either row 
includes all non-Weather related Special cards 
includes Hemdall, which is summoned via the Kambi card 


**** includes the Transformed Vildkaarl, which has this ability only when Berserked 

***** includes Cerys, who summons non-Muster cards; the Shield Maidens 

* includes the three Transformed Young Vildkaaris, which have this ability only 
when Berserked 


CARD UNIT AND ABILITY TYPES: IN-DEPTH TACTICS 


Each unit type and ability is now detailed in more depth, so that you know what to expect from a rival who plays this type of card, how you should react to it, and how 


to play each type of card yourself 


LEADER CARDS [22 CARDS) 


Each Faction is led by a mighty leader. Though their cards never enter the 
battlefield itself, Leaders can play a pivotal role during a Gwent bout, as each one 
has a unique ability you can employ at any time, instead of playing a card from 
your hand. But this Leader is much more than a way to delay playing out cards 
(though you can use a Leader card like this if you're desperate to keep your card 
count up, or cards in your hand). A good Gwent player recognizes the strengths 
of their Leader's ability, and uses it when it is most beneficial to them. 


Be sure to check your opponent's Gwent battlefield (top left comer) to see and 
inspect their Leader's ability, so you can proactively react to it instead of being 
surprised during a bout. Should you lose, rebuild or tweak your deck so your 
opponent's Leader ability is minimized, if you can. 


The following Leader cards are available to each faction, All are aspects of the 
same Leader (во there are four Leaders—one per faction—with five cards to 
choose from). Spend time playing bouts with each Leader type until you're happy 
with the synergy between Leader and battlefield troops. 


MONSTER FACTION LEADER: EREDIN (5 CARDS) 


Eredin: King of the Wild Hunt 
Ability: Pick any Weather card from your deck and 
play it instantly. 


Benefits: This enables you to hamstring your 
‘opponent's rows, so pick Weather cards depending 
оп the type of rows your foe favors placing cards 

оп. Remember you need the card in your deck, not 
your hand. This also works with Clear Weather cards, 
enabling you to remove the crippling effects of a 
foe's Weather cards on your forces without worrying 
about getting a Clear Weather card or not. Think of it 
as insurance to keep a row you're using at maximum 
strength, despite any Weather problems. Or, use it 
offensively to cripple a foe with rows you aren't strong in (like Ranged or Siege). 
‘As Monster Decks favor Close Combat and Muster troops, Biting Frost isn't 
usually a good idea if you use this ability. 


Shortfalls: This ability may not even be played during a match, and is useless 
if you don't have a Weather card to play. It forces you to reduce your deck size, 
which can be a critical mistake in later rounds. For full flexibility (choosing 
Clear Weather, Biting Frost, Impenetrable Fog, or Torrential Rain), you need four 
additional cards in your deck, reducing the chances of obtaining more powerful 
cards you need. 


Eredin: Destroyer of Worlds 
Ability: Discard 2 cards and draw 1 card of your 
choice from your deck. 


Benefits: If you favor large decks, and find yourself 
looking at а couple of cards you can't play (such 

as Weather Cards), then this is а good choice of 
ability. You can also employ more advanced plans of 
discarding cards you don't need, but wish to Medic 
back into play in a subsequent round, giving you more 
flexibility. This is also helpful if you're searching for a 
specific card to thoroughly demoralize your opponent. 
Need Toad to lay waste to your opponent's Ranged 
Row? Don't have Toad in your hand? Then discard 
two cards, find him in your deck, and demolish an opponent! This ability is key 
to finding and using a powerful card (Villentretenmerth, Kayran, Toad, Mysterious 
Elf, Yennefer, or a Hero) exactly when you want to, It isn't advisable to use on 
Muster cards (as you're likely to have one of that group in your hand anyway, 
and all of the group are played when you place one on the battlefield). 


‘Shortfalls: If you're exercising deck-building control, and are minimizing the 
“less important" cards you pick before a match, it becomes less necessary to 
employ this Leader ability (as you're likely to want to keep all the cards in your 
hand no matter what you draw). This reduces your card count by one (usually not 
а good idea if you're outdrawing an opponent). A better strategy is not to “bloat” 
your deck with cards you'll be discarding without playing in the first place! 


Eredin: Commander of the Red Riders 
Ability: Double the strength of all your Close Combat 
units (unless a Commander's Нот is also present on 
that row). 


Benefits: This is essentially a free Commander's 
Horn ability to use whenever you see fit. Need to win 
a round, but don't want to expend any high-point 
cards in doing so? Want to ensure victory and bolster 
your Close Combat row? Then employ this ability. 
This also means you can remove one (or more) 
Commander's Horn cards (and especially Dandelion, 
as this bonus doesn't stack), freeing you up to pick 
more powerful cards. 


Shortfalls: You can't use this on Ranged or Siege rows (which isn't usually а 
problem for Monster Decks as they are primarily focused on Close Combat), It 
also causes your front line to be even more susceptible to Weather or Scorch 
from your foe. Play this card late, having already totaled the bonus it grants you 
in your head, and pull out a win late in the round! 


Eredin: Bringer of Death 
Ability: Restore a card from your discard pile to. 
your hand. 


Benefits: If you have a high-value, non-Hero card 
you wish to reuse (like Villentretenmerth or Toad, for 
example), feel free to use this Ability, It also allows 
you to return an enemy Spy (if playing against the 
Nilfgaard or Northern Realms) back into play, against 
the foe that initially played it! This acts just like 

а Medic (but without a Medic card appearing on 

the battlefield), and as Monster Decks are devoid 

of Medics (except Yennefer), this enables you to 
utilize the many Medic strategies that are usually 
unavailable to you. 


Shortfalis: This sounds initially excellent, but beware of some rules that lessen 
the impact of this ability: You can't restore a Hero. Unlike a Medic, you don't 
receive the Medic's points cost added to your battlefield. You shouldn't use it on 
Muster forces (as once discarded, Muster groups can't be placed back on the 
battlefield as a group) either. As an ability, if you don't have a discarded card you 
want, this ability is likely not to be utilized at all. 


Eredin Bréacc Glas: The Treacherous 
Ability: Passive. Doubles the strength of all spy cards 
(affects both players). 


Benefits: This is beneficial to use against Northern 
Realms, and especially Nilfgaardian Empire decks, 
where Spy use is frequent. As the Spy's biggest 
drawback is that its strength is added to the 
opponent's total, and you don't use Spies, you're 
effectively doubling the strength of any enemy Spy 
placed on any of your rows. Did the Nilfgaard place 
Stefan Stellen on your Close Combat row? Well, with 
this Leader ability, his strength is now worth 18 to 
you, instead of 9! 


Shortfalls: This is useless against Scoia Tael and Monster decks, as they don't 
have Spies (and the Neutral Spy available, Mysterious Elf, has a strength point 
total of 0). Spies are often Decoyed back into your opponent's hand, so the bonus 
you receive from them is often fleeting. As even Spy-heavy enemy decks (such 
as the Nilfgaard and Northern Realms) only utilize three Spies with strength 
points, the bonuses you receive are usually very weak anyway (for example, 
Thaler only gives you 2 strength points instead of 1); not usually enough to turn 
the tide of battle! 
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NILFGAARDIAN EMPIRE FACTION LEADER: 
EMHYR VAR EMREIS (5 CARDS) 


Emhyr var Emreis: 

His Imperial Majesty 

Ability: Pick a Torrential Rain card from your deck and 
play it instantly. 


Benefits: Having the ability (assuming a Torrential 
Rain card is in your deck) to cripple an opponents 
Siege row at any moment is a good power to have, at 
least during the initial bouts of Gwent. It's great to изе 
against Northern Realms opponents, as this faction 
primarily relies on Siege units, and to a lesser extent, 
the Nilfgaard. Be sure to plan your own decks and 
attacks around this ability (so don't stack your own 
deck with Siege units if you hope to use it)! 


Shortfalls: Firstly, this Ability only works if you have a Torrential Rain card in 
your deck (not your hand), meaning you must add one (or more) to your deck. 
Secondly, as Torrential Rain only affects Siege units, it is useless against any 
foe that only has a minimal Siege presence (such as Scola Tael and to a lesser 
extent, Monster Decks). Thirdly, there are more devastating Emhyr var Emreis 
abilities to pick. Fourthly, as your own forces are likely to be using Siege units, 
this can cripple your own Siege row too! 


Emhyr var Emreis: 

Emperor of Nilfgaard 

Ability: Look at 3 random cards from your 
opponent's hand. 


Benefits: Often used during the final stages of a bout, 
as this becomes more useful the fewer cards your 
opponent has left. As you're likely to be trying to add 
high-value non-Heroes, or Tight Bond cards (such as 
the Impera Brigade Guards) to bolster your strength 
points, you want to be assured that your foe won't 2 

negate this influx of strength by using a Weather — 
Card or Scorch, This ensures you know whether 

the likelihood of this happening will occur. It's also. 

sometimes great to see what your foe has left, as well as Weather Cards and 
Scorch, so you can calculate whether you're able to win the round or pass. 


Shortfalls: This Ability is much less powerful the more cards your opponent 
has (as you won't know, even after using it, exactly what your foe can attempt). 
The random nature of this ability is also suspect, as giving you some (but not 

all) information regarding your opponent is sometimes counter-productive. For 
example, if you're hoping a foe won't play a Weather Card, they still might if you 
didn't see the card while using this Ability. It also isn't helpful to use early оп 
when your foe can still draw from his or her deck (as the deck can't be looked al). 


Emhyr var Emreis: The White Flame 
Ability: Cancel your opponent's Leader Ability, 


Benefits: This is pretty self-explanatory; if you're 
constantly cursing an opponent's Leader (such as 
Foltest's Lord Commander of the North ability to 

bring Clear Weather to an opponent's rain-soaked 
Siege row) which contributes to your demise, then 
utilize this card. Is your enemy Leader's ability always 
seeming to tum the tide of battle in their favor? Then 
stop this entirely by nullifying their Leader! Check your 
opponent's Leader ability first, before adjusting your 
strategy accordingly. 


Shortfalls: This doesn't offer any offensive or other 

bonuses to your own side outside of removing both Leaders from play. It forces 
you to play a Leaderless game of Gwent, which is fine if you don't enjoy using 
any of Emhyr var Emreis' other Leader abilities, but sometimes general units 
benefit from having a Leader, or the chaos a more random Leader ability brings. 


Emhyr var Emreis: The Relentless 
Ability: Draw a card from your opponent's 
discard pile 


Benefits: This essentially acts as a Medic ability, but 
brings back a (non-Hero) card from your foe which 
you can utilize yourself. Need two Villentretenmerths 
(one from your deck, and one from your opponent's)? 
Then rummage around in your foe's discard pile to 
find him! This allows you to take a vastly powerful 
card your opponent previously played, and “return the 
favor” back at them! Also use it to gather a card from 
your foe that might not be powerful, but is something 
that can really hamper your opponent's progress 
(such as taking a Tight Bond card and stopping a foe using a Medic to bring 
that back into play). This Ability is also unique (that is, you can't do this with any 
normal unit card), adding to your flexibility. 


Shortfalls: This isn't useful during the first round, when your opponent has a 
small discard pile of cards you might not wish to use. If you play this ability and 
there isn't a suitable card to take, the ability is wasted. 


Emhyr var Emreis: Invader of the North 
Ability: Abilities that restore a unit to the battlefield 
restore a randomly-chosen unit. Affects both players. 


Benefits: This interferes with both players’ Medics 
and any Leader abilities that restore cards from the 
discard pile, back into play. It causes chaos, and can 
really hamper an opponent's Medic strategies. Is your 

foe constantly returning Tight Bond or high-value 
поп-Негое back into play (such as Villentretenmerth)? 
Then minimize the chances of this happening using 

this ability; no one knows what cards are likely to 

return. As this affects you as well, you may wish to 
minimize Medics in your own hand, and play this 

Leader ability on a foe you know uses Medics all the time. 


Shortfalis: If your foe only has a few discarded cards that can be restored, they 
sti have a chance of getting the card they wanted, or at least something of 

use. This isn't usually completely detrimental to your foe (they will always draw 
something, even if it's not what they specifically wanted). This ability also affects 
you, so if you're heavily involved in utilizing Medic tactics that require the return 
of specific cards, this may not be the Leader ability for you. 


NORTHERN REALMS FACTION LEADER: FOLTEST (5 CARDS) 


Foltest: King of Temeria 
Ability: Pick an Impenetrable Fog card from your deck 
and play it instantly. 


Benefits: Ideal for playing against opponents you 
know are likely to employ a large number of Ranged 
units (such as the Scoia'Tael), as this gives you a 
better chance at nullifying them (you can draw an 
Impenetrable Fog from your hand if you already have 
it, or use this Ability), Think of this as increasing the 
chances of hobbling a foe's ranged row (and also 
your own); with this in mind, refrain from choosing a 
‘majority of ranged troops for your own battlefield. 


Shortfalls: You must have an Impenetrable Fog card 
in your deck (not in your hand), otherwise this ability is useless. This means 

the ability may not be used as often as other abilities, and isn't as flexible 

It also means you must place at least one Impenetrable Fog in your deck, which 
сап “bloat” your deck. Are opponents massing in their Close Combat or Siege 
rows? Then this ability isn't helpful. Finally, if you find yourself using Ranged 
units yourself (such as the Crinfrid Reavers Dragon Hunters), this negates all 
their bonuses. 


Foltest: Lord Commander of the North 
Ability: Clear any Weather effects (resulting from 
Biting Frost, Torrential Rain, or Impenetrable Fog) 

in play. 


Benefits: Incredibly useful both at the beginning of 
your Gwent career, and even during bouts with the 
land's most professional players. This is essentially a 
"tree" Clear Weather card to use whenever you like! 
Unlike some other Leader abilities, you don't need 

а Clear Weather card in your deck, freeing you up. 

to add a more potent offensive card instead while 
keeping your deck lean. It also favors players who 
aren't interested in using Weather cards themselves. 


Foltest: Son of Medell 

Ability: Destroy your enemy's strongest Ranged 
Combat unit(s) if the combined strength of all his or 
her Ranged Combat units is 10 or more. 


Benefits: Think of this as a Scorch card to employ 
оп a foe's entire Ranged row, removing one or more 
of their highest point units. Just like The Steel- 
Forged Leader Ability, this is particularly effective 
against opponents who primarily use Ranged units; 
particularly the Scoia'Tael, and to a lesser extent the 
other factions too. This offers a greater opportunity 
at carnage compared to The Steel-Forged (unless 
you're playing against Northern Realms), as generally 


Finally, it completely removes an enemy's biggest threat; so save this until late ап opponent plays more Ranged cards than Siege ones. Remember that all 


in a round you want to win; essentially ignoring the penalties your rows are "character Scorch’ tactics (detalled in the “Scorch” section to come) work 
suffering from. You can also "hide" your troop's abilities (and strength point with this ability too. This has the same Scorch ability as the Monster Toad card; 
totals) by placing them in a row suffering from Weather effects, before removing consult that for more tactical options (including the use of Impenetrable Fog to 


the effects at the last minute. wipe out multiple cards at once). 


‘Shortfalls: This affects both you and your opponent, so this shortfall of Shortfalls: This doesn't affect Heroes. This is less effective against Monster 
Clear Weather also applies here. It stops you from using Weather cards as Decks, or opponents that spot this Ability and don't employ Ranged units in 
often, and is useless if your foe doesn't use Weather cards. But it's great battle. As many Scola Tael troops are Agile, a cunning opponent is likely to move 


insurance, nevertheless. 


Foltest: The Siegemaster 

Ability: Doubles the strength of all your Siege units 
(unless a Commander's Horn is also present on 
that row) 


Benefits: This is essentially a "free" Commander's 
Horn ability to use whenever you see fit (but only on 
a Siege row). Need to win a round, but don't want 
to expend any high-point cards in doing so? Want 

to ensure victory and bolster your Siege row? Then 
‘employ this ability. This also means you can remove 
опе (or more) Commander's Horns, freeing you up to 
pick more powerful cards. 


Shortfalls: You can't use this ability on Close Combat 


them into the Close Combat line so this ability won't get used. This ability is 
also inflexible; it can't help you lessen the strength of other rows at all (unless 
the foe puts all their Agile troops in the Close Combat line, and you react by 
‘subsequently using Villentretenmerth or a Special Scorch), 


SCOIATAEL FACTION LEADER: 
FRANCESCA FINDABAIR (5 CARDS) 


Francesca Findabair: Pureblood Elf 
Ability: Pick a Biting Frost card from your deck and 
play it instantly. 


Benefits: Exceptional for playing against opponents 
you know are likely to employ a large number of 
Close Combat units (such as Monster deck players), 
as this gives you a better chance at removing them 
as a threat (you can draw Biting Frost from your 


ог Ranged rows (which is less of a problem for Northern Realms decks as they hand if you already have it, or use this Ability). Think 
have a high proportion of units focused on the Siege row). It also causes your ol this as increasing the chances of crippling a foe's 
Siege row to be even more susceptible to Weather or Scorch cards from your Close Combat row (and also your own), As your Close 
foe; so play this card late, having already totaled the bonus it grants you in your Combat row is also affected, utilize your troops’ Agile 
head, and pull out a win late in the round! abilities before using this Ability, so the majority of 
your army is in the Ranged Row. Finally, this ability is slightly more powerful than 
other similar Leader powers that allow Weather Cards from other rows to be 
played, as the highest proportion of unit cards are Close Combat-related. 


Shortfalls: You must have a Biting Frost card in your deck (not in your hand), 
otherwise this ability is useless. This means the ability may not be used as often 
as other Leader abilities, as it isn't as flexible. It also means you have to place 
at least one Biting Frost in your deck, causing deck “bloating”. Are opponents 
massing in their Ranged or Siege rows? Then this ability won't help you. Finally, 
if you find yourself using Close Combat units yourself (such as the Muster group. 


Foltest: The Steel-Forged 

Ability: Destroy your enemy's strongest Siege unit(s) 
ifthe combined strength of all his or her Siege units 
is 10 ог more. 


Benefits: Think of this as a Scorch card to play 

оп a hapless opponent's entire Siege line, wiping 

out one or more of their highest point units. This Is 
particularly effective against Northern Realms, and (to 


a lesser extent) the Nilfgaardian Empire who employ 

а large proportion of Siege units. Remember that all 
“character Scorch” tactics (detailed in the “Scorch” 
section to come) work with this ability too. This has 
the same Scorch ability as the Scoia'Tael Schirru card; 


of Havekar Smugglers), this negates all their bonuses, 


Francesca Findabair: Daisy of the Valley 
Ability: Draw an extra card at the beginning of the battle. 


Benefits: Unlike some other Leader abilities, this 


consult that for more tactical options (including the use of Torrential Rain to ue votes in every battle (you won't forget to use it, or not 


кона, have the right combination of cards or effects to make 
Shortfalls: This doesn't affect Heroes. This is far less effective at factions that this useful). Though the card you retrieve is random, 
don't employ Siege units (Scoia Tael only uses one, and Monster decks only it's always helpful to have 11 cards in your hand at 
have four possible units outside of Gaunter 0'Dimm's Neutral cards). It is also the start of a game compared to ten (as you obviously 


have more choice of what to play). This also helps to 
negate the shortfall of the Scoia Tael deck in terms of 
not having any Spies (which offer a similar effect). But 
everyone loves having a bigger deck! 


Shortfalls: This can't be played at your leisure (such 

as during the end stages of a round where you might need an extra card). The. 

card you receive may be random, so you could end up with two Clear Weather 

cards that are of limited use (but that is more to do with your deck-building skills. 

than a shortfall of this Ability). It essentially leaves you "leaderless" for the rest of Y 
the bout (that is, you can't rely on a Weather-related leader ability). 


inflexible; it can't help you lessen the strength of other rows at all. 
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"Francesca Findabair: Queen of Dol Blathanna 
Ability: Destroy your enemy's strongest Close Combat unit(s) if the combined strength of all his or her Close Combat units is 10 or more. 


Benefits: Think of this as a Scorch card to use on an opponent's entire Close Combat row, removing one or more of their highest point 
‘units, This is amazingly effective against opponents who primarily use Close Combat units; particularly Monster decks, and the other 
factions too. This offers a greater opportunity at mayhem as generally any opponent plays more Close Combat cards than those of 
other rows (though your tactics should change if you see an enemy with this Leader ability, and you have Agile troops). Remember that 
all “character Scorch” tactics (detailed in the “Scorch” section to come) work with this ability too. This has the same Scorch ability as 
the Villentretenmerth card; consult that for more tactical options (including the use of Biting Frost to wipe out multiple cards at once). 
Finally, partner this ability with Villentretenmerth (for Close Combat rows) and Schirru (for Siege rows), essentially giving you this ability 


three times! 


Shortfalls: This doesn't affect Heroes. This is less effective at decks that recognize the threat and adjust where they place their units (away 
from the Close Combat row). As many Scoia'Tael troops are Agile, an opponent using this deck may move these troop types into the Ranged 


row so your ability is less effective. This ability is also inflexible; it won't lessen the strength of other rows at all (unless you employ Scirru 


at their Siege line). 


Francesca Findabair: The Beautiful 
Ability: Doubles the strength of all your Ranged 
Combat units (unless a Commander's Horn is also 
present on that row). 


Benefits: This is essentially a "free" Commander's 
Horn ability to use whenever you see fit (but only on a 
Ranged row). Do you crave the winning of a round, but 
don't want to expend any high-point cards in doing 
50? What to ensure victory and bolster your Ranged 
tow? Then employ this ability. This also means you 
сап remove one (or more) Commander's Horns, 
freeing you up to pick more powerful cards (or unit 
cards), Also look at the strengths of all your Scoia'Tael 


Ranged and Agile units; there's a vast number worth between four and six points. 


With this ability, they are now worth between eight and 12! 


Shortfalls: You can't use this ability on Close Combat or Siege rows. The latter 
isn't a problem at all (only one Scoia'Tael card is a Siege unit), but this does 
mean you might want to drop more Agile units into your Ranged rows to bolster 
this ability. All this bolstering of the Ranged Row makes it very susceptible to 
Weather or Scorch cards from your opponent; so play this card late, having 
already totaled the bonus it may bring, and pull it out for a late win! 


Francesca Findabair: 

Hope of the Aen Seidhe 

Ability: Move Agile units to whichever valid row 
maximizes their strength (don't move units already in 
optimal row). 


Benefits: This gives you ultimate flexibility in combat! 
It also doesn't affect the opponent, meaning you reap 
all of the benefits, It is great to use to feint a foe; drop 
all your Agile troops (you have nine to choose from) 
into Close Combat, and ignore any Weather effects. 
Then push them into the Ranged row late into the 
round to augment that row. Purposefully trick your foe. 
Keep the row you want to push Agile troops into low in 
strength. Don't drop a Morale Boost or Commander's Horn card in there, as that 
Increases the row's points; but use Morale Boost or the Horn afterwards! Just be 
sure to plan out this strategy beforehand; and calculate the strength point totals 
for both rows (plus other bonuses) to ensure the move goes without a hitch. 


Shorttalls: This puts all of your eggs іп one basket, meaning a cunning opponent 
‘may wait until you mass your Ranged Agile forces into Close Combat, and then 
Unleash a Biting Frost or Scorch (or both!). So use this late in a round to negate 
such possible problems, It also negates any bonuses you might have placed 

in the row your troops are moving from (such as a Dandelion's Commander's 
Horn if you move Close Combat Agile units into the Ranged row). Finally, watch 
your row totals; you can't move a load of Agile units into a row with an optimal 
strength point count. 


SKELLIGE CLANS FACTION LEADERS: 
KING BRAN AND CRACH AN CRAITE (2 CARDS) 


King Bran 
Ability: Units only lose half their values in bad 
weather conditions, 


Benefits: This is an ability that is constantly available, 
‘and doesn't need to be played. It simply reduces any 
of your weather-effected units to half their value, 
instead of 1 (while your opponent's weather-effected 
units are crippled to 1 as usual). It doesn't take a 
tactical genius to figure out how helpful this is; it 
mitigates your opponent's best attempts to lessen 
your prowess by playing Weather cards against you. 
This opens up tactical options such as stacking 
Skellige Storm and Biting Frost cards in your deck, 
and using them to blanket the entire battlefield, keeping your foe crippled due 

to weather while you benefit from King Bran's bonuses. This also allows you to 
keep some of the bonuses certain units bring, such as the Tight Bond bonuses of 
your Clan An Craite Warriors, while lessening your foe's points total severely. Also 
be sure to use King Bran, your Weather Cards, and Scorch (from the Clan Dimun 
Pirate) to level the battlefield! 


Shortfalls: This is far less effective if you or your opponent isn't using Weather 
cards or placing a number of Heroes that are unaffected by Weather. Playing 
against a foe with this Leader should be a clue to stack your deck with Clear 
Weather cards to nullify his bonus. Clear Weather is the bane of King Bran! 


Crach an Craite 
Ability: Shuffles all cards from each player's 
graveyards back into their decks. 


Benefits: This ability can be used once per match, 
and is obviously only available once you have a 
discard pile (or “graveyard” to utilize. Essentially 
acting as a much more powerful Medic, but granting 
all previously-used cards back into play for both 
sides, you can maximize your favorite tactics by using 
them twice in a match instead of once. For example, 
employ Cerys and her Shield Maidens in the first 
round to ensure victory; then utilize Crach an Craite at 
the start of the second round, and retrieve Cerys and 
her Shield Maidens to battle once again! This can reduce the effectiveness for 
Medics (who draw from your discard pile) and Muster cards (that summon from 
your discard pile) as well. It's also the only way to return Heroes back into battle 
(as well as Mardroemes to reuse with Berserkers), enables you to elongate any 
of the Ability plans contained in this chapter, and forces a much more aggressive 
style of game (for example; use a Scorch character card, use Crach an Craite, 
then Medic it back to use it three times in a game!). 


‘Shortfall: You reap all of the benefits, but so does your opponent, and he or she 
сап employ exactly the same tactics (playing large-value cards early, and using 
‘them again). This almost forces you into a less-flexible tactical plan, as playing 
the waiting game isn't as beneficial (why use Crach an Craite if you've only a few 
discarded cards you won't use again?). The trick is to use this card to maximize 
the rewards you receive, while minimizing those of your opponent. It also forces 
you to remember what your foe has already played, and figure that any or all of 
those cards are likely to be played again. 


SPECIAL WEATHER CARDS [15 CARDS] 


The five Weather cards available to you cause а 
variety of Battlefield effects that severely reduce 
combat effectiveness in a particular row or rows, or 
restore the Battlefield back to normal. A total of 15 
Weather cards are available to collect; three of each 
type. All of them can be played as part of your deck 
strategy, though it's better to figure out strategies 
based on the likelihood of Weather being effective, 
rather than dumping every Weather card into 

your deck. 


Weather cards are less potent when you're using 
tactics that focus more on unit abilities, such as 
gathering up Tight Bond units. As Weather cards 


Biting Frost Ability: Sets 
increase your deck size, you may receive a number of ^j 


the strength ol all Close 
Weather cards at the start of a game when you really Combat cards to 1 for both 
need strong units instead. So play a few games to players. 


balance out what you want to use Weather cards for. 


Also look to Leader Abilities that enable you to draw a Weather card from the 
deck, so you have more control over when you can obtain such a card. Also look 
at Leader Abilities such as Foltest: Lord Commander of the North, which causes 
Clear Weather without the need for a card. That way, you can reduce your deck 
size (usually recommended). 


Weather Cards do not affect any Hero cards (from you or your opponent) on 
the battlefield, so if you see a foe using a majority of Heroes to bolster a row, 
your Weather Cards become far less effective. If however, you're using Heroes 
yourself, and a minimal number of non-Hero cards to bolster a row, Weather 
Cards are great to play on a foe: Your Heroes shrug off the inclement Weather 
and your strength points remain high. 


Weather Cards are also able to be placed at any time, enabling you to “burn” (or 
waste) a Weather card from your hand, instead of placing a more potent card 
you're worried about being nullified by your opponent, or you're biding your time 


and hoping a foe will pass. But usually, Weather cards serve to “bloat” your deck, 


stopping you from grabbing a high-point card you need. 


Are you ending a game with one or more Weather cards? Then it appears you 
don't need them! Invest in a smaller deck, and a greater chance of a card you 
need, or find better cards with points to use. 


FIGHTING 
THROUGH FROST, 
FOG, OR RAIN 

The Biting Frost, 
Impenetrable Fog, and 
Torrential Rain Weather 
cards each affect a 
‘separate row (Close 
Combat, Ranged, and 
Siege rows), while the 
Skellige Storm affects two 
rows (Ranged and Siege 
rows). They immediately 
reduce any non-Hero 
card's strength to 1. Up to 
the entire Battlefield can 
be affected by weather 
{assuming either you or 
your foe plays Weather 
cards that cover all three 
rows), As both you and 
your opponent's rows 

are affected, you must 
ascertain when a Weather 
card is better for you to 
play, to maximize the. 
problems it will cause your 
foe, while minimizing the 
penalties to you. 


Impenetrable Fog Ability: 
Sets the strength of all 
Ranged cards to 1 lor both 
players. 


Such cards have an overriding function; to cripple an opponent's row, which 
in turn forces them to pass the round, use up a Clear Weather card, or commit 
further forces (thus reducing future combat effectiveness in subsequent rounds). 


S Biting Frost (Close Combat) (3 Cards) 


Biting Frost is usually utilized most often, as there are more Close Combat units 
in general, compared to all other unit types. Biting Frost is especially helpful 

in reducing the potency of players who use a majority of Close Combat cards, 
such as Monster Decks. They are less effective against Agile units (which can 
be played in either Close Combat or Ranged rows), and Northern Realms decks 
which can switch to Siege unit placement more easily. 


(63) © Impenetrable Fog (Ranged) (3 Cards) 


Impenetrable Fog is utilized less than Biting Frost, but is still a possible card to 
employ when you need to reduce the strength of a Ranged row. The Scoia'Tael, 
and to a lesser extent the other three factions, all make use of Ranged units, 
though not as often as Close Combat. As with Biting Frost, Agile units not yet 
placed can avoid an impenetrable Fog by being placed in the Close Combat row. 
With this in mind, you may wish to carry both Biting Frost and Impenetrable Fog 
to negate an Agile unit's ability. 


Ф тотемы Rain (Siege) (3 Cards) 


Torrential Rain is the least-used Weather card in almost every Gwent game, with 
the exception of playing against a Northern Realm deck (as this Faction uses 
‘Siege units more often than Ranged). As there are no Agile Siege units, you know 
you don't need to worry about cards with that ability. However, some decks (such 
as the Scoia'Tael) only have very few Siege cards—if any at all—making this. 
card useless, and even counter-productive if you have Siege units yourself. Ditch 
this card first, if you're carrying too many cards in your deck. 


@skettise Storm (Ranged And Siege) (3 Cards) 


Skellige Storm offers the benefits and shortfalls of covering much тоге of the 
battlefield with a blanket of rain; reducing combat effectiveness in both Ranged 
and Siege rows, Remember that any Faction can utilize this card, so if you're. 
playing enemies that utilize Ranged and Siege rows frequently (such as the 
Nilfgaardian Empire or Northern Realms), while you concentrate on bolster your 
Close Combat rows, this can be hugely beneficial. It can take the place of both 
Impenetrable Fog and Torrential Rain cards, reducing deck bloat. But there are 
disadvantages too; it cripples two of your own rows as well! 


Frost, Fog, Or Rain 
And Decoys 

Weather Cards themselves 
cannot be brought back 
into your hand after you 
use them, so Decoy cards 
aren't used with Weather 
cards, but after Weather 
cards are played. If you or 
your foe has soaked the 
Siege row with Torrential 
Rain, and you have a 
Northern Realms Catapult 
sitting there (worth eight points usually, but now worth one), simply Decoy it 
back into your hand. Use this tactic to coax your opponent into playing a Weather 
card early. 
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Frost, Fog, Or Rain 
And Agile Cards 

The Scoia'Tael (and to a 
lesser extent, the Monster) 
decks have troops with 
the Agile ability, allowing 
placement in either Close 
Combat or Ranged rows. 
This is helpful when a 
Weather card is used (by 
either player). If a foe puts 
‘down Biting Frost, place 
all your Agile forces in the 
Ranged row. Such flexibility makes Weather cards less effective against Agile 
forces. Similarly, placing a couple of lower point-value forces into a row you're 
‘sure а foe will use Weather on (or one you're about to use Weather on), to try and 
coa an opponent into matching or increasing their forces on this row, enables 
you to then use a Weather card they weren't expecting. 


Frost, Fog, Or Rain 
And Medics 

Medics cannot return 

à Weather card back 

into play, so Medics are 
utilized if the prospect of 
a Weather card is likely 

to cause problems with 

а row you're building 

M a Catapult (non-Hero 
eight-point Siege card) 
was discarded previously, 
‘and your Close Combat or 
Ranged rows are both suffering from Weather effects, resurrect the Catapult so 
your Siege row is strong instead. 


У 


Frost, Fog, 

Or Rain And 
Commander's Horn 
(And Morale Boost) 
Commander's Horn isn't 
affected by Weather, but 
all the cards it affects 
certainly are! As doubling 
a card's value can cause 
a huge influx in enemy 
points, dropping a Weather 
‘card on a row feeling the 
benefits of Commander's 
Horn can impede that ability severely. The same can't be said of Morale Boost; 
апу row with +1 to each non-Hero card still has that same bonus, though the 
normal strength of the unit will have dropped to one as well, due to the Weather. 
This means you should think about playing a Morale Boost card if you have a 
load of non-Heroes feeling the effects of Weather. You still get the same bonus, 
which could be enough to take the round! 


Frost, Fog, Or Rain 
And Berserker, 
Muster, Or 

Tight Bond Cards 
‘Though Berserker, Muster, 
and Tight Bond units have 
different abilities, they are 
ай much more susceptible 
to Weather cards, which 
seriously impede a 
Berserker, Muster, or 

Tight Bond group's main 
advantages (cards offering 
high strength values). Lie in wait as a foe puts down multiple Berserker, Muster, or 
Tight Bond cards, and just before the round is over, reduce that value dramatically. 


For example, if an opponent places both Catapults in a row (each an eight-point, 
non-Hero, Siege card), the Tight Bond bonus enables them to be worth 16 points 
each (that's 32 points for both of them!). Bring the Torrential Rain, and that point 
advantage is almost completely nullified! 


Frost, Fog, Or Rain 
And Scorch 
Partnering a Scorch card 
with Weather can produce 
absolutely devastating 
‘outcomes for your 
opponent (and hopefully 
not you)! The usual 
“Special” Scorch torches 
the entire battlefield, so 

if a foe has all their non- 
Hero cards in one row, 
play a Weather card first, 
dropping all the non-Hero cards to a value of 1. Then use Scorch, and providing 
there are no non-Hero cards anywhere else on the board worth more than one, 
every one of the 1-point cards is Scorched! The character cards with Scorch 
ability (such as Villentretenmerth) offer focused Scorch on one of your opponents 
rows, and combining these two cards can cause mass casualties to a foe who 
has over-committed to a single row. 


Finally, don't forget the Clan Dimun Pirate of the Skellige Clans faction, who has 
a battlefield-wide Scorch (the only non-Special Card that does this). Though you 
need to blanket your entire battlefield in bad weather (use Skellige Storm and 
Biting Frost, along with King Bran Leader ability), it's possible to decimate every 
non-hero on a foe's battlefield using this swashbuckling maniac! 

Frost, Rain, Or Fog £5 
And Spies 

Are you using Spies in 
your deck? Then Biting 
Frost becomes much тоге 
helpful as you can use it, 
and your Spy's strength 
points (which are applied 
to the opposition) drop 
down to 1. That way you 
сап draw two cards and 
only lose one point to your 
opponent. Also note that 
Impenetrable Fog is useless as there are no Ranged Spies, and Torrential Rain is 
also useless as only Thaler is a Siege Spy, and his strength is one anyway. 


(#) cLear weather 


The fourth of the Weather cards serves a different function: Clear Weather 
removes the effect of any and all Biting Frost, Impenetrable Fog, and/or Torrential 
Rain cards in play. This is a powerful defensive card, and one to keep at least 
опе of in any deck you play. It allows you to remove the otherwise-crippling 
effects of Weather on any rows (but also your enemy's rows too). It can be 
"burned" if there are no other options (it is used up and wasted if no inclement 
Weather is on the board) in order to feint out your opponent, but its proper use is 
to turn the later stages of a round from calamity to triumph! The importance of 
Clear Weather cannot be underestimated! 


Refrain from playing Clear Weather immediately; а card in your fand is worth 
more than on the battlefield, and you may see additional Weather effects 
occur. You can also disguise the true points value of your units if you place 
them in a row affected by Weather, before clearing that row at the end of 

a round for an instant increase in points. Either use Clear Weather at the 

end of a round to ensure victory, or keep a Clear Weather for later rounds to 
ensure complete victory. 


‘Assuming you keep a Clear Weather card in your deck (which is recommended 
over Impenetrable Fog and Torrential Rain, and usually over Biting Frost and 
Skellige Storm too), you can build up any battlefield rows you wish, ignoring any 
inclement Weather (as you'll be getting rid of it soon with Clear Weather). 


Without a Clear Weather card, you want your foe to use a Weather card sooner 
rather than later, so you can keep your more potent cards with group Abilities to 
play after Weather cards are removed. 


| 


| Other Special cards (Decoy, Commander's Нот, Mardroeme, and Scorch are | 
detailed in the Unit and Special Cards section (below). 


UNIT AND SPECIAL CARDS 
e @ UNIT TYPE: CLOSE COMBAT UNITS (115 CARDS) 


The mainstay of your card collection, it is important to remember that you and your opponent are mostly like to use (or draw) Close Combat units over any other card 
type. This means the front line is likely to be most crowded as cards are played, and therefore more susceptible to both Scorch and Biting Frost. Though there are 
other factors to consider, prepping your deck with a Biting Frost over other Weather cards is statistically better, as you'll be reducing your opponent's Close Combat 


effectiveness more often than other rows. 


Neutral Cards (Close Combat Units] (10 Cards) 

A mixture of high point value Hero cards (such as Geralt and Ciri) to use in every 
battle, some mid-point units (ке Vesemir) to use before finding higher-point 
cards, and a couple of characters with additional abilities to keep in mind when 
playing (such as Villentretenmerth; the ultimate card to play against an enemy 
Close Combat row, and the Mysterious Elf, an amazing Spy who adds nothing to 
your opponent's points total). 
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Monster Deck (Close Combat Units) (30 Cards] 
With very few (3) Agile cards, Close Combat Units outnumber Ranged units 
around three-to-one, This means Monster players are always going to 
concentrate their attacks on their front line compared to other Factions. With 

а Monster Deck, bolster the effectiveness of these Units with Commander's 
Horn, use cards with the Muster ability strategically and judiciously, and a 
Leader ability like "Commander of the Red Riders" (doubling the strength of 
Close Combat units), while minimizing the chances of them being Scorched (by 
playing them after a Scorch card has appeared) or frozen (use Clear Weather). 
The opposite plan is in effect when playing against a Monster Deck; stack your 
deck with more Biting Frosts, think about using Ranged and Siege troops, and 
combine that effect with Scorch, or Villentretenmerth. 


Nilfgaardian Empire (Close Combat Units) (18 Cards) 
Though this faction doesn't have the sheer number of Close Combat cards 
compared to the Monsters and Scoia'Tael, it makes up for this fact with a trio of 
Tight Bond units (Young Emissary, Impera Brigade Guard, and Nausicaa Cavalry 
Rider). Combine these with Medics to resurrect your Tight Bond units if they 

are Scorched. This more even balance also means the Empire doesn't need 

to rely on its front line of Close Combat troops, allowing you to vary the rows 
where you place troops, forcing your foes into fewer opportunities to cripple 
you with Weather cards. Remember three of your Close Combat units are Spies 
too, so they technically move to your opponent's side. If you're playing against 
а Nilfgaardian Empire player, stack your deck with Scorch cards (especially 
Villentretenmerth) and concentrate on ridding yourself of any Tight Bond units. 
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Though similar in set-up to the Nilfgaardian Empire (featuring a few Heroes, 
Tight Bond units, and Spies), the Northern Realms isn't quite as hard-hitting 

as their points value are lower. Naturally, you must bring your various Heroes 
(such as Vernon Roche, John Natalis, and Esterad Thyssen) into the fray. The 
fewer available cards doesn't need to be a disadvantage though; utilize your 
lower point cards (especially the Poor F--king Infantry) to lure an opponent into. 
utilizing their own (usually better) cards so those are removed from their decks, 
Or employ your Infantry to eke out a victory on a foe who has passed. Also think 
about using your Leader: Lord Commander of the North (which clears all Weather 
effects) to ensure your front line stays effective. Play against a Northern Realms. 
front line by Scorching and focusing on Tight Bond units. 
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Scoia'tael (Close Combat Units) (22 Cards) 

As this deck features the largest number of Agile cards (nine of your 22 Close 
Combat units can be placed in either Close Combat or Ranged rows), the Scoia'Tael 
have the most flexibility in bolstering either row. Use all your Close Combat and 
Agile cards, and this deck can be almost as strong as a Monster front-line. Add 
Isengrim Faoilitiama with his Morale Boost, the Havekar Smugglers and Dwarven 
Skirmishers (with Muster), and you can quickly divide your rows and conquer, or 
concentrate on one row and demolish your enemy! Also be aware of the high point 
value of even your general infantry units; up to eight Mahakaman Defenders can be 
played, and each is worth five points, so your Close Combat row can bulk up fast. 
With these point totals, it is even more critical you use Biting Frost to nullify and 
Villentretenmerth to scorch, while at the same time hedging your bets with more 
Impenetrable Fog cards to waylay Ranged Units. 
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Skellige Clans (Close Combat Units) (18 Cards) 

Those Skellige cards at the forefront of battle offer a great deal of variety, with 
Olaf being the only Agile card. However, he also offers a Morale Boost which can 
further influence a battle. Cerys is arguably your finest fighter, should you have 
collected her three Shield Maidens (which she instantly summons for a massive 
46 point total to this row!). Clan an Craite Warriors, and the Shield Maidens each 
offer Tight Bond to bolster this row providing you have ай three cards in your 
hand. Bima Bran offers a Medic ability, while the Kambi gives your opponent a 
nasty surprise (the Hero Нета!) in a subsequent round. The Berserker, when 
powered by a Mardroeme, can quickly add 14 points to this row too: Flexibility 
with brute force is the advantage here. 


e ©] UNIT ТҮРЕ: RANGED UNITS (75 CARDS) 


Featuring the second-highest number of available troops (unless you count Agile troops in the Scoia Tael faction), ranged units play a secondary, and usually lesser role 
statistically. However, in practice, and depending on your Faction, troop build-ups on this row can be just as devastating, especially if you place any Agile troops (Monster 
‘and Scoia'Tael decks) to bolster this row. If you're having trouble tackling Ranged enemies, be sure to bring an Impenetrable Fog card or three. 
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Neutral Cards (Ranged Units] (6 Cards] 

There are only six Neutral units, but all of them are great choices. Yennefer is a High 
Point Hero Medic and extremely useful. Olgierd is Agile and comes with a Morale 
Boost. The three Gaunter O Dumm: Darkness cards (used with the Gaunter O Dumm 
‘Siege card) have Muster, and can bolster your total in Factions without access to this 
ability. The Cow is seemingly useless, used sacrificially so that the “Bovine Defense 
Force” (an eight-point Close Combat Chort) is employed. 


You only have around a third the number of Ranged cards compared to your 
Close Combat cards, so take more care and attention to picking the ones you 
‘must use. Both the Leshen (a 10 point Hero monster) and Kayran (a Hero, Agile, 
and Morale Boost card) are must-haves as they don't get scorched. The Toad is 
exceptional, as it's the only card in the game with a Ranged Scorch ability. Use 

it after Torrential Rain to decimate an opponent's Ranged row! Otherwise, your 
ranged units are run-of-the-mill; mid to low point cards with only two (the Harpy 
and Celaeno Harpy) being Agile for flexibility. For those playing against a Monster 
Deck, play your better Ranged cards after the Toad is out, and bring the Torrential 
Rain and Scorching! 


Nilfgaardian Empire (Ranged Units) (13 Cards] 

Outside of the Scoia'Tael, the Nilfgaardian Empire has the most flexible and 
highest percentage of Ranged cards compared to Close Combat ones (13 
Ranged, and 18 Close Combat). This allows further flexibility in placement, 

and although your Black Infantry Archers are extremely susceptible to Scorch 

(a 10 point non-Hero), they can easily win a round if played after your foe's 
already Scorched the landscape. Tibor Eggebracht is your only ranged Hero 

(and therefore a must-have). The rest of your motley crew are mid to low-point 
troops used in earlier games before your more powerful cards are gathered, The 
exception are the Etolian Auxiliary Archers; used for their Medic ability as well as 
eking out a win by a single point. As usual, Torrential Rain and Scorch are key to 
removing a Nilfgaardian ranged threat; especially as there's only one Hero (Tibor) 
likely to be mooching around this row. 
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Northern Realms (Ranged Units] (9 Cards] 

The Northern Realms have the least number of Ranged Units, both compared to 
other rows (nine compared to 16 Close Combat and 13 Siege) and other factions. 
There's only one Hero too (the almost indomitable Philippa Eilhart; play her when 
you expect to win the round). Dethmold is a reasonable fellow to employ (6 points 
поп-Него), but only before you gather better cards. However, what this row lacks 
in numbers, it makes up for with the Cinfrid Reavers Dragon Hunters; three cards 
with a Tight Bond to thoroughly bolster your points total, and cause an almost 
instant Scorch by any competent foe. So play these Hunters later rather than 
sooner, or try to bait a foe into playing Scorch first. If you're tackling a Northern 
Realms Ranged Row, be ever mindful of the Cinfred Reavers’ Tight Bond, and 
nullify it as a matter of importance. 
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Scoia'tael (Ranged Units) (24 Cards] 

With a vast number of Agile units, the Scoia'tael can play even more total cards 
in this row compared to the Close Combat (22). However, 15 of this total are 
“true” Ranged cards that are only placed in this row. Aside from the flexibility 
this brings, you have three Heroes (Eithne, Saesenthessis, and lorveth), and Milva 
with her Morale Boost (which can quickly add a huge bonus to this already- 
stacked row). Milva isn’t а Hero though, so she's very susceptible to Scorch. Also 
present are three Elven Skirmishers (with Muster; useful to quickly sort out a 
win ог add points immediately despite their low point value). Don't count out the 
three Havekar Healers either; though they have zero Points, their Medic ability 
allows you to return much higher point cards back into play. Going against a 
Scoia'Tael ranged row? Bring more Scorch and Torrential Rain than for any other 
deck, and focus on your other rows if you see а buildup of enemy cards here. 
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Skellige Clans (Ranged Units) (13 Cards) 

Olaf offers his Agile ability to bolster this or the Close Combat row; and his 
Morale Boost can add further bonuses your opponent may not be expecting. 
Hjalmar is а good, old-fashioned mayhem machine; a Hero worth ten points. 
Ermion is more cunning; though his points value is good (eight), he should 
always be partnered with the three Young Berserkers, bolstering each of their 
attack strength from two to wight. Light Longships offer a great and quick 
12-point addition due to their Muster, and the Clan Dimun Pirate is an incredible 
find; he has a Scorch ability that is applied to any row (including your own; he 
doesn't discriminate between friend or foe, just like a Special Scorch card)! 
Partner him with a Medic to devastate your enemy. 


@ UNIT TYPE: SIEGE UNITS (29 CARDS) 


Of the three unit types, Siege units are by far the least in number. Aside from the 
Northern Realms, there is a distinct lack of Siege cards in Neutral and Faction 
lists (29 Siege cards in total, compared to 75 Ranged and 115 Close Combat) 
This means Siege cards aren't used as often. Tactically, this allows you to ignore 
Torrential Rain compared to other Weather cards, as the chances of these being 
effective are statistically less (unless you're playing against Northern Realms). 
However, this tactic is Just what the enemy might want you to think; so always 
keep a few Siege cards handy to trounce a foe who is focusing elsewhere. This 
allows you to win much more often than you think! 


Neutral Cards (Siege Units] (1 Сага) 

The Gaunter O Dimm card offers your only neutral 
Siege card, and despite his low points total (2), he 
more than makes up for it with the Muster ability 

He's very useful for bringing up to three Ranged cards 
(Gaunter O'Dimm: Darkness), adding totals to two 
rows at once and enabling players who don't normally 
play Monster or Scoia'Tael decks the advantage of 
using a card with Muster ability 
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Monster Deck (Siege Units] (4 Cards] 

The Monster deck features only four Siege units; the Earth Elemental, Fire 
Elemental, Arachas Behemoth, and Ice Giant. Three of these are simply mid- 
point, hard-hitting cards, but the Arachas Behemoth is something of a treat; 
similar to Gaunter O imm. it is a Siege unit with a Muster to bring in three units 
in a different row, all at once! In this case, up to three Close Combat Arachas 
units can be placed (and even Scorch won't strike the lower-point Arachas; 

the Behemoth takes the damage, leaving you with a good point total even 

after a Scorch). This also allows you to strength two rows at once, divide your 
opponent's attention, and provides a huge points influx. Expect a foe to play this 
to win, or later into a match, and react with Scorch, Torrential Rain, or Biting Frost 
to rid yourself of all Arachas units. 
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Nilfgaardian Empire (Siege Units) (6 Cards] 

The Nilfgaard have a couple of interesting Siege units (and more than the Monster 
and Scoia Tael decks combined). The first is Morvan Voorhis, who is the only Siege 
Hero in the game. The Heavy Zerrikanian Fire Scorpion offers tremendous points 
(10) but isn't a Hero card, and usually the first one to be lost to Scorch; so play 

it late, Otherwise, your card lists are mid to low-level in points total, though the 
regular Zerrikanian Fire Scorpion is handy in earlier Gwent bouts. Playing against 
the Nilfgaard? Then place more Torrential Rain cards than normal, due to the higher 
chances of a Siege card being played. And torch those Fire Scorpions with Scorch! 
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Northern Realms (Siege Units) (12 Cards) 

By far the most effective at Siege-related tactics, the Northern Realms Faction 
has only four fewer Siege cards than Close Combat cards! Earlier into your 
Gwent matches (before higher-point cards become available), utilizing your 
mid-point level Trebuchets and Ballistas, with the Morale Boost of a Kaedweni 
Siege Expert (or three) is a great plan. The Dun Banner Medic is also a high-point 
Medic card useful to bolster and bring a card back. Both of the Catapults are 
Vicious (8 Point), and feature Tight Bond, but they are susceptible to Torrential 
Rain, Scorch, and the tactics of using Spies offers slightly better results. When 
playing against Northern Realms, stack your deck with many more Torrential 
Rain cards, as you know your foe's Siege rows are going to be more packed than 


with any other Faction (and refrain from using too many Siege units yourself). 5 
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Scoia'tael (Siege Units) (1 Card) 

A single, solitary card (Schirru) is the only available 

siege unit. This means it should be employed (in 

сазе your main Close Combat and Ranged rows 

are nullified by Weather, for example), especially 

against opponents who favor Siege weaponry. Aside 

from the high points (8), Schirru has a Scorch ability 

against Siege rows. Therefore, he's very helpful 

to decimating the back row of a Northern Realms 

(and to a lesser extent a Nilfgaard) Faction player, 

especially if the attack occurs after a Torrential Rain! 

Opponents need to watch for this card, but after it 

is played, don't expect much else on this row, Think 

about bolstering your Siege rows with Gaunter O'Dimm; it's the only other Skellige Clans (Siege Units) (5 Cards) 

option for a Scoia'Tael player! Of the five available Siege cards, Holger Blackhand offers minimal help to your 
cause, but the three War Longship cards and Draig Bon-Dhu are great to partner 
together. The War Drakkers (6 point) have a Tight Bond ability, while Draig brings 
the Commander's Horn to further augment the row. Think about adding some 
Neutral Siege units, perhaps with King Bran's Leader ability, to further bolster this 
row, adding flexibility to your game. 


o UNIT ABILITY: HERO (25 CARDS) 


There are 25 Hero cards available (five Neutral, and four for each Faction). Hero cards are not affected by any Special Cards or abilities. This is both good and bad 
news for the Gwent player. It means (for example) that even if Geralt of Rivia (Neutral), Imlerith (Monster), Morvran Voorhis (Nilfgaard), Vernon Roche (Northern 
Realms), or Saesenthessis (Scoia'Tael) are Scorched, or subjected to Weather effects (Biting Frost, Impenetrable Fog, or Torrential Rain), they remain in place with no 
diminishment of their points total. However, it also means that Heroes don't receive the benefits of the Decoy, Commander's Horn, Morale Boost, or Medic. Be wise to 
the opportunities (and shortfalls) this creates. 
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Decoy-Proof: You cannot swap a Hero with a card in your hand, and therefore, you are unable to plan the more advanced tactics (Decoy with Medic for example) 
using Hero cards, 


Commander's Horn Proof: They receive no bonus from the Commander's Horn boost, meaning this card is less helpful in Hero-heavy decks (and so you may wish to 
refrain from adding it to those deck builds). 
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Scorch-Proof: Heroes are unaffected by Scorch, meaning you can play them without fear of them being removed. 


* Weather Proof: Heroes ignore Biting Frost (Close Combat), Impenetrable Fog (Ranged), and Torrential Rain (Siege). As some Leader cards have a variation on this 
ability, this lessens the power of those cards, too; so check what Leader your adversary is using and react accordingly. 


HEROES: KNOW WHEN TO HOLD THEM; KNOW WHEN TO FOLD THEM 
The biggest plus is that Hero cards are dependable: Play Hero cards to maintain a points total on the battlefield that you know won't be diminished by Weather or 
Scorch. They remain on the battlefield for the entire round, and will always add to your points total no matter what your opponent throws at you! 


Don't play Hero cards if you're thinking of using them in a later round, as they can't be reused in a match. Instead, you may want to “bulk up" your total by passing the 
first round, and sending out your Heroes to guarantee a second and third round win, once your foe's best cards (or their own Heroes) are used up in the initial round. 


Don't waste Heroes securing a win after an opponent has passed; always use a card (or cards) that has a lesser value, or one you can more easily Medic back 
into play. 


Heroes can be less effective compared to certain combinations of cards with other abilities. For example, in the Northern Realms deck, you can take up three spaces 
in your deck by picking Vernon Roche, John Natalis, and Esterad Thyssen for your Close Combat deck (a total of 30 points). But you could also pick three Crinfrid 
Reavers Dragon Hunters (each is a 5 points card), But when all three are placed with Tight Bond, their total becomes 45; 15 points higher than the Heroes (and on the 
Ranged row, which is sometimes less frequented by other cards, and therefore less susceptible to a foe's Weather attack). Weigh the chances of picking these cards 
when you make your deck. 


Bolster your Faction deck by adding Neutral Heroes into your deck. But don't overdo it (if you have a complete Gwent collection) as you may find Medics, Spies, and 
Decoy cards more helpful if you employ tactics related to these abilities, and those card types won't appear as often if you stack your deck with Heroes. 
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Neutral Cards (Hero Ability) (5 Cards) 

Of the five available Neutral Heroes, Geralt of Rivia, Cirilla Fiona Elen Rianno, and 
Triss Merigold have no other abilities; they are here to simply add points totals 
to your round. As Geralt and Ciri both add a whopping 15 points each, they are 
incredibly useful and dangerous, and should be in your hand at all times. Triss, 
with her 7 points, is much less effective, works well in beginning and mid-level 
decks, but is usually ignored when you have a complete collection and need to 
reduce your deck size; as there are many other more potent cards to pick. 


Yennefer is one of seven ranged Heroes but the only neutral ranged Hero, 
meaning she's useful to bolster decks needing help in this row (such as the 
Monster deck), as well as adding to an already-potent row in a Nilfgaard or 
Northern Realms deck. She is also only one of two Hero Medics, so has this 
flexibility of use. This is especially helpful to decks that normally cannot utilize a 
Medic, such as Monster decks. The Mysterious EIf is another amazing card, as 
the zero points total means your opponent won't receive a points addition, but 
will have the detrimental antics of your Spy to deal with! 


Monster Deck (Hero Ability] (4 Cards] 

Draug and Imlerith are both giant monstrosities of pain with 10 points each to 
bring to a close combat row. Leshen offers the same points, but is ranged (and 
should be the centerpiece of a ranged row, which won't be facing the same kind 
of attention as your close combat troops will). Kayran offers something no other 
card can; three abilities! Aside from a Hero, itis Agile (and therefore more flexible 
in its placement), and gives the row you place it in a Morale Boost, though it 

only is worth eight points. All four Heroes should be chosen no matter what bout 
you're attempting. 


—— { 


econ hte ua ve pe 


"ena ione Ate ماپس‎ te 
— 


Nilfgaardian Empire (Hero Abilityl(4 Cards] 

Three of the Nilfgaardian Heroes offer no other ability, but each is positioned 
on a different row (Letho of Gulet is Close Combat, Tiber Eggebracht is Ranged, 
and Morvran Voohris is the only Siege unit Hero in the game). This makes your 
Nilfgaard Heroes versatile, and your Siege row more potent than most. Menno 
Coehoorn is close combat, but also a Medic, giving you additional flexibility to 
use this ability. All Nitfgaard Heroes have 10 points. 
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Northern Realms (Hero Ability] (4 Cards] 

The four Northern Realm Heroes offer tremendous points totals (10 each), and 
three of them (Vernon Roche, John Natalis, and Esterad Thyssen) are close 
combat cards. Only Philippa Eilhart is a ranged Hero. This means you're тоге 
likely to bolster your close combat row than any other; this knowledge means 
enemies should attempt to focus on neutralizing the other cards surrounding 
these Heroes to minimize your total points. 
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Scoia'tael (Hero Ability) (4 Cards) 

Of the four Scoia Tael Heroes, three of them offer a large points total (10) at the 
Ranged level; Eithne, Saesenthessis, and lorveth. Only Isengrim Faolitiama offers. 
a close combat row increase and a ten point total, with a Morale Boost to boo. 
This allows you to increase both your front rows with different types of Hero, 
though swapping out two of your ranged Heroes with Geralt and Ciri (f you're 
minimizing your deck bloat) is a good idea. 


Skellige Clans (Hero Ability) (4 Cards] 

Cerys should be the main striking force of your Skellige deck as her prowess 
cannot be understated; she immediately summons your three Shield Maiden 
units using a special Muster ability. Note that the Shield Maidens can't summon 
Cerys! As each Shield Maiden (4 points) has a Tight Bond, this is an instant 46 
point total with all four cards played! Hjalmar is a great Ranged Hero (10 points), 
and Ermion is also splendid to play, either without, but ideally with, the Young 
Berserkers (2 points each), as his Mardroeme ability turns all three of them into 
Transformed Young Vildkaarls (8 points each). Finally, Hemdall is also available; 
an 11-point killing machine that only appears once you play Kambi (0 points) and 
it is discarded. Hemdall can turn the tide of battle in the later rounds with the 
appropriate pre-planning. 
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@ UNIT ABILITY: AGILE (14 Cards) 


Agile units simply allow you to position them on either your Close Combat or 
Ranged rows of the battlefield (once placed, they cannot be moved to a different 
row unless discarded and brought back with a Medic). This simple ability can 
urn the tides of matches simply because you have the flexibility to avoid placing 
cards on rows you know a foe is likely to be targeting with Weather cards, or 

to bolster a row in need of help, Is a Biting Frost covering your close combat 
units? Without Clear Weather, place Agile cards on your Ranged row instead. 
Only Monster and Scoia'Tael decks have such cards; the Nilfgaard and Northern 
Realms have no troops with this ability (unless Olgierd is added to your deck). 


Neutral Cards (Agile Ability) (1 Card) 
Only Olgierd von Everec has the agile ability among 
the Neutral cards, and although his points total is 
‘only above average (6), and he isn't a Hero, he does 
provide a Morale Boost too. This can be useful for 
decks without Agile cards (like a Monster deck) 
allowing you to spread your cards over more than 
опе row. But there are better ways to combat your 
one-row approach (Clear Weather to remove Biting 
Frost, and watching for Scorches before piling on 
the pressure). 


Monster Deck (Agile Ability] (3 Cards] 

Only three Monster deck cards have this ability, and two of them are very low 
point cards (Harpy and Celaeno Harpy with 2 points each); use those to steal 

a win from a passing opponent, and remove them at higher levels of Gwent 
playing. The stand-out card is the Kayran; it is a Hero and immune to special 
attacks, and offers a Morale Boost to either row; fantastic if you're building up 
а Ranged Row (if your close combat row has problems you can't overcome), or 
adding to an already-stellar close combat row. 


Scoia'tael (Agile Ability (9 Cards) 

The supreme flexibility of the Scoia'Tael is demonstrated by their large number 
Of Agile cards (9), though only cards with a point value of 6 should be considered 
as the mainstay of your deck in later matches. All Agile cards here have no other 
abilities; simply pick the row you want them in. Once all the Scoia'tael cards are 
found, it is better to remove all these cards from your deck, replacing them with 
Heroes and higher-point value Neutral cards (as these are more effective). 


Skellige Clan (Agile Ability) (1 Card] 

The mighty Olaf is a 12-point non-hero with Agility and Morale Boost, making 
him a tremendous asset in battle, but also one that is highly susceptible to 
Scorch. Use him to bolster either row, and use his lack of Hero status as a 
bonus; you can Medic him back into play to cause another round of problems 
for the enemy. Simply look to which row needs Olaf's help before placing him. 
For example, he can bolster your Berserker (Close Combat) or Young Berserker 
(Ranged), adding more points to already-augmented troops. For this reason, you 
may find playing him later in a round is most helpful. 


UNIT ABILITY: 

BERSERKER (4 CARDS) AND 

MARDROEME (4 CARDS) 
The Berserker ability is only available to two 
particular units in the Skellige Clans faction, and is 
only accessible when used in conjunction with the 
Mardroeme card (or Ermion's Mardroeme ability). This 
transforms а normally mediocre unit into a rampaging 
Vildkaarl with a much greater points value. There is a 
single Berserker/Transformed Vildkaarl (4/14 points) 
available for the Close Combat row, which can only 
be transformed using the Special Mardroeme card. 
The Transformed Vildkaarl also has the Morale Boost 
ability, but only when transformed. There are also 
up to three Young Berserker/Transformed Young Vildkaarls (2/8 points, with a 
maximum of 6/24 points when all three are played) avallable for the Ranged 
row. These are transformed using either the Mardroeme or Ermion's Mardroeme 
ability (as Ermion can only be placed on the Ranged row). The Transformed Young 
Vildkaarls also have the Tight Bond ability, but only when transformed. 


BERSERKER CARDS: KNOW WHEN TO HOLD THEM 

Don't forget the three Special Mardroeme cards to obtain, as these should be 
employed on either your Berserker or Young Berserker. However, don't use up a 
Mardroeme on your Young Berserkers if Ermion can be played; at the expense 
of not transforming your Close Combat Berserker (who can't be influenced by 
Ermion). Remember never to place a Mardroeme on your Siege row, as there are 
по Berserker cards that are placed there! 


Berserkers are an option when you need a quick additional points increase, and 
you've already committed these cards into play. Berserkers aren't anywhere near 
as useful without the Mardroeme cards, so ensure you have both in your hand 

at the start of a game. Remember there's a chance you might not draw either; 

a shortfall of this ability. Also remember you can use your Young Berserkers in 
groups of one, two, or three, depending on how the bout is going (though as 
Transformed Young Vildkaarls, they have a Tight Bond ability, increasing your 
points value when more of them are together), 


The three available Mardroeme cards are also great to stack in your Skellige 
Clans deck, as you can use them even if all Berserkers have been played (to 
"burn" a card in the hopes your foe plays something or you're drawing down 
your foe). 


Berserkers are good troops to sacrifice as Scorch-bait. For example, the 
Berserker (4 points), transforming him into a Transformed Vildkaarl (now worth 
14 points) if you're subsequently planning on placing Clan an Сгайе Warriors 
(Close Combat Tight Bond cards) or Olaf (a 12 point non-hero) and want to shield 
these other cards from your foe's scorching wrath. 


Berserker Cards, Berserker Cards 


Commander's Horn, And Medics 

And Morale Boost Berserkers are a good 
The Berserker / Vildkaarl, choice to employ with 
when transformed, has Medics, but only if you're 
the Morale Boost ability confident you can play a 


included, making it 
another option to play if 
you wish to further bolster 
your Close Combat row, 

It can also utilize the 
Commander's Horn ability. 


Mardroeme with them. As 
Mardroeme cards can't be 
returned to play (except 
using Crach an Craite's 
Leader ability), only use 

a Medic to bring back a 
Berserker if you're holding 
а Mardroeme card 


Young Berserkers / Young 
Vildkaarls utilize the bonuses of both the Commander's Horn and Morale Boost 
from other cards, further augmenting their ability, though it doesn't matter if the 
Young Berserkers have transformed or not 


Berserkers don't have the multiple points totals of a Tight Bond or Muster group. 
Young Berserkers do have the Tight Bond bonus, but as they must be individually 
drawn and placed (along with a Mardroeme employed), the chances of further 
augmentation is smaller than other ability types. 


Berserker Cards 
And Decoys 

Decoys can be helpful if 
you have no other option 
but to play a Berserker 
card, and then wish to 
bring it back and save 

it for a more cohesive 
strategy in a later 

round. Remember that 
Mardroeme (and Ermion) 


Berserker Cards, Scorch, And The Weather 

Berserkers are easily scorched, especially when transformed into Vildkaarls; 

it is wise to wait your opponent out until they play a Scorch card, and then 

play your Mardroeme. Berserkers are less susceptible to Scorch before they 
transform, so should be played earlier in a bout or game, so they can sit in a row 


can't be brought back for a while until your foe has exhausted their Scorch cards. Only then should 
with Decoys, so choose they be transformed. 
which of these two 


types (Berserker or Mardroeme) to "waste" if you can't play them in unison. It's 
usually a good idea to use Decoy with Berserkers only if you know you have а 
Mardroeme waiting to play later. 


Skellige Clans (Berserker And Mardroeme Abilities) (5 Cards) 


Your Close Combat row only benefits from a single 
Berserker/Transformed Vildkaarl. Your Ranged row 
benefits from up to three Transformed Young Vildkaarls, 
which can provide single, double, or triple benefits with a 
single Mardroeme, especially as a Young Vildkaarl's value 
increases with the Tight Bond ability (only accessible 
once they are transformed). Ermion is always partnered 
with the Young Berserkers, so make a mental note these 
two card types go together (as Ermion is a Ranged unit 
only, and his ability is only useful with them). There's 

по need to overuse multiple Berserkers if you have 
additional Mardroeme waiting to play. Overkill isn't 
necessary if you can eke out a win, before using your 
other Mardroeme and Berserkers (and using Medics to 
bring back Berserkers) in subsequent rounds. 


o Vikaari (14 points). 
ту when transformed! 
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® UNIT ABILITY: COMMANDER'S HORN (6 CARDS] 


The Commander's Horn doubles the strength of all non-Hero unit cards in that 
row. Only one Horn can be placed per row. There are only six cards (four Special 
cards, Dandelion the two-point Neutral Close Combat non-hero, and Draig Bon- 
Dhu the two-point Skellige Clan Siege non-hero) with this ability. 


Commander's Horn: Tooting Your Own 
Bond Units 


The Commander's Horn is a boon when placed with high-value, non-hero cards, 
such as the 10 point Black Infantry Archers of the Nilfgaard, or the 8-point 
Catapults of the Northern Realms, The latter is especially devastating, as 
doubling the strength of a unit with a stacked ability can make them even more 
powerful (and unfortunately, subject to Scorch attacks), 


For example, if you were to use the available Catapults in your deck, they have 
Tight Bond ability which doubles their strength: 


* One catapult is worth eight points. With a Horn, it is worth 16 total points. 


* Both catapults are worth 16 points each (32 total). With a Horn, they are worth 
64 total points! 


COMMANDER'S HORN: KNOW WHEN TO FOLD THEM 
It you're playing with a number of Hero cards in your deck, lessen the number of 
Commander's Horns you use, as the Horn has no effect on them. 


The trick to building a deck with a Commander's Horn or three, is to determine 
how risky a proposition it is to build a deck with fewer Heroes, and more high- 
point non-hero cards. Such cards can easily be Scorched, but are also able to 
be Decoyed and can have Medics used on them time and time again—a slightly 
riskier but more flexible option. 


Also use Commander's Horns on rows you know you are going to bolster or focus 
оп, such as the Close Combat row of a Monster Deck, where the more cards you 
have on a row, the more helpful Commander's Horn becomes. 


It usually isn't wise to stack your deck with Commander s Horns. Having three 
ог four in your hand (due to a bad draw) limits your ability to add high-point 
cards on the battlefield; think of Horns more as an afterthought, rather than the 
mainstay of your deck. 


Though occasionally you can place a Commander's Horn without having any 
other cards on that row, in order to feint your opponent, see how they react, or 
‘simply burn a Commander's Horn card in the hopes of getting one more suited to 
your current tactical plan, this can be seen as a waste. 


Usually, it's wise to save a Horn in case you want to lull an opponent into 
thinking they are just beating you in a points total, before dropping a Horn to 
clinch a round. 


Dandelion And 
Draigs' Horns: The 
Only Horns You Can 
Reuse (2 Cards) 
Dandelion is a unique 
individual in many ways, 
and his card is too. It is a 
non· hero (one of only two 
Commander's Horns you 
can "reuse"), the card is 
Neutral (thus allowing him 
to be used in any deck), 
and offer the Horn ability 
only to the Close Combat 
row. Therefore, it's great to partner Dandelion with a Close-Combat heavy deck 
build (such as Monster or Scoia Tael decks). 


Draig Bon-Dhu of the Skellige Clans is the only other character with а 
Commander's Horn ability, though the fact he is a Siege unit severely impedes 
his usefulness. Play him only if you're bringing in other Skellige Clans Siege units 
(or Neutral Siege units) into play 


Ф ABILITY: DECOY 


Decoy cards swap with any card on your side of 
the battlefield and returns that card to your hand. 
Remember they don't work on Hero cards. There are 
only three of these Neutral cards available, and in 
almost every circumstances, they form part of the 
very best tactical advantages you can attempt in а 
game of Gwent. Stack your deck with them in almost 
every circumstance. 


Simply put, Decoy cards have two huge advantages: 


Decoys allow you to reuse other cards with 
abilities that you crave. 


n 


Decoys enable you to keep the total number of 
cards їп your hand at the same number (as the swapped card returned to 
your deck replaces the Decoy card), and gain a card advantage (во you can 
out-draw your opponent and usually win). 


Try the following tactics depending on your situation, and remember that with 
three Decoy cards, each tactic can be attempted up to three times: 


Decoys And Biding Time 

Use the Decoy on any card already in play (including other Decoys) as a simple 
delaying tactic, As the player with the most cards usually wins, and Decoy cards 
don't reduce your count (as a card on the battlefield is returned to your hand), 
you can wait your opponent out. 

Decoys And 
Feinting | 0 
Use the Decoy on any 

card already in play. Use 
this when you have few 
cards left, you've played 

a card you want back, or 
you want your opponent to 
think you've played your 
best cards. For example, 

if you play Geralt (a Hero 
card) early in the first 
round (which isn’t usually = 
wise, as Heroes are better 

played in later rounds), you can take this back with a Decoy after your foe tries to 
match you and save Geralt for later. 


Decoys And 
Berserkers 

Decoys can be used with 
the Skellige Clans faction's 
Berserker cards, but make 
this a lower priority over 
cards with other abilities, 
simply because Вегѕегкегѕ 
require a Mardroeme In 
order to transform into. 
Vildkaarls. As Mardroeme 
cards can't be Decoyed 
(they are Special and 
Ermion is a Hero), you тау 
not have the opportunity to employ the Berserker ability again. However, if you're 
carrying Mardroeme cards, feel free to employ a Decoy card immediately! 


Decoys And 
Commander's Horn 
Who says you can't reuse 
а Commander's Нот? 
Normally, these rules apply 
unless you're utilizing 
Dandelion (or Ога Bon- 
Dhu), Though you'd usually 
want to keep Dandelion 

or Draig Bon-Dhu to 
bolster their respective 
rows, there are times 
when it makes sense to 
retrieve either of these 
characters using Decoy, for example, if the row is affected with Weather Cards 
that you cannot counter, or you have enough points to beat your foe without the 
character's bonus and you want to gather either card up for a subsequent round. 


Decoys And 
Morale Boosts 
Aside from the Kayran 
and Isengrim Faoltiama 
(who are Heroes and 
can't be Decoyed), there 
are five units with this 
ability; which shouldn't 
be overlooked. As Morale 
adds +1 to all units in 

а row, the tactics for 
Decoying such cards 
work in a similar way to 
Dandelion; gather up your 
Morale Boost card if your row is either too weak to make a difference (affected 
by Weather cards or completely outclassed by your opponent), or too strong to 
make a difference (and your Morale Boost bonus won't affect you winning the 
round). Then play the Morale Boost again when it matters. 


Decoys And Medics 
Use in conjunction with a 
Medic: As the Medic ability 
allows you to revive a card 
from your discard pile and 
play it immediately, you 
сап Decoy the Medic to 
revive an additional card. 

If you then use the Medic 
in one of a variety of ways 
(see the Medic section for 
more information) you сап жаг 
thoroughly stall your card бшшш 2 
attrition, and bring back 

some fantastic cards from the discard pile of doom! 


Decoys And Scorch 
Character Cards 

If you have 
Villentretenmerth, Toad, 
or Schirru (all with the. 
Scorch ability), you may 
have a hankering to use 
them more than once 

in a bout. So play your 
Scorch character card (for 
example, Toad against a 
Ranged row), demolishing 
that row, Then use а 
Decoy to grab the Toad, 
return it to your deck, and use it again (and again)! Don't forget to use a Weather 
card before the Scorch attack to completely decimate a row, and use this with а 
Medic card so your Scorch character can return from the dead (discard pile)! 


Decoys And 
Muster Cards 
Though not often used 

(as Muster cards are 

most effective when 
summoned at once and 
grouped together), it is 
still possible to mount 

an effective play with a 
Decoy; but only to retrieve. 
a card your opponent has 
scorched. For example, 

if Villentretenmerth has 
torched all your four-point 
‘Arachas cards, but you still have the Arachas Behemoth (which wasn't affected 
by the flames as it is a Siege card), you can retrieve the Arachas Behemoth with 
Decoy, then play it again (and return all three front-line Arachases into combat). 


Decoys And Spies 
If an opponent places а 
Spy card, use the Decoy 
to remove the card, and 
retum it to your own deck. 
Then play this enemy 
Spy back at your foe! 
Unfortunately, he or she. 
can do the same to you, 
and you can't Decoy one 
of your own Spies once 
they've been played into 
enemy territory. But this 
can effectively increase 
the Spies you can play by up to three; gathering two cards from your unused pile 
each time (increasing your card total by one), and buying you time against a foe 
who isn't concerned about maintaining a large number of remaining cards (to his 
or her detriment). 
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Decoys And Tight Medics And 

Bond Cards Commander's Horn 
Decoys are only usually Dandelion (Neutral) and 
used with Tight Bond Draig Bon-Dhu (Skellige) 
cards after you make are the only cards with 

a mistake (or you want the Commander's Horn 
your opponent to think ability (which you can't 
you've made a mistake) normally Medic back into 
by playing a Tight Bond play). They are also not 
card without having an Hero cards, thus allowing 
additional Tight Bond unit you to use them to bring 
to utilize. Return the card his ability back to your 

if you draw a new Tight specific rows even after 
Bond card and wish to they've been discarded. 


delay using it to another round, or as part of the “feint” tactic listed previously. 


Doubling the strength of all unit cards in that row in multiple rounds? This is an 
excellent choice, especially if you're using Dandelion and you're partnering him 


Decoys And with a Close Combat-heavy deck, like Monsters. 
Weather Cards 

ls your close combat row Medics And Decoys 

feeling the Biting Frost? It's extremely useful to 

If you don't have Clear play a Medic, then utilize 

Weather, and want to save а Decoy (in the first two 

‘one or more of your best rounds) to gather up that 

cards on a row for another ‘same Medic so you can 


round, employ a Decoy to 
salvage them. You can also 
place a high-value non- 
Hero card on a row, hoping 
your opponent plays a 


play it again. This keeps 
your card count from 
decreasing, and enables 
you to keep from playing 
à more valuable card 


Weather card; then Decoy you want to save or hope 
that valued card back into your deck, with your foe wasting the Weather card. to play after a Scorch 
is removed from your 


DECOY CARDS: KNOW WHEN TO HOLD THEM; 

KNOW WHEN TO FOLD THEM 

Decoy cards are dramatically less useful in the third (last) round of a Gwent 
bout; at this point use them to prolong the round if it benefits you, or to retrieve © Medics And —— 
а card you might want in anticipation of a foe's strategy you wish to disrupt More Medics! 
(gathering a card before Scorch, or grabbing an Agile card so you can play it on Usually reserved for 

а different row). But get rid of Decoy cards early (rounds 1 and/or 2, and possibly second or third rounds 
early in round 3), so you don't finish the game drawing dead (as Decoys have no (and obviously, only after 
points value), you've already used a 


Medic that is in your 
© UNIT ABILITY: MEDIC (10 CARDS) discard pile), using a 
Medic cards allow you to choose one card from your discard pile and play it 


opponent's deck. Use this tactic to stall for time, while watching your opponent 
expend cards, all the while adding to your own card count! 


Medic to resurrect another 


instantly, This can be any card you like except Heroes or Special cards. Although Ыдыс 1785 
the Medic's own points value (if available) is good to add to your total, this is M ER йр ben 
a secondary bonus to their ability, especially when used in conjunction with Hest asad d 


other ability cards. Medics are also useful when played with another (usually 
high-value) card in mind. The basic tactics is to play an impressive non-Hero 
card in the first round (such as the Northern Realms Catapult for 8 points), and 
then retrieve it, or another high-point non-Hero card, from the discard pile in the 
‘second or third round (or after it has been Scorched) so it can demolish your foe 
again (and again)! 


battlefield (you expend 

‘one card, but play a total of three: your medic, your resurrected medic, and the 
resurrected medic's card!). Now do it again, once you have another discarded 
Medic and one in your hand. 


Medics And 
Berserkers 

Medics can be employed 
to gather up discarded 
Berserkers providing 

you already have a good 
Mardroeme and Berserker 
contingent on the board 
already; otherwise there 
аге far better choices of 
cards to Medic. If you're 
holding a Mardroeme (or 
three), Young Berserkers, 
the Berserker, or Emrion, 
and you know you'll be playing most of these in the round, bring back any 
previous Berserkers you already used. Otherwise, medical attention should be 
employed elsewhere. 


Medics And 

Muster Cards 

Medics and Muster cards 
are fantastic combinations, 
but only if you don't have 
a Muster card in your hand 
(thus negating the need 
for a Medic). However, 

if a Muster unit has 

been discarded, simply 
resurrect it, and every one 
of them is played! You can 
also bring back a Muster 
card that might have taken 
the brunt of a Scorch attack too (such as Gaunter O Dimm if struck by Schirru). 
Remember though; Muster cards don't gather units that are already discarded, 
80 a Medic is the only opportunity you have. 
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Medics And Scorch 
The annoying Scorch 
special card, and the. 

four character cards with 
the Scorch ability, can 
seriously damage your 
high value, non-Hero 
cards, So bring back 

your torched card from 
the discard pile with а 
Medic. But what about. 
when you want to use 
Villentretenmerth, Toad, 
Schirru, or the Clan Dimon 
Pirate yourself? Then make sure you use their Scorch ability effectively, before 
using a Medic to bring it back to wreak havoc in a future round (which can be 
insanely devastating to your opponent), or if your foe removes it in the current 
round. If you're playing against a foe who is using Medics, wait to use Scorch 
until a Medic (or two) have been committed to play, so there's less chance of the 
enemy card you torch being brought back into play. 


Medics And Spies 
Usually after the first 
round, when the enemy 
Spies already played 

by your opponent are in 
the discard pile, simply 
resurrect them with your 
Medic and utilize them. 
yourself, choosing the one 
with the lowest points 
value (like Thaler) first. 
This allows you to gather 
more cards later into a 
bout, which can be critical 
for out-drawing your opponent. Remember you won't be using your own Spies— 
only the enemy Spies your foe has already played—so a Medic can tum a 
previously Spy-free deck (like the Monsters deck) into one with more versatility 
Feel free to resurrect and reuse your foe's own spies back at your opponent! 


Medics And Tight Bond Cards 

Medics are very useful if you've played a Tight Bond card earlier in your game, 

it has gone to your discard pile, and you have other identical units you wish to 
play. Though not as potent as bringing Muster cards back from the dead, you can 
still cause havoc by gathering all your Tight Bond cards to play in a single round, 
where they are most effective. Do you have two Tight Bond cards that have been 
discarded (or possibly Scorched together)? Then employ two Medics and retrieve 
them both; especially now the Scorch has passed. 


MEDIC CARDS: 
KNOW WHEN TO 
HOLD THEM; 
KNOW WHEN TO 
FOLD THEM 
Remember that Medics 
only retrieve non-Hero 
and non-Special cards 
from your discard pile. 

So you effectively waste 
their exceptional ability if 
you play them early, when 
your discard pile is empty 
ог devoid of impressive 
cards. Did you play only Heroes in the first round? Not a good idea; as you can't 
retrieve them in later rounds. Medic-heavy decks benefit from more high-value 
non-Heroes instead of an over-rellance on Heroes, or the reliance of Heroes 
played in the final round. 


If you're playing against an opponent who uses Medics frequently (such as the 
Scoia'Tael deck), delay causing destruction of your foe's cards for as long as 
possible, lessening the impact Medics will have on you. 


NEUTRAL CARDS 

(Medic Ability) (1 Card) 

Yennefer of Vengerberg is the only Neutral Medic, as 
well as being a ranged Hero. This means she can't be 
brought back into play, and her ability is useful only 
once (so make it count)! As she's Neutral though, she 
provides a great addition to a Gwent player whose 
deck is usually devoid of Medics (the Monster and 
Northern Realms). There are no Monster units with the. 
Medic ability. 


Nilfgaardian Empire (Medic Ability) (4 Cards) 

The Nilfgaard have arguably the best medics as all of them have a points value 
(compared to the Scoia'Tael), and there's some flexibility on where to place them 
(Ranged or Siege, with Menno Coehoorn being Close Combat). Menno himself 

is a Hero, so his Medic ability is used once. But the Etolian Auxiliary Archers 

and the Siege Technician can be employed time and time again (with Decoys or 
other Medics). 


Northern Realms 

(Medic Ability] (1 Card] 

Only a single unit, the Dun Banner Medic, offers the 
Northern Realms hope with this ability, so bolster the 
deck with Yennefer if you wish, and learn (both playing 
with or against the Northern Realms deck) that once 
this Medic is played, another isn't to be expected. 
Offering the highest non-Hero point value (5), this 
medic is also a worthy Siege Unit to boot. 
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Scoia'tael (Medic Ability) (3 Cards] 
There are three Ranged Havekar Healers you can 
bolster your Scoia Tael deck with. Due to their non- 
existent points value (0), their only role is to provide 
their Medic ability to your tactics. Just like Spies, 
don't be put off by their lack of combat prowess; use 
them to coax your beefier units back into the fray! 


Skellige Clans (Medic Ability] (1 Card] 
Birna Bran may have a low points total (2), but her Medic ability makes her 
exceptionally helpful. Use her to bring back Olaf (who is Aglle, worth 12 points, 
and has Morale Boost!), and then the Light Drakker Muster units (also worth 12 
points in the Ranged row when all three are employed). Partner her with Yennefer 
to double your chances. 


e UNIT ABILITY: MORALE BOOST (8 CARDS] 


This adds +1 to all units in the row, excluding the card itself. A relatively 

rare card (only seven have this ability), these are initially seen as similar to 
Commander's Horn cards; enabling you to bolster a single row's total. However, 
Morale Boosts are always associated with a character card (not a Special card), 
and they are more helpful when you have a larger group of cards (with either 

a low or high points value), compared to the Commander's Horn which is more 
potent when partnered with high value cards. As always, Morale Boosts do not 
affect any Heroes in the row. 


MORALE BOOST: KNOW WHEN TO FOLD THEM 

Morale Boost doesn't quite have the potency of the Commanders Horn, and it's 
usually better to swap out cards that don't have other types of bonuses as you 

become more proficlent in deck building. Do include Morale Boost cards when 

you are focusing on adding an overwhelming force to a single row, and wish to 
further augment it, though (as ever), watch for Scorch to ruin your plans. 


If you're playing a Northern Realms deck, and focusing on your Siege row, you 
тау have stacked your deck with average to high-point equipment: 


* Play a Siege Tower (6), Trebuchet (6), and the Dun Banner Medic (5), and your 
normal total for that row is 17. 


* Play those three cards and add a Kaedweni Siege Expert (1, with Morale 
Boost), and your new total is 21 (your three original cards each receive +1 to 
their points, and the Siege Expert brings 1 point himself). 


Now imagine you have eight non-Hero Siege cards on the row and the Morale 
Boost becomes а lot more potent (adding +8 to the row). With this in mind, it's 
good to keep a Morale Boost and play it last (after your row is established), if you 
heed to push your total quickly after lulling a foe into thinking they ve won by а 
point or two. 


Neutral Cards 

[Morale Boost Ability) (1 Card) 

The infamous Olgierd von Everec is the only Neutral 
card with Morale Boost, and therefore the only way 

a Nilfgaard player can utilize a card with this ability 
(as no faction card from that deck has Morale Boost 
available to it). Olgierd has the flexibility of being Agile 
too, and has reasonable points too (6). Use him late in 
a round to bolster either your Close Combat or Ranged 
rows and then Medic or Decoy him back into play 
afterwards, if you wish. 


Monster Deck 

(Morale Boost Ability) (1 Card] 

The Kayran is the only Monster card with this ability, 
which it can bring to either the Close Combat or 
Ranged row. As the Kayran is a Hero, he can only һе 
used once, but otherwise has the flexibility of being 
placed on either a Close Combat or Ranged row, and 
adds eight points before any Morale Boost bonuses 
are calculated, which is impressive. As Monster decks 
are primarily focused on Close Combat, you would 
normally bolster this row using Kayran. However, you 
Can sneakily wait, and place him on a Ranged row 
instead, if your Close Combat row is getting pounded 
by Weather cards or Scorch. 


Northern Realms (Morale Boost Ability) (3 Cards) 

There are three Kaedweni Siege Experts to collect in a Northern Realms deck, 
and although their points score is a pitiful 1, all three can be stacked (enabling 
you to increase your Morale Boost ability by up to +3 per Siege card on the row, 
if all three are used). As Northern Realm players tend to utilize this, beware of 
your foe's focusing on nullifying this row over other ones. As always, think about 
bringing one of these cards back to win a match late in the round, either by 
keeping one in your hand or using a Medic 

Scoia'tael (Morale ANE оса 
Boost Ability) (2 
Cards] 

Two elven units have this. 
ability; Isengrim Faoltiama 
(a Close Combat Hero) 
and Milva (a Ranged non- 
Hero). Both are worth 10 
points too, making them 
extremely useful. Isengrim 
is a worthy card to be 
sure, and is usually the. 
preferred choice over the. 
other 10 point Scola Tael 
Heroes without this ability. 0f course, he can't be returned to play after use. 
Milva is arguably more potent (or, at least, a more flexible a card to use), as she 
is the only 10 point non-Hero а Scoia'Tael player has, and is therefore able to be 
Decoyed or returned to play with a Medic. She is Scorch bait however, so bring 
her to bolster your ranged row after the coast is clear! 


Skellige Clans 
(Morale Boost 
Ability) (2 Cards] 
Olaf is one of the 
mightiest Morale Boost 
cards of all! He is Agile, 
worth 12 points, and is 

а non-Hero. This makes 
him susceptible to Scorch, 
but he's also able to һе 
Decoyed and brought back 
by Medics. If you coax 
your foe into using their 
‘Scorch cards on lesser 
cards (or even on Olaf so you don't lose groups of your best cards like three 
Young Berserkers when they have transformed into 8-point Transformed Young 
Vildkaarls), bring him back time and time again to add Morale Boost to either row 
that needs it, and bring punishment with his tremendous points value! 


The Berserker offers even more bear-faced savagery than Olaf, bringing а 
whopping 14 points to the Close Combat row. Remember this Morale Boost 
card is only available once you've used a Mardroeme to transform him. In all 
other respects, he has the tactical advantages and shortfalls of Olaf; though his 
potency isn't as easily utilized due to the need for a Mardroeme card. 


e» UNIT ABILITY: MUSTER (35 CARDS) 


Muster cards allow you to find any cards with the same name in your deck, and 
play them instantly. This is a highly potent ability that can seriously improve your 
points total in a single placement! However, there are some worries about using 
Muster too, and you need to learn which groups of cards are going to be played 
together. Remember that discarded cards aren't able to be added to a Muster 
group (unless you use a Medic), so it is wise to play Muster cards only on а 
round you are setting out to win. 


For example, if you were to own all three Crone cards, and played one of them 
during a round, the other two Crones would also appear (either from your hand, 
or from within the deck of cards you haven't discarded), effectively giving you 
their combined points total (6x3). That's an 18-point play right there, and almost 
double that of a 10 point Hero! 


MUSTER: KNOW WHEN TO FOLD THEM 

Muster cards are far less effective when you haven't collected all о! the same 
card type, and don't have a full Muster group in your deck. Why play an Arachas 
if you have only one? Instead, focus on collecting cards so you've gathered a 
‘complete group. 


The biggest advantage a Muster set of cards has (the ability to play them all at 
once), is also the biggest concern: When playing a Muster card, you lose a large 
number of cards you are holding (as all like-minded Muster cards are played at 
once), and you can sometimes drop far more cards from the hand than you want 
to (especially if you have no other options of cards to play). For this reason, learn 
to calculate how many cards you will have left once you play a Muster group, 
and swap out any related Muster cards at the initial card draw. 


For example, your initial card draw from your Monster deck gives you all three 
Crones and an Arachas. The Arachas is fine (as the Arachas isn't part of the 
Crones group). But if you keep the current draw as-is, and play one of your 
Crones in battle, all three are removed from your hand; effectively lessening 
your card total by three! That's terrible, as your foe is likely to out-draw you. So 
counter this problem by swapping out two of the Crones during the card draw, 
and hope you get other Muster groups (except for Arachases!) or other Monster 
card types instead. 


Think of Muster units as being useful only once (much like Heroes), as although 
they can be brought back with Decoys and Medics, once a number of them are 
discarded, it takes a large number of Decoys and Medics to resurrect them back 
into play, which isn't the best use of these card types. 


Muster Cards 

And Dandelion Or 
Commander's Horn 
This combination of cards 
is spectacularly potent, 
though it can be the focus 
of a Scorch or Weather 
card as your foe tries 

to circumvent such an 
increase in points! Whether 
you play your Muster 

cards or Commander's 
Horn first is up to you, but 
an already-impressive 
total is effectively doubled (providing all your Muster cards are on the same row; 
remember some are placed on different rows!). 


For example, if you have all five Vampire types in your Monster deck, and play 
any one of them, all of them appear on your Close Combat row: Vampire Katakan 
(5), Vampire Ekimmara (4), Vampire Fleder (4), Vampire Garkain (4), and Vampire 
Bruxa (4). That's an impressive 21 points! Now add a Commander's Horn, and 
that total increases to 42 points! Expect a Weather card, Scorch, or weeping from 
а foe that passes after this combo strike! 


Muster Cards And 
Morale Boosts 
Though not normally as 
potent as a Muster and 
Commander's Horn play, 
combining Muster cards 
with Morale Boosts is 
another fantastic way to 
squeeze out even more 
points from your deck. 
Once again, expect to be 
hit by Weather or Scorch 
cards afterwards (so 
wait until your opponent 
plays these before trying this combo). Assuming all your Muster cards affect 
the same row, you won't get as large of a points total as combining Muster with 
а Commander's Horn, but you won't lose as many points if one or more cards 
are nullified with Scorch, either, Plus, Morale Boost cards usually have a higher 
points value to bring to the battlefield, which helps offset the lower bonuses, 


For example, if you play all five Vampire types from your Monster deck, placing 
them all on your Close Combat row (Vampire Katakan (5), Vampire Ekimmara (4), 
Vampire Fleder (4), Vampire Garkain (4), and Vampire Bruxa (4) for an impressive 
21 points), why not add the Kayran card to complete this dominant play? The 
total increases to 34 points (the +1 bonus for each of the five Vampires in play, 
and 8 for Kayran's points). 


Naturally, you can combine Muster, Commander's Horn, and Morale Boost cards 
to further bolster a points total to truly insane levels! 


Muster Cards And 
Decoys Or Medics 
Muster cards aren't 

very helpful to use with 
Decoy cards, as you need 
multiple Decoys in order 
to gather up all the Muster 
cards on the battlefield. 
The only time you'd use 
(usually multiple) Decoy 
cards is to gather up any 
remaining Muster cards 
after one or more of them 
have been Scorched. 


Likewise, Medic cards have limited help to a Muster unit, until you realize you 
could bring a Muster card that was Scorched back from the dead. But the 
remaining Muster cards are likely to be either already in play, or discarded, 
forcing you to utilize multiple Medics you bring back the whole Muster team, and 
there are far better options when using Medics than this. 
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Muster Cards um Muster Cards, 
And Spies і Scorch, Апа 
As Spy-heavy decks (the f Countering 


Nilfgaardian Empire and 
Northern Realms) can only 
use Gaunter O'Dimm, and 
the Muster-heavy decks 

(Monsters and Scoai'Tael) 


If you wish to counter an 
opponent who loves to 
use Muster in a Monster 
(and to a lesser extent, 
the Scoia Tael deck), the 


only have the Mysterious. trick is to try to coax them 
Elf as a Spy card, synergy into playing their Muster 1 
between these card types | units as early as possible, 
is minimal. | e | or bring a Weather card = ы 
туло 2 er 
MT to lessen the threats they 


For Spy-heavy decks, 

and assuming you're using Gaunter O'Dimm, wait until Gaunter O Dimm's 
group has been played before using a Spy, or there's a good chance you'll 
draw one (or two) additional Gaunter O'Dimm-related cards, wasting your Spy's 
ability completely. Most (but not all) Muster units are highly susceptible to Scorch. If you have a card 
with this ability, play it to ensure you win the round. For example, if your opponent 
plays three Crones (6 points each), retaliate with Scorch (assuming the Crones 
are the highest points in your opponent's row). All three Crones are then burned, 
as they all have equal the highest number. But if a higher numbered Monster card 
also appears with the Crones on the row, your Scorch targets that instead. 


pose, playing it only after 
Clear Weather appears from your opponent, so you can ensure you lessen the 
impact Muster units present. 


For Muster-heavy decks, which only allow you to use the Mysterious Elf, play the 
waiting game until toward the end of the bout (the second or third round), when 
you've played all your Muster units completely, The Spy is far more effective at 
grabbing a (non-Muster, but important) card then. 


Neutral Cards (Muster Ability) (4 Cards] 

Gaunter O'Dimm and his dark specters introduce the Nilfgaardian Empire and Northern Realms into the wonderful world of Muster cards (as Gaunter is Neutral). He 
also augments an already-heavy Monster and Scoia'Tael deck still further, though the chances of getting multiple Muster cards of the same name in your hand does 
increase, the more Muster groups you carry into battle. Gaunter is a reasonably strong Muster group, but has the added benefit of splitting his troops between Ranged 
and Slege (which is usually the least-used rows, especially in Muster-heavy decks). 


Tota 


Group Value 


Monster Deck (Muster Ability) (18 Cards) 

As there are five possible Muster groups in a Monster Deck (and a sixth if you utilize Gaunter 0'Dimm, too!) making this the most potent of Muster Decks, assuming 
you've spent the time gathering all the cards needed for each group. As you progress in your Monster Deck collection, swap out the lower Muster groups for higher 
point ones, as it's not usually a great idea to have all Muster groups. Why? Because it's easy to lose multiple cards from your hand (or deck) during a round and run 
out of cards before your opponent. 


The Arachas group offers excellent value, as the Arachas Behemoth is a Siege unit, while the regular Arachas troops are close combat, giving an opponent with a 
Weather Card or Scorch something of a headache. 


The same can't be said for the Crones; although they are tremendous value (and offer 18 points to play in one turn using only three of your cards up instead of the 
‘Arachas group's four) all three Crones are Close Combat units, making them highly susceptible to Scorch. As the only higher value поп-Него available to Monster 
Decks is the Toad or Villentretenmerth, you may need to play them to save your Crones from being torched. Or wait until the threat of Weather and Scorch as passed 
and then play them. 


— estos 
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The Vampire group 
numbers five (which 
сап really remove 
cards from your hand 
or pile when played!), 
but are arguably 

the best Muster 
group you can use. 
This is because the. 
Vampire: Katakan 

is worth five points, 
while the four lesser 
vampires are worth 
four each. So even if 
you're Scorched (which kills the strongest cards on the battlefield), your Katakan “protects” the others while still bolstering your Close Combat row. Watch for Biting 
Frosts, though! 


The Nekker and Ghoul groups аге good to utilize when you're first starting out 
with a Monster deck, and are good to play as single cards (keep some of the 
Muster group out of your deck entirely, negating the Muster ability, in order to 
Keep your card count high) if you're trying to feint your opponent or need to use 
up a card instead of a more important one, As you progress, you may find using 
up three Ghoul cards for a measily three points isn't worth it; there are better 
options to pick (Heroes, and Neutral cards). 


Scoia'tael (Muster Abitityllo Cards] 

While the Monster Deck has the most devastating Muster cards, the Scoia'Tael 
has a few units with this ability that can help your cause to a lesser extent (and 
don't forget to add Gaunter O'Dimm, too!). The Elven Skirmishers offer 6 points 
to Ranged, though using up three cards to get these points is troubling if you're 
trying to keep your card count up. 


‘Swap your Elven Skirmishers for Dwarven ones а you continue to build this 
deck up. You get three extra points for the same card expenditure, though you 
have to place the Dwarves in the Close Combat row, which may already be 
crowded (so use Agile cards to even up the rows). The three Havekar Smugglers 
are a great way to instantly add 15 points, and because you're likely to have a 
number of higher-value non-Hero cards to act as Scorch-fodder (such as the 
Dol Blathanna Scout, Barclay Els, or Yaevinn), your main worry is Biting Frost. So 
keep a Clear Weather card just in case. Also be mindful of running out of cards 
more quickly, too. 


Dwarven Skirmisher Group Value: 
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'Skellige Clans (Muster Ability) (4 Cards] 


There are two separate Muster groups that the 
'Skellige Clans can bring into a bout (and Gaunter 
0'бїтт makes three). The first involves the Hero 
Cerys. She has a unique Muster ability to summon 
three non-Muster cards: the Clan Drummon 
Shieldmaidens. Without Cerys, the Shieldmaidens 
аге simply three 4-point Tight Bond cards, However, 
with Cerys, they are instantly summoned to her 
side, immediately giving you their Tight Bond 
bonus. That's 36 points not counting Cerys! Think of 
Cerys as instantly able to summon this Tight Bond 
group. Remember, only Cerys has this ability; you 
should hope to draw her over the Shieldmaidens at 
the start of any match. 


Completely separate are the Light Longship Group, which brings a reasonably 
Impressive 12 points to the Ranged row when played. Avoid Scorch by using any 
of the Clan Brokvar Archers, or Olgierd von Everec as Scorch fodder on this row. 
Remember Cerys and the Light Drakker groups are unrelated Muster groups. 


UNIT ABILITY: SCORCH (7 CARDS] 


Special Scorch cards are discarded after playing. Character Scorch cards remain 
оп the board (and can be scorched themselves). Scorch kills the strongest 
card(s) on the battlefield (not including Heroes). Special Scorch cards, and the 
Clan Dimun Pirate card, affect the entirety of your opponent's battlefield. All 
other character Scorch cards pick out the highest value from a particular row (as. 
long as the row's combined units' strength is 10 or more). There are only seven 
‘Scorch cards you can collect: three are Special cards, and there's a Neutral, 
Monster, Scoia'Tael, and Skellige Clans character with Scorch ability, too. 


Aside from Weather cards, think of Scorches as the ultimate counter (and biggest 
threat) to non-Hero cards, and especially those with abilities of their own. Study 
the point value of each deck to determine the largest concentration of high point 
non-Hero cards of the same value. The complete Gwent card table is on page 
782. There, you'll be able to learn which high point cards, or groups of cards, you 
should look to use Scorch on, and what to expect your opponent to play. 


For example, when playing against the Northern Realms deck, you see your 
opponent play a Trebuchet (Siege, six points). Nasty! But you also remember that 
your opponent is likely to have numerous other six point cards (such as another 
‘Trebuchet, two Ballistas, a Stege Tower, Ves, et cetera). Do you wait until your 
foe commits to more six-point cards and torch them all? Or do you wait until he 
plays a Catapult (Siege, eight points) which would automatically be the focus of 
your Scorch instead? The trick is getting lucky so you remove the most number 
of your foe's points; not necessarily cards of the highest number! This is why 
cards with group abilities are ripe for scorching! 


А good rule to follow: Play scorch if your opponent plays several cards across their 
battlefield with the same points strength. Gauge the correct time. Too early and you 
‘only get rid of one or two cards; too late, and you may only hit a higher-value card 
Instead of numerous slightly lower-value cards. You're using Scorch to remove the 
largest number of points in a single strike, not the strongest single card. 


SCORCH: KNOW WHEN TO FOLD THEM 

(АМО SCORCHING YOUR OWN CARDS} 

You can also simply waste a Scorch special card by playing it to remove a low 
point card. This is only acceptable when trying to get your opponent to pass, or 
‘when you need to hold on to more valuable cards you don't want to play yet. 


You can waste Scorch character cards by playing them without any regard to 
their Scorch ability. For example, you can place Villentretenmerth (7 point Close 
Combat non-Hero) into your row, irrespective of your opponent's own Close 
Combat cards. If no cards of value are presented, the scorch is wasted. This 

is almost never a good idea due to the exceptional value the character Scorch 
cards represent. 


Light Dralker Group Value: (4 + 4 + 4 « 12) 


Another cunning plan is to drop Hero cards on the battlefield if you know your foe 
is low on cards and might have Scorch (so they are forced to play il, since your 
Heroes aren't affected by it. Or, play your lower value cards first, increasing your 
points gradually until your foe plays а high value card, and you can pounce! 


Has an opponent passed, confident they've won the round? Then play a Scorch, 
remove their strongest non-Hero, and win the round instead! 


Special Scorch cards also affect your own non-Hero cards, which is something 
to be exceptionally mindful of when using them! Make sure your own battlefield 
cards are lower in value than your enemy's, or expect disappointing results. 
There are very few reasons why you should plan to Scorch your own cards! 


Scorch Cards, 
Berserkers And 
Mardroemes 

No Mardroeme cards (as 
they are either Special, ог 
attached to Ermion who is 
Hero) can be Scorched, 
but the Berserkers 
certainly can. Bide your 
time with these units, 

as the non-transformed 
Berserker and Young 
Berserker aren't usually 
of high-enough value 10 
be Scorched. No so after a Mardroeme is played; check the new value of the 
Transformed Vildkaarl and Transformed Young Vildkaarl units and Scorch at willl 
Be aware that occasionally units go Berserk so they can become Scorch-bait, 
prior to your foe placing other units in their place to win a round; a plan you can 
try, too! 


Scorch Cards And Transformation Cards 

Employ the Scorch on the Cow (or the Kambi) only after it has transformed into its more potent card; otherwise 
there is no advantage whatsoever. As you're already forewarned by the placement of the Cow (or Kambi), you 
can prepare to remove the transformed card later on. If you destroy a transformation card with Scorch, your 
opponent can use a Decoy or Medic to bring it back, even if the Bovine Defense Force (or Нета!) is deployed; 
but Scorching a zero-point card is a foolish idea anyway, and one that almost never occurs. 


Scorch Cards And Scorch Cards 
Commander's Horn And Spies 
Or Morale Boosts Аз an opponent with 


Scorch cards don't usually 
have any benefit being 
played with or against 
Commander's Horn or 
Morale Boost cards if the 
rows affected by the Horn 
ог Morale Boost are the 
rows you are targeting 

(or want your opponent to 


numerous Spies usually 
wants to reuse them, 
and they add to your own 
totals when a foe plays 
them, you don't want to 
Scorch high-point enemy 
spies such as Stefan 
Stelen (nine point Spy) 
or Shilard Fitz-Oesterlen 


target). But there are times (seven point Spy) of the 
when you want to play а Nilfgaardian Empire; the 
Commander's Horn or Morale Boost with Scorch in mind. enemy has already drawn their additional cards, and is likely to want to use 


Medics on them anyway (though you can scorch them to stop them from being 


First example: Say you have a Monster deck with a Forktail, Plague Maiden, Decoyed if the situation calls for it) 


Griffin, and Werewolf making up your Close Combat row, and Grave Hag on your 


Ranged row. All are non-Hero cards worth five points each, A Scorch would бе — Otherwise, Spies offer little benefit unless you're playing with the aforementioned 
devastating to you, so manage your losses by planning the following before а Stefan or Shilard. Play either or both, grab the extra cards the Spy ability grants 
Scorch appears: you. Then Scorch them (as they are both high-value cards, and currently adding 


to your enemy's points total). Then Medic them back into play! You can't do 
that as easily with lower-point Spies. Let Stefan, Shilard, (and to a lesser extent 
Prince Stennis (five point Spy) and Sigismund Dijkstra (four point Spy) of the 
Or, add a Morale Boost card to your Ranged row by playing Kayran (Hero, Agile, Northern Realms) take one for the team! 
Morale Boost, eight points) there. Kayran is immune to Scorch, and his Morale 

е 


‘Add a higher-point non-Hero, such the Fiend (six points) to "take one for the 
team," keeping all your five point cards in play. 


Boost adds one to the Grave Hag, bringing her points total to six. Now a Scorch Scorch Cards And 


will only kill her, leaving all your other five point cards alone. Muster Cards 
a Scorch cards can be 
Second example: Imagine you have a Nilfgaardian Empire deck with two Black удају о players with 


Infantry Archers in your Ranged row. Both are non-Hero cards worth ten points 
each, making them extremely susceptible to Scorch. Mitigate your losses by 
placing a Siege Engineer (a non-Hero Siege card worth six points), and then use 
the Commanders Horn to double the strength of the Siege Engineer to 12. Now 
the Scorch targets him, and not your archers. 


high-value Muster cards, 
such as the three Crones 
(six points) of the Monster 
deck. As Muster cards 
usually result in multiple 


cards of the same strength 
Scorch Cards And d T 
Decoys Or Medics being played at once, they - | 
Special Scorch cards are are easy to Scorch o Manes 


existence. Though there 
are exceptions. 


immediately discarded 
when used, so the tactics 
here refer to character 
cards with Scorch ability, 
such as the Toad of the 
Monster Deck. Decoy and 
Medics are incredibly 
useful to bring back a 
character Scorch card 
you've either wasted by Se: 
playing too early, or want Another plan is to use lower-value Muster cards (such as the three Nekkers) 

to utilize again, and should be part of any professional Gwent player's repertoire! — to lure a foe into playing a Scorch card. As they aren't likely to have another, 
you can sacrifice your Nekkers in order to place higher-value units (such as the 
Crones) in relative safety. 


The Arachas Behemoth (six points), and the Vampire: Katakan (five points) both 
have higher points than the other units of their Muster group. This “protects” the 
majority of the group from Scorch as these higher cards are sacrificed instead, 


For example, you play the Vampire: Katakan and all four lesser Vampires (four 
points each), for a total of 21 points on your battlefield. An enemy Scorch would 
only remove the Katakan, still leaving you with 16 points (the four remaining 
lesser vampires). 


For example, say you've laid waste to a couple of high-point Scoia Tael ranged 
cards using Toad. Simply Decoy it back into your deck so you can use it later, 
Or wait until the end of the round, or until the Toad is scorched off the board, Otherwise, use Scorch to attempt to remove as many Muster units as you can. 
and resurrect it from the discard pile to bring havoc later in a round or in future The Crones are very susceptible to Scorch, as they have a high point value. 
rounds. Even if you don’t use the card's scorch ability again, it is а seven-point 

card to place. 
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Scorch Cards And 
Tight Bond Cards 
Just like Muster cards, 
you (and your enemy) 
should focus your 
Scorching attention оп 
Tight Bond cards for 
multiple reasons; they 
are usually the highest 
point total (especially 
after bonding), and they 
can really threaten to 
overwhelm you, points- 
wise, if left alone. 


As Tight Bonds are usually played when victory is attempted, you need to wait until 
а Scorch is played by a foe before your Tight Bond cards are fully utilized. Though 
it's fine to have a single Cinfred Reavers Dragon Hunter (five points ranged) on 

the battlefield, especially if your foe has higher non-Hero cards, when you add a 
‘second Hunter, their points total climbs to 10 each, making them Scorch bait. For 
this reason, refrain from completing Tight Bonds until it is safe to do so. 


Scorch Cards 

And Weather 

Scorch cards, and 
especially Character Scorch 
cards (Villentretenmerth 

їп particular) can cause 
опе of the most damaging 
strikes in an entire Gwent 
game! This happens 
rarely, but when it does, 
you'll be bragging about it 
for weeks! 


The plan of attack is this: 
Late into the Gwent bout, lure your opponent into playing a large number of 
cards (of any points value, with one or more Heroes if possible) in a particular 
line. For Villentretenmerth, these must be Close Combat cards. For Toad, these 
must be Ranged cards. For Schirru, these must be Siege cards. For the Clan 
Dimun Pirate, it must be all rows (including your own)! 


Play a weather card that affects the row you want to decimate. For 
Villentretenmerth, it is Biting Frost. For Toad, it is Impenetrable Fog. For Schirru, it 
is Torrential Rain. For the Clan Dimun Pirate, it is Skellige Storm and Biting Frost. 
Now look at your opponent's row(s); It needs to have a points value of 10 or more 
(except in the case of the Clan Dimun Pirate, which doesn't have this limitation). 
As heroes aren't affected by Weather, they usually bring that total to ten already. 


Now unleash your Character Scorch. The entire row of non-Heroes, because the 
Weather card has reduced them to the same points total (1), are all seen as the 
“strongest”, and therefore scorched, leaving only your Heroes left! 


For example, imagine a Northern Realms player has stacked their Close Combat 
deck with the following: 


œ Vernon Roche (10 point Hero) 

* Ves (5 point non-Hero) 

* Three Blue Stripes Commandos (36 points total due to Tight Bond) 

* Commander's Horn (doubling the strength of everyone except Vernon Roche) 


That's a total of 92 strength points in that row! Now launch your cunning plan. 

With a Biting Frost and Villentretenmerth in your hand, place the Biting Frost on the 
battlefield. Your enemy's row total is now 18 (Ves and the Blue Stripes Commandos 
‘are now worth two points each, while Vernon Roche is unaffected). That's not a bad 
reduction. But what happens if your foe plays Clear Weather? Before that happens, 
place Villentretenmerth. The Close Combat row is worth over 10 points (thanks to 
Vernon Roche; remember this wouldn't have worked if Vernon wasn't there, as Ves 
and the Blue Stripes would only be worth eight points, nullifying Villentretemerth's 
attack. Villentretemerth scorches Ves and the three Blue Stripes Commanders, 
reducing the row to 10 (only Vernon is left wondering what the hell happened!). 
Now your foe's front line is decimated permanently! 


Note that Special Scorch cards affect the entire battlefield, so aren't usually able 
to be combined with Weather cards (as there's always a higher-point card on a 
different row that's targeted instead). 


Neutral Cards 

[Character Scorch Ability) (1 Card] 
Villentretenmerth is a seven-point Close Combat Unit 
with a Close Combat Scorch ability. Use this in every 
deck; it's arguably the best card to play if you want 
to decimate a high value target, targets, or even an 
entire row if you use the Scorch and Weather card 
technique mentioned previously. Remember to Decoy 
ог Medic this card so you can employ it again and 
again! This card's only shortfall is that it doesn't affect 
Ranged or Siege units. 


Monster Deck 

(Character Scorch Ability) (1 Card) 

Toad 5 a seven-point Ranged Unit with a Ranged 
Scorch ability, and is also unique. Employ exactly the 
‘same tactics as with Villentretenmerth, and use both 
cards so you have the possible ability to specifically 
target Close Combat or Ranged rows, Toad is more 
devastating when battling against a deck that uses 
Ranged rows frequently, such as the Nilfgaardian 
Empire and Scoia'Tael. Combine him with the 
Impenetrable Fog card to wipe out a unit row! 


Scoia'tael 

[Character Scorch Ability) (1 Card] 

Schirru is an eight-point Siege Unit with a Siege. 
Scorch ability, and also unique. The same tactics 
apply here (use like Villentremerth, and employ 

both cards to cover Close Combat and Siege rows). 
However, because Siege units are used less frequently 
(the Monster deck only has four possible Siege cards, 
for example), the chances for devastating attacks 

are less frequent, unless you're playing against the 
Northern Realms. Combine Schirru with Torrential Rain 
to wipe out an entire Siege row, 


Skellige Clans 

(Character Scorch Ability) (1 Card) 

The Clan Dimun Pirate may be а 6-point non-hero 
Ranged unit, but he has the most devastating 

Scorch ability of all; a battlefield-wide Scorch which 
works in exactly the same way as a Special Scorch 
card! However, this does mean you can't target 

your attack to a specific row (unless you're using 
Villentretenmerth to remove a Close Combat unit ог 
group first, with your Clan Dimun Pirate attacking the 
next-highest unit). Wiping out entire rows of Weather- 
crippled cards are less effective with the Clan Dimun 
Pirate (as he targets rows with higher-value cards 
instead, and that can include your own non-hero 
troops!) unless you've blanketed the entire battlefield with Skellige Storm and 
Biting Frost, and you're using King Bran's Leader ability: Do this, then use Scorch 
to wipe out your foe's entire Close Combat, Ranged, and Siege rows! This is a 
rare, but insanely powerful occurrence that works if you plan it correctly! 


O UNIT ABILITY: SPY (7 CARDS] 


Spies are placed on your opponent's battlefield, and count towards their points total. In return, you receive two cards from your deck. So why give your opponent 
additional points? In order to bolster your own deck and receive some of the preferred cards you need or want to play, or to bolster your deck so you can out-draw 
your foe. It's important to understand that because Spies add to your opponent's total points, а more powerful Spy is one with a lower points total. 


For example, Stefan Skellen might have nine points, but because that nine points is going to your opponent when you play him, he's a terrible Spy! Even so, giving 
your opponent nine points is still a good idea, as the two cards you receive usually more than make up for your shortfall, as you have more cards (a net increase 
of one), and more flexibility in playing future cards. Compare Stefan to Thaler (a 1 point Siege unit). Thaler is an amazing Spy, because he only adds one to your 
opponent's total (while allowing two cards to be taken from your deck, just like Stefan) 


Spies: Know When To Use (Апа Abuse] Them! 

Generally, the tactic with Spies is to utilize them as early as possible, starting 
with your most ineffectual spy (the one that gives your foe the most points). That 
way, you aren't playing high-point Spies later, when the points totals are more 
critical. Then use cards with other abilities (Decoy or Medics for example) so 
return a Spy to your deck and play them again (and again)! The only exception 
to playing Spies early is if you know your opponent is hoarding Spies for later 
rounds. As they can out-draw you if you're not careful, keep Spies in reserve for 
just such an occurrence. 


Thé plan with Spies is to use them continuously throughout all three Gwent 
rounds to bolster your deck, so you have the largest number of cards available 
that you can, so you can more easily react to a foe, draw important cards more 
easlly, and Keeping more cards in your hand than your opponent. Remember; 
having more cards in your hand than your opponent is the most important 
strategy for winning Gwent! 


Spies are more helpful if your deck total is low (the 22 minimum), and the 
number of Spies in your deck is high (up to four depending on your Faction). 
Make sure you start the second round with around two extra cards compared to 
your opponent. Start the final round with around four extra cards. Why? So your 
‘opponent is forced to struggle finding cards to play against you, or your card 
total forces them to pass, allowing you an easy round win. 


When Spies are used in the first round, you're more likely to pass or throw the 
round to your opponent. Treat this round as a buildup in forces for the second and 
third rounds you must win. As you're adding cards and removing Spies to achieve 
this, your deck is likely to be much more powerful for the latter two rounds. 


Remember that just because you aren't playing Spies, it doesn't mean you 
shouldn't employ these tactics, as your foe may be using them on you; forcing 
you to turn enemy Spies against your opponent! 


Sples are utilized primarily by Nilfgaardian Empire and Northern Realm players, 
as there are no Monster, Scola Tael, or Skellige Clan spies. Only the Mysterious 
Elf can be played with these factions, and he is only used once as he's a Hero. As 
both these Decks can rely on Muster cards (especially Monsters), it usually isn't 
worth duplicating a Muster group you are already holding, 


Spies, Enemy 
Spies, And Decoys 
One of the best strategies. 
for those with a number 

of Spies in their deck is 

to play them as early as 
possible; usually in the first 
or second round, However, 
once you send out your. 
‘own Spies, they become 
enemy troops; so your 

only option is to Decoy an 
enemy spy back into your 
hand, so you can play it 
back onto your enemy's battlefield. This is all part of the overall tactic of acquiring 
more cards in your hand. However, this tactic doesn't work if your foe isn't sending 
out Spies on your side of the battlefield, so watch out for opponents who aren't 
using Spies (Monster and Scoia'Tael decks) and adjust your tactics accordingly. 


Decoys are also the best way to counter a foe who is using Spies against you. 
When a Spy enters your ranks, simply Decoy it into your hand, and play it back as 
soon as it makes sense to (so you can claim two cards as the Spy is effectively 
yours, now!). Do this again if further enemy Spies arrive on your battlefield. 


Spies And Medics 
Remember that Spies 
that you play go into 

your opponent's discard 
pile and not your own, 

so any Spies you'll be 
resurrecting are going to 
be from your opponents 
deck initially (unless your 
foe plays your own Spy 
back at you, and you then 
Decoy it!). If you have a 
choice of Spies to bring 
back into play (which is a 
great idea, as it gives you that two card draw again and again), choose discarded 
Spies with the lowest points value (such as Thaler). Higher point Spies are still 
viable, however. 


Another good point to use a Medic on a Spy is when your opponent has passed, 
and you can still play cards. Utilize a Medic, assuming the points of the Medic 
won't cause you to lose the round (if that matters to you; you could be throwing 
the first round anyway). Then continue until you've maximized the cards you hold 
for the subsequent round. 


Spies And 
Scorching 

This is where Stefan 
Skellen becomes more 
helpful to the Nilfgaard! If 
you've placed a Spy on the 
board, you can Scorch it 
into your foe's discard pile 
after playing it. This allows 
you to remove the bonus 
the Spy was giving your 
opponent (in Stefan s case, 
nine points!). Remember 
you don't get the Spy (your 
opponent's discard pile holds it, enabling them to Medic the Spy back), But this 
is an option; only for Scorching high-point Spies (as there are usually other cards 
with a higher point value than a Spy you've placed, like Sigismund Dijkstra with 
his four points). However, there are usually better ways to use up a Scorch card 
than this. 


Spies And 
Weather Cards 
Negate the points your 
Spy card gives a foe by 
employing a Weather 
card after playing your 
Spy. If Vattier de Rideaux 
is heading into your 
opponents Close Combat 
row, he's less effective if 
‘that row is fighting off a 
Biting Frost (reducing his 
points total for the enemy 
from 4 to 1). 
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Neutral Cards (Spy Ability) (1 Card) 

The Mysterious Elf is an extremely powerful Spy, 

аз he doesn't increase your opponent's total at all 

(0 points), and is a Hero (meaning he's a one-use 
card per match, and can't be destroyed, Decoyed, 

or brought back with a Medic). He's great to add to 
the Nilfgaardian and Northern Realm decks (where. 
you have a Spy roster already), but offers less help to 
Monster and Scoia'Tael players, who may not want to 
stack their deck with Muster cards. Still, he is a good 
choice for those decks if you want a Spy in them; he's 
the only one you've got! 


utens cen sand: 
MATT 


Nilfgaardian Empire (Spy Ability) (3 Cards) 

Although both the Nilfgaard and Northern Realms have three spies each, the 
Empire's trio of sneaky sods are decidedly more hamfisted: The infamous Stefan 
‘Skellen (9 points), the only-slightly more proficient Shilard Oesterlen (7 points), and 
the actually-adept Vattier de Rideaux (4 points) give your opponent 20 extra points. 
it you play all three! Still, the extra cards you gather almost always make this a 
тоо! point. Add the Mysterious Elf for a quartet of Spies and eight extra cards! 


Northern Realms (Spy Ability) (3 Cards) 

The most adept Spy masters are the Northern Realms faction, featuring three 
competent fellows; Prince Stennis (5 points), Sigismund Dijkstra (4 points) and 
the amazing Thaler (1 point); they only give up 10 points when all three are used: 
which is far less than the benefits you get from the additional cards you draw. 
‘Add the Mysterious Elf to complete your quartet. 


єз UNIT ABILITY: TIGHT BOND (33 CARDS) 


Though there are 33 Tight Bond cards, these are only available to Nilfgaardian 
Empire, Northern Realms units, and Skellige Clans factions, and require you to 
draw two or more cards of the same unit type in order for the ability to work. 
However, if you can gather multiples of the same unit, you can really increase 
the strength points total of a particular row. Which of course, then attracts 
Scorch and Weather Cards from your enemy's deck. So learn to mitigate these 
circumstances as often as possible. 


At the very beginning of the round, when you redraw two cards, if you're wanting 
to use Tight Bond cards in the round in question, you should redraw in the hopes 
of getting one (or more). 


TIGHT BOND CARDS: KNOW WHEN TO HOLD THEM 

On their own, Tight Bond cards are normal unit cards that aren't very effective 
(with the exception of the Catapult, a Northern Realms Siege unit worth eight 
points). This means you can place them on the battlefield, wait a few turns, 
and then complete the pairing to really hammer a foe with a huge strength 
points increase! 


Some of the lesser cards (such as the Poor F--king Infantry) are also good to use 
as "throw away" cards; play them if you're stalling for time, or hoping to draw a 
better card. 


The biggest drawback with Tight Bond cards is that you need to have all of 
them in your hand so you can place them all in the same round. Using them in 
different rounds negates their ability completely, though it's sometimes a good 
strategic idea to "waste" a card early, then Decoy or Medic it back into your hand 
when a subsequent Tight Bond with the same name appears. 


There are no Monster, Scoia'Tael, or Neutral cards with the Tight Bond ability, 


Tight Bond Cards 
And Berserkers 
Tight Bond and Berserker 
units have some 
similarities; not least 
because the three Young 
Berserkers actually have 
the Tight Bond ability 
when transformed into 


Transformed Young —.— 
Vildkaaris! Generally, both has 
Tight Bond and Berserker V Pg Өө ө rm bh өн, 


cards have bonuses that 

require a subsequent card 

to played with them, and both can skirt by Scorch cards your opponent may 
use, becoming more susceptible to Scorch the more powerful their points total 
becomes. They both have the flexibility to be "under the radar" of your opponent, 
before being augmented to win a round. A Berserker group can reach their bonus 
a little more easily (as there аге up to four Mardroeme cards that cause the 
bonus, compared to usually only two identical Tight Bond units that increase a 
Tight Bond's group total). Finally, remember that Young Berserkers, when they 
have transformed into Transformed Young Vildkaarls, add the Tight Bond ability; 
they become much more powerful when transformed in a group of up to three. 


Tight Bond Cards, 
Commander's Horn, 
And Morale Boost 
Though there's not many 
card combinations that 
cause the enemy to 
instantly scramble for 
their Scorch or Weather 
cards, if you're able to 
halt these threats, you 
can add some incredible 
strength points to a row, 
and unequivocally win a 
round. The following is the 
best-case example: 


Place both Northern Realm Catapults in your Siege Row. Each Catapult is worth 
8 points on its own. Each is worth 16 as a duo; making 32 points. Now add a 
Morale Boost thanks to the Kaedweni Siege Expert (1 point unit, +1 for all units 
in the row). This brings the total up to 35, Then place the Commander's Horn, 
doubling the strength to 70. Not bad. Wait, do you smell burning? 


Tight Bond Cards 
And Decoys 

Perhaps the ultimate 
bait-and-switch tactic is 

to place a Tight Bond card 
оп the battlefield, hoping 
your foe thinks you're 
‘about to place another. If 
the card isn't subsequently 
Scorched, simply Decoy it 
back into your hand, and 
save it for later (if you were. 
feinting, needed to bum 

а сага, or the time wasn't 
right to play it), or for when you have more of the same unit type to maximize the 
Tight Bond ability. Just because you look like you're about to drop four Impera 
Brigade Guard units, doesn't mean you need to follow through with this plan! 


Tight Bond Cards 
And Medics 

The Nilfgaardian Empire is 
more adept at employing 
Medics (they have five 
compared to the Northern 
Realms’ and Skellige 
Clans'one Medic, though 
Yennefer of Vengerberg 

is a great addition). This 
allows you to bring back а 
complete set of Tight Bond 


Tight Bond Cards 
And Muster Cards 
While the Nilfgaard and 
Northern Realms primarily 
use Tight Bond, the only 
way to mix your deck with 
Muster Cards is by adding 
Gaunter O Dimm (and his 
dark minions) into the 

mix, Both are Scorch-bait, 
both add a large number 
of points, but Muster 


cards, or some of a set — Ø cards are instant, offer a 

of units you already used lesser total, can impede 

(when the third of that set is drawn later in the game). Reusing a group of cards һе total cards you hold in your hand, and aren't usually Decoyed or resurrected 
with an ability to yield one of the largest points totals is always a good idea; by Medics back into play. Tight Bond cards add a similar amount of points 
especially after the threat of Scorch has passed. (though a couple of units can add much more), take place over multiple turns 


(a slower build of power), and are much better to Decoy or Medic. It also goes 
without saying that Tight Bond cards only "bind" with cards of the same name: A 
Nausicaa Cavalry Rider only adds to other Nausicaa Cavalry Rider totals. 


Tight Bond Cards, Scorch, And The Weather 

In most circumstances, you should expect your Tight Bond cards to be targeted by 
Scorch, and do something about it. You could wait patiently to play the second and 
third cards until Scorch is used on another unit, or until the next round after Scorch 
disappears. You could sacrifice a higher-point unit so the Scorch targets that, 
allowing you to bolster your Tight Bond units to much stronger levels. Obviously, 
be worried about the three Scorch Character cards; up to two could be played by a 
Monster or Scola'Tael player, and they can seriously damage your plans. 


You can purposefully use Weather Cards to hide the potency of Tight Bond units 
from a player you suspect is going to use Scorch. For example, place а Crinfrid 
Reavers Dragon Hunter in your Ranged row when your foe has an impressive 
selection of Ranged cards on their side of the battlefield. Then play Impenetrable 
Fog, pretending to negate both Ranged rows. In reality, play a couple more 
Hunters, use Clear Weather (or a Leader ability) and reveal a much stronger Ranged row that was immune to Scorch when each card was valued at one (or two or 
three depending on how many Tight Bond cards were їп that row). 


Nilfgaardian Empire (Tight Bond Ability) (9 Cards] 
Though the Nilfgaard don’t seem quite as impressive a group of Tight Bond units overall, compared to Northern Realms, they have more Medics enabling you to 

return Tight Bond cards back into play; an Important point to consider. Gather all three Tight Bond units as early as you can, but concentrate on employing the Impera 
Brigade Guards as often as possible, up to the point where higher-value cards become more important for your deck strategy. 


Young Emissary (5 points each). бго 
together): 20 


127 


Northern Realms (Tight Bond Ability) (12 Cards] 

Though the Northern Realms’ downtrodden infantry are worth using to burn a card in order to delay the end of a round, even their Tight Bond value is questionable. 
Ditch them when more potent cards are available. Mid-level Gwent players employ the Blue Stripes Commandos, and the Crinfrid Reavers Dragon Hunters, with the 
aim of launching Catapult strikes as often as possible too. Just beware your lack of Medics impedes the return of these units after a round or a scorching 


Skellige Clans (Tight Bond Ability) (12 Cards] 

Both the Clan an Craite Warriors and War Longships have the same group 

value, and are comprised of three individual cards. The only difference is that 
the former is a Close Combat group, while the latter is your main Siege force. 
Augment the War Longships with Draig Bon-Dhu's Commander's Horn (otherwise 
he's useless!), and add Yennefer with Birna Bran to hopefully Medic one of these 
groups into play to maximize their potential 


The Clan Drummon Shieldmaidens are a potent force on their own, though not 
providing quite the power of the other Tight Bond Skellige Clans cards. However, 

if Cerys is played, she instantly summons all three Shieldmaidens as if they were 
Mustered. This has the advantage that all the cards are played at once (not usually 
the case with Tight Bond cards), and that you can redraw any Shieldmaidens in 
your deck at the start of a match in the hopes of obtaining Cerys (who summons 
them anyway). Note you can employ the Shieldmaidens as “regular” Tight Bond 
cards without Cerys, but this isn't the most potent use of this group. 


ach). Group Valve (All cards t 


The Transformed Young Vildkaarl group, when 
partnered with Ermion or transformed using a 
Mardroeme, becomes a mauling and unstoppable 
force with tremendous value, providing you're lucky 
to have all three in your hand during a bout. Though 
the value they give you is immense, gathering the 
three together along with a Mardroeme (so the Tight 
Bond ability is triggered along with the Berserker 
transformation) can be tricky. 


Young Berserkers (2 + 2 + 2 = 6 points) transform to Young Vildkaaris (24 + 24 + 24 = 76 points, only i al three are played and 


Tight Bond ability is applied). Note the Tight Bond ability when transformed! 


UNIT ABILITY: TRANSFORMATION CARDS (2 CARDS) 
The Cow seems initially to 
be a useless ranged card 
which offers no strength 
bonuses, and nothing of 
value during the round it 
1 played, aside from the 
fact it is a great card to 
"burn" while you wait for 
your opponent to run out. 
of cards or play a Weather 
card or Scorch. However, 
once the Cow is taken off 
the battlefield (either after 
а round, or by Scorch), 
the card transforms into a Bovine Defense Force (an eight-point Close Combat 
Fiend) that begins the next round already on your board. This can surprise your 
foe, quickly add points to a front line, and even take a Scorching for you! While 
the Cow card is excellent in the first and second rounds as a prelude to enforcing 
your Close Combat line, it's not very useful in the last round, as the more 
powerful card would appear only in the last round. 


The Skellige Clans have 
the (Close Combat) Kambi 
card, which works in the 
same way as the Cow. 
The only difference is that 
Hemdall is a close combat 
card (and therefore boosts 
that row) and is a Hero, 


NEUTRAL CARDS (16 CARDS) 

Neutral cards are units and Heroes that can fight alongside your faction forces 
‘no matter which deck you decide to build; Geralt of Rivia is just as happy 

battling with the Scoia Tael as he is with the Northern Realms. This allows you 
further customizable options when adding Neutral cards to your deck, and some 
interesting decisions on which cards to use, and which to ignore. Neutral cards 
are easily distinguished from your Faction cards as they always appear first (after 
your Special and Weather cards) in your “All Cards" collection list. They also 

have no banner design. There are 16 Neutral cards to collect, and the pictures on 
some of them change depending on if you have activated the Ballad Heroes DLC. 


NEUTRAL CARDS: 
GERALT AND 
CIRILLA 

These two Hero cards 
are the very best one- 
card strength point cards 
you can use, and five 
points higher than even 
your toughest faction 
Hero. They should be in 
your deck at all times, 
and should even take the 
place of faction Heroes 

if you're wanting to cut 
‘some cards in favor of a lean deck. They are devastating, Close Combat fighters, 
immune to Weather and all special effects (so they can only be used once a 
bout), and used to thoroughly bolster your front lines. 


NEUTRAL CARDS: 

YENNEFER OF VENGERBERG 

Yennefer is a seven-point Hero Medic who fights at 
the ranged row. As most of your highest point troops 
are likely to be at Close Combat range, this is a great 
way to diversify your forces. Though Yennefer isn’t as 
strong as your best Faction Heroes, her Medic ability. 
more than makes up for this slight shortfall. Add her to 
a deck you are creating with more Medics, or to forces 
that have no Medics at all (such as a Monster Deck), 
to add flexibility to your tactics. Yennefer is great for 
bringing back Villentretenmerth from the discard pile, 
for example 


129 


130 


NEUTRAL CARDS: TRISS, VESEMIR, 
ZOLTAN, AND EMIEL 

This quartet of strong-willed, Close Combat units, 
of which Triss is the only Hero, are among the first 
Neutral cards you should add to your deck when 
you're first attempting to play the game of Gwent. 
However, as you progress and collect the stronger 
cards (or those with abilities, as none of these 
cards—save Triss—have anything other than brute 
force to offer you), place these in your permanent 
discard pile so your deck doesn't get bloated. You 
are better off utilizing higher-point strength cards, 
and there are plenty to choose from. 


NEUTRAL CARDS: 
OLGIERD VON 
EVEREC AND 
DANDELION 

Olgierd is no Hero, and 
he's only worth six points, 
but he's a good card to 
employ because of his 
flexibility thanks to the fact 
he is Agile, and offers a 
Morale Boost. This means. 
you can place him in 
either the Close Combat 

ог Ranged rows and add 
some much-needed bonuses. Combine him with a Commander's Нот to really 
increase a row's strength, and reuse him by utilizing a Medic. 


i: лам | 
e| 


Dandelion offers a similar strategy, though he only brings two measly strength 
points to Close Combat rows, so isn’t as flexible in his positioning (despite what 
the harlots at the Rosemary and Thyme may have told you). Dandelion's biggest 
benefit is his Commander's Horn, enabling you to ditch a Horn Special Card 
Combine him with Olglerd to increase your Close Combat row by a huge amount 


NEUTRAL CARDS: 
VILLENTRETENMERTH 

One of the best cards in the game of Gwent! 
Villentretenmerth must be part of your deck strategy at 
the earliest possible point. Though this is a seven-point 
non-Hero, Vilentretenmerth has the invaluable ability to 
Scorch; not across the entire battlefield like the Special 
card, but a focused Scorch on your opponent's Close 
Combat row, if the total value of the opposite row is 
greater than or equal to 15. This allows you to place 
him (usually late in a round) to remove one or more 
high-level non-Heroes, Use him often, and resurrect 
him from the discard pile with a Medic. Use him with 
Toad (Monster Deck) or Schirru (Scola Tael Deck) to 
Scorch two different rows. Utilize all the Scorch tactics previously mentioned in this 
chapter. Watch the world burn! 


NEUTRAL CARDS: MYSTERIOUS ELF 
Initially, one might puzzie at the sight of a zero- 
point Hero, until you realize this elf is a Spy, and 
therefore gives your opponent no additional strength 
points, making him the finest Spy available. His only 
downfall is that because of his Hero status, he can't 
һе Decoyed or resurrected by a Medic back into 
your hand; so use him to gather extra cards as soon 
as you can. Or, wait until the very end of a round, 
and feint your opponent into thinking you have few 
ог no cards left, and then use him. He is a card you 
definitely should employ in any deck strategy, and 


also allows you to utilize the fabled Spy ability n — | 


decks where Spies aren't normally available (such as 
Scoia'Tael decks), 


NEUTRAL CARDS: 
COW (BOVINE 
DEFENSE FORCE) 
The Cow seems initially to 
be a useless ranged card 
which offers no strength 
bonuses, and nothing of 
value during the round it 
is played, aside from the 
fact itis a great card to 
"bum" while you wait for 
your opponent to run out 
of cards or play a Weather 
card or Scorch. However, 
once the Cow is taken off the battlefield (either after а round, or by Scorch card), 
the card transforms into a Bovine Defense Force (an eight-point Close Combat. 
Fiend) that begins the next round already on your board. This can surprise your foe, 
Quickly add points to a front line, and even take a Scorching for you! While the Cow 
card is excellent in the first and second rounds as a prelude to enforcing your Close 
Combat line, it's not very useful inthe last round, as the more powerful card would 
appear only in the last round 


NEUTRAL CARDS: 
GAUNTER O'DIMM 
AND DARKNESS 
The tactical advantages 
of this set of Muster cards 
has been discussed in 

the Muster section of 

this chapter. Simply put, 
Gaunter O'Dimm adds a 
possible 14 points (if you 
have all four cards) with 

a single placement. Not 
only that, but the cards 
sit across your Ranged 
and Siege rows, which are less frequently attacked by the enemy. Furthermore, 
Gaunter 0'Dimm can add a fantastic extra dimension of strategy to decks that 
don't normally use Muster. You could even increase your card count without too 
much worry, as all five cards are used at once! 


DECK BUILDING AND FACTIONS: ADVANCED TACTICS 


This Gwent masterclass concludes by revealing a general location of where 
each Faction's cards are spread out, so you know how far through the adventure 
you're likely to need to get to before you gather all of а Faction's cards. This is 
followed by some deck-building strategies (both generally and for each Faction), 
Finally, a sample Gwent bout is undertaken, with the overriding tactics you 
should attempt. 


NEV 


INSISTS ON STF 


A GWENTLEMA TEGEM 


Remember that you may not agree with the optimal tactics present on these pages. 
If you have discovered other strategies that work well for you, feel free to use 

them, However, the tactics employed here usually give you an advantage over any 
‘opponent you might meet (and obviously, a greater advantage if your collection of 
Gwent cards is more complete. 


y MONSTERS FACTION 
A beastly host of mainly Close Combat troops led by the frightening 
Eredin Веасс Glas. 


GENERAL LOCATIONS OF MONSTER DECK CARDS 


"Expansion Cards are included In the main total of 46 


‘As you can see, the vast majority of Monster cards are found by randomly 
beating Gwent players, or challenging specific players across Skellige. This 
means you won't be able to amass a very strong Monster deck until well into 
your adventure, Expect to perfect your Monster deck (collecting and strategies) 
after Nifgaardian and Northern Realms decks, unless you really focus on finding 
these cards ahead of others. 


MONSTER DECK STRATEGIES 

The Monster deck focuses mainly on overwhelming an opponent using Close 
Combat troops. Ensure victory by using the Eredin: Commander of the Red 
Riders ability, which acts like a Commander's Horn for your Close Combat 
units. It's another good option as it is always available, and doesn't add to 
your deck “bloat” 


Eredin: Destroyer of Worlds (discard two cards, and draw one card of your 
choice from your deck) may seem counter-intuitive to those planning to out- 
draw their opponents. But if you require a specific card to win a late round 
(such as a Clear Weather, Muster unit, or Hero), it can win а bout! 


* better bet is usually Eredin: Bringer of Death, which acts in the same way 
as a Medic (drawing a card from your discard pile); helpful because Monster 
decks are devoid of Medics. Augment that by adding Yennefer of Vengerberg 
(a seven-point Hero Medic). 


Your overarching tactics is to tactically play Muster groups, beginning with the 
least-threatening, and stopping your foe from Scorching higher-value Muster 
groups (such as the Crones). Use your Vampires and Arachas Muster groups 
as one of their group has a higher strength-point, and can take the brunt of a 
‘Scorch while leaving the rest of the units intact. If you haven't collected all the 
Muster cards in a group, and all Muster groups in general, Monster decks are 
far less effective. Remember to add yet another Muster group with Gaunter 
O'Dimm's group (Neutral). 


* Remember you have a few Ranged units too, including the Toad (a seven- 
point non-Hero unit) which has the ability to Scorch an opponent's Siege row 
if the total value of units present is greater than or equal to 15. I's spectacular 
when playing against Scoia Tael decks! Partner Toad with Villentretenmerth 
(Neutral) to bring devastation to an opposing Close Combat row too. 


As you perfect your Gwent card collecting, your mid-strength cards (such as 
the Frightener or Ice Giant) should be removed and replaced with High-value 
Heroes and Neutral cards, to avoid deck “bloat”. 


Use the Mysterious Elf to enable one Spy ability; otherwise your lack of Spies 
and Medics is a shortfall. Only use your Mysterious Elf once your Muster units 
are in play; you don't want to waste your Elf on gathering a duplicate Muster. 


v NILFGAARDIAN EMPIRE FACTION 
The Black Ones, a collection of troops for most types of combat, supplemented 
by Medics, Spies and Tight Bond units, led by Emhyr var Emrels. 


GENERAL LOCATIONS OF NILFGAARDIAN EMPIRE 
DECK CARDS 


WHERE FOUND. NUMBER (42)* 


ve Lender Cards, and 37 Deck cards 
d throughout ali territories 
can be bought either in Novigrad City, or Novigrad Territory, but not 


lon Cards are Included in the main to 


his total includes one card you have an additional chance fo purchase 
This deck is usually the second you end up securing all your cards for, after the 
Northern Realms. The majority (26) of the cards can be purchased at various 
traders, and only a few (nine) are randomly found. Of the rest, seven are secured 
during quests, and one is with you in your base deck (the first Leader card). If 
you have the funds, gather most of this deck quickly, and strengthen your deck 
without too much hope for a random outcome. 


NILFGAARDIAN EMPIRE DECK STRATEGIES 
* The Nilfgaard's faction perk isn't especially helpful, but if you see an 
opportunity for a draw (without expending more cards), take it. 


Though not available until you complete Secondary Quest: High Stakes, 
the Emhyr var Emreis: The Relentless Leader card (draw a card from your 
opponent's discard pile) is a critically-helpful card; allowing you to use а 
powerful non-Hero from your opponent's pile, or a Spy card you may have 
played earlier. 


А good complement of Spy cards (three, plus the Neutral Mysterious Elf); 
additional help (though giving your opponent more strength points than the 
Northern Realms Spies) to out-draw your opponent. 


Offers three Medics that can be placed in two different rows; vital to use 
throughout your Gwent gaming with this deck when gathering previously- 
discarded non-Hero cards. Be sure to complement them with Decoy cards so 
you can reuse Medics as often as you need to. 


A focus on both the Close Combat and Ranged row (but with a few 
Siege row cards to help spread out your forces, minimizing the effects of 
Weather Cards), 


* The largest number of ten-point non-Heroes (two Black Infantry Archers and 
the Heavy Zerrikanian Fire Scorpion) of any Faction; augment these with 
Commander's Horn, Morale Boost, and Medic them back into play. Or use 
Decoys on these, or other high-value non-Heroes. 
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** Your Tight Bond cards (Young Emissary, Impera Brigade Guards, and Nausicaa 
Cavalry Riders) are invaluable during early Gwent bouts, and are less likely 
to be Scorched due to their low individual strength. But remove them as you 
gain higher-value units (especially Heroes and Neutral Heroes) so you don't 
“bloat” your deck. 


* Always play Villentretenmerth; even over Special Scorch cards, to obliterate 
the highest non-Hero from your enemy's Close Combat row. 


9 NORTHERN REALMS FACTION 

A mixture of units from all three rows (with a slight favoring of close combat and 
siege troops), along with many Tight Bond cards, a few Spies and Morale Boosts, 
and a single Medic, led by King Foltest. 


GENERAL LOCATIONS OF NORTHERN REALMS 
DECK CARDS 


WNERE FOUND 


"This number includes the five Leader Cards, and 38 Deck cards 

**ТМ is from players found throughout all territories 

***Total reflects cars that can be bought either in Novigrad City, or Novigrad Territory, but not 
bought twice. 


****Expansion Cards are included in the main total of 43°****This total includes 
one card you have an additional chance to purchase. 


This is likely to be the deck you utilize for your first few dozen Gwent bouts, 
‘simply because you start your adventure with the majority of this deck (22 
cards). Of the rest, 13 can be had through purchasing at vendors across the 
lands, one is secured by beating the Nilfgaardian Nobleman in Vizima, only five 
аге found during quests, and only two cards are randomly rewarded. This makes 
the Northern Realms deck easy to collect, learn, and augment. 


NORTHERN REALMS DECK STRATEGIES 

© The Faction Perk (draw a card from your deck whenever you win a round) 
allows you to outdraw your opponent more easily. Combine this with Spies 
and Medics to keep your card hand full until you're ready to unleash hell 


Visit the Inn at White Orchard and purchase the Foltest: Lord Commander of 
the North Leader card. The ability this gives you (to clear all Weather effects) 
enables you to reduce Clear Weather cards in your deck, and ignore any 
Weather effects in later rounds that your opponent attempts. 


A good complement of Spy cards (three, plus the Neutral Mysterious Elf) offer 
additional help to out-draw your opponent. 


A focus on both the Close Combat and Siege row. The latter is especially 
useful, as this row isn't utilized as often in other factions. It forces an 
opponent to carry a larger variety of Weather cards, which lessens their 
chances of drawing а high-point card. 


Though you only have one Medic (Dun Banner Medic), she is worth her weight 
in gold! Use her in the second and third rounds to resurrect an important 
поп-Него (like Villentretenmerth). Add Yennefer of Vengerberg for her Medic 
powers too, 


Tight Bond cards offer excellent points potential, if you can dissuade a foe 
from Scorching them. The two Tight Bond Catapults offer exceptional strength 
from just two cards (32). 

Employ all your Hero cards, plus any you've collected from your Neutral deck, 
to provide some hard-hitting strength unaffected by Scorch and Weather. 


Your Poor F--king Infantry cards are initially seen as pathetic, until you realize 
you can place them to coax a foe into action, or use up this Infantry to eke out 
à victory (usually after an opponent passes). 


g SCOIA'TAEL FACTION 

Led by the charismatic Francesca Findabair, this collection of non-humans uses 
the first two rows of combat almost exclusively, with many Agile cards to add 
flexibility, and Muster groups plus a quartet of Medics to round out this deck. 


GENERAL LOCATIONS OF SCOIA'TAEL DECK CARDS 


mm 


“This number includes the five Leader Cards, and 38 Deck cards 

**This is trom players found throughout all territories 

** "Total reflects cards that ca be bought elther in Novigrad City, or Novigrad Territory, but not 
bought twice. 


‘Blood and Wine ° 


‘Expansion Cards are included in the main total of 43 
This total includes nine cards you have an additional chance to purchase. 


Only the first Leader card is found in your deck. The rest can be purchased (18), 
won randomly (15), or won from the Elven Merchant near Carsten (1). Add to this 
deck during quests by securing eight more cards, though four of them are during 
‘Secondary quests; ensure you save your progress before each bout! You're likely 
to use this deck later in your adventure. 


SCOIA'TAEL DECK STRATEGIES 

* The Faction Perk allows you to automatically choose who goes first. As you 
usually want your opponent to go first (so you can see what they are planning 
and counter them), always choose to go second. 


‘Scoia'Tael units have the largest number of troops that are Agile and сап 

be placed in either Close Combat or Ranged rows. Use this to circumvent 
Weather cards, and in conjunction with the Francesca Findabair: Hope of the 
‘Sen Seidhe (Leader ability) that can shift Agile units to your most optimal row; 
à tactic your foe won't likely be expecting! 


* Francesca Findabair: Daisy of the Valley allows you to draw an extra card at 
the beginning of battle; an obvious advantage when trying to out-draw your 
‘opponent. Use it! Francesca Findabair: The Beautiful acts like a Commander's 
Horn for your Ranged units; another good option (as it is always available, and 
doesn't add to your deck "bloat"). 


Of the four Factions, the Scoia'Tael have the most impressive Ranged row 
troops, so focus on this and, to a slightly lesser extent, your Close Combat row. 


With only one Siege row card, don't expect to place a card at the back of your. 
battlefield. But remember that Schirru (an eight-point non-Hero Siege unit) 
has the ability to Scorch an opponent's Siege row; spectacular when playing 
against Northern Realms and Nilfgaard decks! Add Villentretenmerth (which 
does the same Scorching to your foe's Close Combat row), and Francesca 
Findabair: Queen of Dol Blathanna (Leader ability; Scorches your foe's Close 
Combat row as well), and you have three enemy-Scorching possibilities 

per game! 


Augment your lack of Spies with the Mysterious Hero (Neutral). Play all your 
Medics (combining them with Decoys so you can use them again and again), 
and ensure your Muster forces (lower strength to begin with, and Havekar 
‘Smuggler units at later stages) are fully ready to fight; the three Smugglers 
can add 15 points to your Close Combat row in one placement! 


All your Medics aren't combat-ready (they have a zero strength), but if you 
add a Morale Boost to the Ranged row (with Milva, for example), they add 
three points; don't forget this benefit! 


You have a 10-point non-Hero named Isengrim Faoiltiarna. Use this mighty 
troop to give your Ranged units a Morale Boost, then bring Isengrim back 
using a Medic time and time again. 


g SKELLIGE CLANS FACTION 

Offering one of two legendary Skelligers to lead the assembled clansfolk, the 
Skellige Clans deck favors ill winds and weather, unique Berserker troops, a 
couple of powerful characters, and a few unique abilities to overcome and 
overwhelm, as well as Tight Bond and Muster groups. 


GENERAL LOCATIONS OF SKELLIGE CLANS DECK CARDS 


NUMBER (2) 


| erat of Ама (You: Blood and Wire Adventure) 
Toussaint м 


***Expansion Cards are included іп the main total of 37. Remember the Weather Cards are 
counted as Neutral, though they are specifically used by this deck faction. 


You have a base deck of this faction when you begin Blood and Wine Gwent 
Quest: To Everything - Turn, Turn, Tournament! (see page 491). Find the 
remaining cards by challenging 19 different merchant types across this realm. 
This is likely to be the last deck you perfect, Remember the Gwent players of 
Toussaint use any of the five decks; not just this one! 


SKELLIGE CLANS DECK STRATEGIES 

• You only have a choice of two Leaders, so build your deck tactics around 
either King Bran (employ additional Weather Cards including Skellige Storm) 
or Crach an Craite (a more aggressive plan going for a two-round win; using 
Up high-value cards as early as possible so you can gather them back and 
reuse them in the second round) 


* Remember your Faction ability allows you to return two random discarded 
cards to your hand at the start of round three only. Employ this with Crach 
an Craite's ability if you wish (though your aggressive style of play should 
‘mean you never reach the third round as you're going for round wins as 
early as possible). 


• With your Faction ability, it's possible to use two Heroes up to three times in a 
game: once each in the first round and once each again in the second round, 
using Crach an Craite's ability. You can use them once again in the third 
round, if they were randomly picked from your discard pile. For this reason, 
keep your discard pile small (using Medics) to maximize your chances of 
gathering high-value discarded cards. 


* Olaf is a mighty unit, offering Morale Boost, the Agile ability, and a massive 
points. He's also Scorch-bail, so employ him tactically and Medic him 
back into play. 


• Cerys is a godsend as she summons the Clan Drummond Shieldmaidens who 
instantly use their Tight Bond ability to grant you 46 Close Combat points. 
Have her in your hand at the start of a match rather than a Shieldmaiden, if 
you can. Then use Crach an Craite's Leader ability and use her again! 


* Use your Berserkers not only to eke out a win (in the case of the Young 
Berserkers individually, or in groups), but also as Scorch-bait. Stack your 
deck with Mardroemes (and Ermion) to ensure there's a high chance of a 
Berserker transformation: 


• You only have three active Heroes; your fourth is Hemdall, who only appears 
once the Kambi card is played and discarded. So use your Kambi as soon as 
you can, and prepare for Hemdall to arrive in the second round, as a Close 
Combat killing machine. 


* Light Longship units have Muster, so you only need one in your hand. 


* War Longships have Tight Bond, and Draig Bon-Dhu has Commander's Horn; 
combine them both to maximize your Siege row (along with Gaunter O'Dimm). 


* Use Birna Bran (and Yennefer) to bring back Olaf (powerful card), the Clan 
Dimun Pirate (Scorch), or one of the Light Longship (Muster) units. 


* The Clan Dimun Pirate and Villentretenmerth both have Scorch and are great 
to employ one after another for constant devastating demoralization! 


GENERAL LOCATIONS OF NEUTRAL CARDS 


“This is from players found throughout all territories 
“Total reflects cards that can be bought either in Novigrad City, or Novigrad Territory, but no 
bought twice. 


EXPANSION CARDS ” m 
Hearts of Sone | [3 
Bod aro Wee ° 


Expansion Cards are included in the main total of 17 

This total includes one card you have an addtional chance fo purchase. 

Neutral cards are ай over the place! Seven of them are picked up during 

quests (all but one are Gwent-specific). Two are won randomly (including 
Villentretenmerth unfortunately, so keep playing merchants until you secure this 
much sought-after card!). Four are purchased (most of the Gaunter O'Dimm. 
units), one is won from Aldert Greet during the Tutorial back in White Orchard 
Tavern (Zoltan Chivay is the card), or it can be found at Hanged Man's Tree in 
Velen if you miss Aldert, and finally, one card is loose (the Cow). Use these to. 
augment your faction decks, and fill in gaps with higher-point cards or those with 
abilities you lack 


GENERAL LOCATIONS OF WEATHER AND SPECIAL CARDS 


7 
 Randomiy Acquired" us = ЕГ E 
o | 1 
[T HEN | 0 
| Wen pio a's und E — 
deres 1 
| Nonga incur Orentur | 4 
d 2 


“This number includes **This is rom players found throughout эй territories 


Wears ol Stone j 1 
Bani aro Woe 6 


EXPANSION CAROS™™ 


NUMBER (6) 


Garait ol Pov (You Blood and Wer Adventure) . 1 


Tocant П 


‘Expansion Cards are included in the main total of 28 


Most Weather cards (12) are either found in your deck to start with (seven) or 
won randomly (five). It isn't usually a huge benefit to have three of each card 
type (especially Torrential Rain; who plays this three times in a match?), so don't 
worry too much about finding these, The three Skellige Storm cards are either 
looted (2) or won (1) from a character during your Blood and Wine adventuring 
in Toussaint 


Most Special cards (10) are purchased from traders; find them at the earliest 
point you can, as most are useful no matter what tactical plans you're trying. The 
three Mardroeme cards are gathered during your Blood and Wine adventure; one 
you start with, and two are won from characters in Toussaint 
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‘GWENT: BUILDING A BETTER DECK 


Your first deck-building plans occur with the Northern Realms deck. It is 
advisable to perfect your Gwent deck build with this Faction first, before turning 
to the Nilfgaard, and finally to the Monsters and Scoia Tael. Use the Skellige 
Clans deck as soon as you wish, when playing the Blood and Wine Expansion. 


The following advice applies to all five factions: 


As you build up the quality of cards in your deck, refrain from adding Weather 
cards (or at the very least, add a single Biting Frost); you want a slim deck (so 
your best cards are drawn more often), and ability cards (and Decoys) are usually 
а lot more helpful, especially in early matches. 


Decoys should be placed into a deck as often as possible. Even if you use one to 
remove a card you don't really need, this card keeps your card count up. Utilize 
Decoys to return a high-value card back into your hand (after it is affected by 
Weather, for example). 


The Commander's Horn is usually played at the end of a round (or the opponent. 
focuses on this bonus and usually attempts to thwart this card with Weather). It 
is another card to "burn." But a better plan is to place it on a row the opponent 
isn't expecting. Or use on an empty row to make your foe think you'll be 
amassing cards there, and watch your foe's tactics before countering them. But 
in the grand scheme of things, the Horn isn't used as often as you'd think, So 
‘keep it (or multiples of this card) away from your deck. Or use Dandelion. 


During your initial Gwent bouts, always pick the units with abilities over your 
"normal" cards. Spies, Medics, Tight Bond, and Muster cards are all favored over 
а lower-level cards like Sabrina Glevissig (Northern Realms four-point ranged 
поп-Него). This is because ability cards give you more flexibility, plus Spies and 
‘Medics add to your card hand total; the key to winning. 


At low to mid-level Gwent games (when you're still collecting, but don't have all 
the cards of a Faction), use troops with five or six strength points or higher. As you 
receive more 7 or 10 point cards (whether they are Heroes, non-Heroes, or Neutral 
cards), replace your lower-value non-ability cards with the higher-point cards. 


Your aim is to create a Faction deck with the smallest number of high-value 
cards. Use only the highest-point cards available to you, and ditch the rest, 
unless they have an ability you use constantly. 


You can place between zero and ten Special cards in your deck. Don't feel 
obliged to utilize Special cards if you never find yourself using them (though 
Decoys offer an important deck-maintaining strategy). At a maximum, keep 
Decoys, one Commander's Horn (unless you have a number of Heroes which 
aren't affected by the Horn), one Scorch, and one Clear Weather until you develop 
your own strategies. 


M you see three Torrential Rain decks in your deck as you're about to face off in a 
match with a Scoia'Tael player, you're doing something very wrong. If you don't 
know why this is wrong, please re-read this chapter! 


Beware of deck “bloat”; keep your card deck lean and mean (if your total deck 
size gets over 26, you may start losing because you aren't drawing your better 
cards). Your aim is to bring a 22-24 card Gwent deck to a bout with a total 
strength count of between 150-165+ points. 


M you have a deck that permits this, spread your troops out over all three rows to 
minimize the effectiveness of Weather cards your opponent plays. 


Remember your opponent doesn't change decks between games, so if you lose, 
retry the bout with a tweaked deck (perhaps with a different Leader ability) more 
suitable to take them down. 


Use Villentretenmerth (Neutral), Toad (Monster), Schirru (Scoia'Tael), and Clan 
Dimun Pirate (Skellige Clans) wherever possible: A Scorch is devastating. 


GWENT: A SAMPLE CARD GAME 
ROUND 1 TACTICS 


Before the round starts, 
swap up to two of 

your least-impressive, 
weakest, and usually 
lowest-point cards 
(with the exception of 
Spies) to maximize the 
potential of your hand - — 
in the game to come. Round 1: Geralt purposelully loses. but utilizes Spies to gain a 
If you have too many . 
duplicates of Special cards or other ability cards you don t use, think about 
removing them from your deck before your next match. Then play the first round 
with one of the following two tactics in mind: 


Play To Win: 

Depending on your opponent's actions (they may pass early, or not take 
advantage of their position), you can try to win the round. A massive combat 
presence is usually not advisable, as you need your best forces for the second or 
third round. But you can try to win in two rounds if you wish. The trick is to win 
without expending all your best cards, So place lower-value cards on the board. 
A one-point advantage at the end of this round is still a win! 


Play To Lose (But With A Card Advantage]: 

Usually after you see what your opponent is doing, you should attempt to 
maintain a card advantage in your available deck (to the right of your portrait, on 
the left side of the battlefield). Remember that the remaining cards in the deck 
(bottom right corner of the battlefield) aren't normally used; you only have the 
cards in your hand! So you want to keep the majority of the best cards for the 
rounds you are assured victory in. This means conserving cards. Why? Because a 
player with more cards left to play has more options. Use the following tactics: 


‘Add to your deck with a Spy (and to a much lesser extent, a Medic). This keeps 
your remaining cards from being depleted, If your foe uses Spies, Decoy them 
into your hand and use them against your foe. No matter what your plans, use up 
all your Spies in this round (to gain the card advantage). 


“Bum” your less important cards, judging whether their abilities are worth 
ignoring. For example, you may have a Poor F--king Infantry card, and take a 
tum using it instead of wasting a much higher card, The Infantry has a Tight 
Bond ability, but it's sometimes worth ignoring that ability in order to finish a 
round with a stronger set of cards to play later 


Bring some inclement Weather onto the battlefield. Though this can be seen 
as wasteful, it is better than dropping a large-point card you wish to keep until 
а future round. Weather cards also usually push an opponent into their card 
reserves (to counter with Clear Weather, commit further units, or pass). 


Remember you can always pass, which leaves your strength total as-is, and 
allows the opponent to keep playing. Do this when you've set up a good and 
devastating series of cards you want to place in the next round. Passing is 
usually done early, as you can't lose more than one round! 


Finish a round without committing your more potent cards into the battlefield. 
А massive first-round victory isn't tactically advantageous (as you have fewer 
options for future rounds); save your best troops for rounds two or three. On the 
other hand, Medic heavy decks can push harder in the first round. 


Delay Your Play: Fear Of Commitment 

You should exercise caution when committing а card to the battlefield. A Hero 
can never be brought back into your hand. A non-Hero can only be brought back 
into your hand by using up a Decoy, and a Medic (after discarding). But keeping 
a group of high-value cards in your hand as long as possible is much more 
advantageous. Why? Because: 


tt forces your opponent to start playing their cards, so you can react to their tactics, 


* It forces your opponent to play Weather and Scorch cards early, so you can 
play cards that might have succumbed to these Special cards if you played 
them too early. 


• Itenables you to watch for openings in the battlefield. Has your foe played a 
Biting Frost? Then refrain from playing a Clear Weather in case your opponent 
has a second Weather card, or the round tactics change and you don't need to 
use it. Then employ Clear Weather at the last possible moment. 


It sometimes causes your opponent to think you are weak, and pass. Then 
you can eke out a win with the lowest possible cards that guarantee a win. 


ROUND 2 
TACTICS 


You should have ended 
the first round by 
eking out a win (and 
maintaining either 

‘an equal number, or 
slight card advantage 
compared to your 
opponent), or a loss 
but with at least two or 
three additional cards 
compared to your opponent. The tactics for this round are different depending on 
how the first round went: 


Hound 2: With this round to win, Geralt starts to use Decoys 
and Medics, winning decisively, but keeping most of his best 
units for the final round. 


Round 1 Won? Let Battle Commence! 
If you won the first round, you're usually more evenly matched with your 
‘opponent, making this round a little tougher. At this point, you can: 


Immediately pass: If you wish to play a purely strategic game, you can pass 
immediately (or after expending one or two low-point cards in the hope your 
opponent drops some higher-point cards). If your opponent uses a card (or two) 
to claim victory, ай the better; this plan gives you the advantage in the third 
round; a similar tactic to “losing” in Round 1. This plan is more advantageous if 
you're placing cards first in this round, as your foe will go first in the final round; 
Which allows you to see what your opponent is planning, and counter it. 


Make this the Final Round: If you reckon your deck is strong enough, and your 
foe's deck is weak enough to claim victory after two rounds, then go for it! 
Remember your opponent is likely to have more high-point cards than in the final 
round, especially if you didn't “sucker” your foe into dropping their best troops 
earlier. Use the Final Round tactics from this point. 


Coax more cards out: Though you'll probably need to commit some of your 
higher-quality cards, you can “pretend” that you've fully committed to winning 
this round, watch your opponent play some of his or her best troops, and then 
wave the white flag and pass (after Decoying any high-point cards, of course!) 
As long as the units your foe is committing are more powerful than yours, you 
put yourself in a good position to win the last round. A worthy sacrifice to your 
own deck! 


Round 1 Lost? Let Carnage Commence! 

If you lost the first round, you should have a significant card advantage over your 
opponent, in terms of quality (high-value units) and quantity (you should be able 
to out-draw your opponent by at least 2-3 cards). You must win, employing Final 
Round tactics, but with the knowledge that you should be keeping a number of 
high-value cards in reserve for the final round. Medics and Decoys come into 
play here (use the tactics described earlier in this chapter). Commit one or two 
of your "group" ability cards (Muster or Tight Bond groups). Drop in a powerful 
non-Hero, and Decoy it back. If your opponent passes (and never pass first!), 
Decoy cards you need for the final round, swapping them for lower-point cards if 
you can still maintain a victory. 


You should be keeping your best cards for the last round, but during critical 

Moments in this round, feel free to use up some of your strength. Place your 
Heroes first (as they add a good amount of value without being Scorched or 
crippled by Weather). Then see what your opponent does before committing 
high-value non-Hero units. 


Cards that give you additional bonuses, such as Morale Boost, Olgierd von 
Everec, Commander's Horn, and Dandelion, аге most useful during this round to 
‘ensure victory, Then use Medics to resurrect Olgierd and Dandelion for use in the 
final round, 


Use Scorch, but judge the board and place it when it is at its most destructive; 
taking out multiple five-point targets is better than one eight-point target. But 
play it before your own non-Heroes enter the battlefield, or you'll only end up. 
Scorching yourself! Use Villentretenmerth in this round too, with a Medic to 
return him for the final round. 


ROUND 3 [FINAL 
ROUND) TACTICS 


If the Gwent bout 
reaches this point, 
there's no need to worry. 
about committing Hero 
troops into the fray— 
give your foe everything 
you've got! You should 
have a small card 
advantage, which helps 
you counter any plans 
your foe might have for winning. The trick here is when to place all your cards. 
As your foe doesn't know what you have, and your deck should be stacked with 
your best quality troops, only the order you play your cards in is important: Place 
them with enemy Weather and Scorch cards in mind. 


The Baiting Game To The Bitter End 
Nothing can cramp your style like a foe who decimates your key non-Hero troops 
with а well-timed Scorch or Weather card. 


‘Round 3: Geralt baits out his opponent's Scorch, then uses 
his own Scorch card, along with Heroes and Clear Weather to 
secure victory! 


Firstly, ensure you have a Clear Weather card to hand (either via a card or a 
Leader ability, if possible). Then your enemy's Weather cards don't matter at 
all, After only concerning yourself with Scorch, place everything you've got 
(even after Weather cards are played by yourself or your foe). At the very end 
of the round, check the totals. If you still need points, play the Clear Weather. 


Secondly, ensure that your enemy's Scorch attacks are minimized, by 
employing the multitude of Scorch tactics listed in that section of this chapter. 
But generally, try placing a single high-value non-Hero so the opponent plays 
Scorch, then bring it back (i you need it) using a Medic, Afterwards, commit 
your higher-point group cards (Tight Bond units, for example), 


Decoy cards should already have been used in earlier rounds, but if you still have 
any, use them to retrieve a Medic so you can play it again (and to a lesser extent, 
an enemy Spy to play yourself and gain a card). 


AFTER THE BOUT 

Battle to the bitter end, hopefully claim victory, and strengthen your deck by 
adjusting it after every Gwent game. Remove cards you only use rarely. Look to 
find complete "sets" of cards (such as a group of Muster or Tight Bond cards of 
the same name) on your travels. Start to use new decks as you receive enough 
cards of that Faction, bolstering them with Neutral cards and become the finest 
Gwent player in the land! 


| this guide's Appendix, on page 800. - 


Need to know where every single Gwent card is located, including those from Hearts. 
| of Stone and Blood and Wine? Then consult the “Gwent: A Complete Card Checklist" 
‘section in this guide's Appendix, on page 782. - ? 


Need to know the ins and outs of the specific Gwent quests? Consult the Gwent 


Quest section on page 481. 7 
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The following table lists every Gwent card of a particular type ог ability, so you 
сап see and compare every faction and neutral card to one another. Note that 
‘some cards (with multiple abilities) may appear more than once. 


CARD TYPE AND ABILITIES: ALL CARDS (121) 


ж | (dates a powerful card that you want | 
tobe sure o add to your collection! | 


(Cose Combat and Ranged Unit — |Agle and Morale Boost 


10 |с Combat unt 


в [Cose Combat Unt — 


Оше Combat and Ranged Unt [Age 
Оне Combat and Ranged Unt [agre " 

ane vit Age 

m 


(Case Combat and Ranged Unt 


(Cose Combat and Ranged Unit (Agile and Morale Boost 
Ranged Unt 


cose Combat and Ranged Unt 


MEDIC CARDS (12) 


MORALE BOOST CARD 
| Close Combat and Ranged Unit [Agile and Morale Boost 
ТТ 


Siege Unit | Morale Boost | - 
[See ut mom | 
10 |Сове Combat Unit [siege unt [More Boost ET 
10 ‘ranges unt нею * 10 e Combat Unit | Nero and Morale Boost * | 
10 [Cos conta ot Em s. ГЕТ |More Boost ЕС | 
ГЕСТ € . 12 bes Comat ona Бони [Ate and orient | * | 
— mem Bee Wale Boot |, 
| ose Combat Unit 
(ose ботон and Ranged nt Aple and Horae Bost 
— Ranged nt [Ae ad 5 
2 [Close Combat and Ranged Unt |j" Тет 
2 [Close Combat and Ranged Unit Agile 2 eos bt [Muster 
ПИСТИ [* в [Sepe unt m iz 
5 Ouse Combat and Ranged unt [age [ * Nm mo I 
6 [cos Combat ana Ranged at [Age | * | в [ose Combat Unt Master EN 
6 Ouse Combat ana Ranged Unt е | * 6 cose Combat unt m" * 
в bon Combat and Ranged Unt [Age iz 5 [Dose combat Unt m . 
Irt | * оомо ans anges uot ote . а (Cone Combat Unt m iz 
‘hed Brigade Veteran 5 [Cove Combat and Ranged Unt (де [- 4 (Cose Combat Unt m" = 
EI wer | › осека Ае Е ПЕТТ m [5 
3 — 8 rz bee m Е] 
I ow — and Ranged Unt [agio ana orale Boost | * NIST metr pete 
4 [ose combat Unt [muster T 
3 [onse Combat Unt mm Ns) 
2 bes combat Unt mm [= 
2 [onse Combat Unt Mete [=] 
1 сове Combat unt Taster | — | 
1 [ose combat unt | Muster. Es 
Nc = =] 
5 [Oase Combat Unt [o [=] 
[Owe Combet Unt m ips 
5 ese Combat unt Muster. |- 
3 [anne Combat Unt Muster. = 
3 Ose Combat Unt mm 12 
3 |Ооѕе Combat Unit Imm ma 
m m. Fs] 
2 abs mm ГЪ 
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VALUE f NAME TIT mum POWER 
Even Sürmister 2 [Ranged unt m z 4 [Cose Combat Unt mm * 
то оке Combat unt a |+ 1 [ose Combat Unt тон Bond - 
ЕТ Mate * 1 [ose Combat unt Ton Bond 
x | 4 [Ranged Unit Muster. [Ж п Close Combat Unit Tight Bond 
| 4  |Ranged Unit. (Muster * oo Combat Unit Tight Bond 
mm ER — inom | e | oUm тон Bond * 
Som کا‎ Special Scorch Rows) | ж 07 nnn Cate emr | û Ouse Combat Unt Ton Bond * 
| m— | e | EEL в Sen тон Bond * 
СТТ n, | <° | в [epe unt Te ond . 
. 259 . | ENDE mom Tom Bo z 
ЕТ" . — озне nem тШ * 
в [Ranged unit — Mon | 7: UT can ommon 4 [ciosa Combat unit тт! * 
SPY CARDS (7) — II 
117 can bro on Combat Unt том Bond, Muster * 
Mysterious EI 0 [Close Combat Wero and Spy " See (0 Cerys опу) 
7 NC э EM — SIL nete EM |, 
Cose Combat Unt soy l 5 err Th Bon 
1 LETHE — 
O ылу besote 2 Ranged Unit ‘Berserker í Ton Bond * 
5 | Close Combat Unit. ‘Spy anstocmed Young Vikas | (Young какао only) 
51 ха Ee Ce 
1 оша Es 107 conos ae палез ове Combat Unt Bovine Defense For * 
TIGHT BOND CARDS (30) —— Т Оон Combat unt — * 
5 [Cote Combat unn Тон tend 5 WEATHER CARDS (15) 
5. cose Combat Unit Tight Bond * grt - pe 
3 [Cove Combat unt Tht Bond mE жы | tpm 
3 [Cose Combat Unt Tight Bon . VERA MAS 
— IM . = 
mm T EE — — fec eater 
2 ose Combat Unt Tight Bond тенни Fog А-а 
ЕСТ Tort Bord reat Ran — — CAR 
2 [Gwe combat Unt пон Bond docct an E Ed 
в [Sege Unt Tight Bond. " этет Ran E Еа 
в Sepe unt Tot Bons * | рамы _ {Geos doc Water 
3 mnt at Ttt Bons — E (Goors ae Ww) 
5 [Ranged unit Tight Bond * Clr Weather ااا سا‎ 
ЕТУ Г -| 5 
ТТ" пана . | | 3| Eze JN 


Special Weather 


4 cose Combat Unt Tent Bond * (Ranged and Siege Rows) 


* Card may aslo be found in the base game, 


CRITICAL PATH QUESTS: 


PROLOGUE 


The Witcher Geralt wakes from a dream, and embarks upon an adventure throughout the heartland of Temeria. This land is now 


war-torn and ransacked, silenced and stifled under the oppressive yoke of the Nilfgaard. The search for Ciri begins, and the 
Red Riders of the Wild Hunt give chase. 


CRELICAISPATHIQU 


ES 


This lengthy chapter details all of the Main Quests you undertake throughout your adventure, both in your original adventure, and across both expansions (Hearts 


of Stone and Blood and Wine). Remember you are able to leave a Main Quest under most circumstances) at any time and complete other (optional) quests, uncover 


points of interest, prepare or meditate, or simply explore. The way each quest is presented is discussed here. 


ORIGINAL ADVENTURE: MAIN QUESTS 


Your original adventure is divided into five separate sections (three Acts with a Prologue and an Epilogue): 


1: PROLOGUE [6 QUESTS) 
* Main Quests: 5. Secondary Quests: 1. 
* Starting on page 140. 


After a vivid dream of your past times at Kaer Morhen with a young Ciri, you 
begin an introductory romp through the lands of White Orchard, where a Griffin 
must be Killed prior to a meeting with Emperor Emreis in Vizima. 


2: ACT I: SEARCH FOR THE CHILD OF THE ELDER 
BLOOD (54 QUESTS) 
ACT I: VELEN [NO MAN'S LAND) (21 QUESTS) 

* Main Quests: 12. Secondary Quests: 9, (See page 154). 


ACT |: NOVIGRAD [21 QUESTS) 
+ Main Quests: 10, Secondary Quests: 11, (See page 178). 


ACT I: SKELLIGE (12 QUESTS) 
* Main Quests: 6. Secondary Quests: 6, (See page 216). 


This is a large-scale search across three immense areas, in order to find out 
what happened to Geralt's adopted daughter Ciri. The adventures take place in 
war-torn Velen (also known as No Man's Land), the sprawling city of Novigrad, 
and the windswept archipelago of Skellige. Quests within these areas can be 
completed in any order you like. For example, you can finish some (or all) of 
the Main Quests in Novigrad, then sail to Skellige, and then return to Velen. The 
way the quests are presented in this guide (Velen, then Novigrad, then Skellige) 
represent the optimal paths. 


In addition to the mandatory Main Quests that must be completed during Act I, 
there are a number of optional Secondary Quests, which always involve a special 
character, These are included here (and presented by territory), as the choices 
you make during these quests (including not completing them at all) always have 
‘an influence on the later Acts of the Main Quest. You are advised to check these, 
and complete them. 


3: ACT Il: THE GREAT BATTLE (13 QUESTS) 
* Main Quests: 9. Secondary Quests: 4, (See page 236). 


This offers advice based on your previous exploits, as you muster additional 
forces for the forthcoming battle in Kaer Morhen with the forces of the Wild Hunt. 
Though there are some Secondary Quests, they all relate to bolstering your allies 
for the battle to come. The aftermath of the attack is also presented, too. 


4: ACT Ill: THE FINAL AGE (16 QUESTS) 

ACT III (PART 1 OF 2): TYING UP LOOSE ENDS (9 QUESTS} 
* Main Quests: 6. Secondary Quests: 3, (See page 252). 

The locating and battling of those who launched the attack on Kaer Morhen is 


undertaken. As the leaders of the Wild Hunt are themselves tracked and battled, 
it becomes clear a war in Skellige is looming. 


ACT Ili [PART 2 OF 2): TEDD DEIREADH (7 QUESTS) 
* Main Quests: 6. Secondary Quests: 1, (See page 267). 


The final set of Main Quests are shown, as Geralt's path comes to a close, and the 
decisions you made throughout the adventure come back to help (or haunt) you. 


5: EPILOGUES AND ENDINGS (3 QUESTS) 
* Main Quests: 3, (See page 276). 


Placed after all other quest content, as the information is extremely spoiler 
heavy, are the three epilogues that can occur in the aftermath of your main 
adventure. Instructions on accessing every possible ending are also included in 
this section. 


WY HEARTS OF STONE: 

CRITICAL PATH QUESTS 

6: CRITICAL PATH QUESTS (6 QUESTS) 
* Main Quests: 5. Secondary Quests: 1, (See page 284). 


A chance encounter with Master Mirror, and a meeting with the rapscallion 
Olgierd von Everec, unravel a mystery of intrigue and horror. This self-contained 
adventure, which takes place mainly in the Novigrad territory of Gustfields, is 
revealed in this section. 


W BLOOD AND WINE: 
CRITICAL PATH QUESTS 
7: CRITICAL PATH QUESTS (19 QUESTS) 
* Main Quests: 16. Secondary Quests: 2. Contracts: 1, (See page 314). 


A contract from Duchess Anna Henrietta herself, and offered to you by her two 
most trusted Knights, sparks interest in returning to the Duchy of Toussaint. 
While there, a series of terrifying murders requires a deft investigation, and 
displays of swordplay worthy of a venerable Witcher. This takes place almost 
entirely in the Duchy of Toussaint. 


TOTAL CRITICAL PATH QUESTS 
(117 QUESTS) 
* Main Quests: 78. Secondary Quests: 38. Contracts: l. 
The total number of quests you can undertake as part of the Critical Path is 117, 


QUEST GUIDANCE 


The following information is presented to help you use this section of the guide 
for effectively: 


It you're looking for maps, the main locations you visit are listed at the start of 
every quest. Make sure you check out any maps in the Atlas for nearby chests and 
other areas of interest (such as Places of Power, Monster Nests, Gwent players, and | 
the like). 


DECISION NOTATIONS 


$ Minor Effect: When you see this arrow, prepare to make a decision (usually 

а conversation choice) that impacts the remainder of this quest, or a future 
Quest, in a small but significant manner. Perhaps a future chat may be different, 
or a reward changes depending on your actions here, Think before making 
decisions marked with this sign. 


> Major Effect: When you see this arrow, read the Information thoroughly! 

You are about to make a decision that impacts one or more future quests. 
in a hugely significant manner! The fate of characters, endings, and even entire 
villages, depends on what your actions are here. 


d» Ending: When you see this arrow, it marks a possible ending (Original 
‘Adventure only). 


=)” These are the most important choices you can make during the 
Original Adventure, since they have direct consequences on the ending 
(Epilogues)—and the fate of Ciri herself! 


QUEST BANNER NOTATIONS 


At the start of every quest is a banner revealing pertinent details about the quest you are about to undertake. Be sure you understand every element of this banner, so 


you can easily understand the actions you'll be undertaking: 


is indicates a Man Que 
(оше: э Secondary Quest 

(з) mi nacta Hours f re Main or Secondary бл. 

( Tuna nates a Воо! and Wine Mon or Secondary Quis 

(5 та indicates a Witcher Connac. 

(8) ме cto a Steady йин wirt Gert бо men dan aho low as а ики Quit 

( 


7 ) Tris Indicates a Secondary Quest involving Ролун, also known as The Heroes’ Pursuits or Fists 
СТ 


(On каси a Secondary Ouest имом Horse Racing. alo known as The Heroes’ un 
ойк. 

(9) тнв пасан a eure Hunt for a tj өн or receptacle o valuable ko or a Scavenger Ныл a 
то елуу uet kr Weher ge 

(0) m nats to уро and name o he ar 

(то) пса now an and dangerous те quest ben 0 be 
"t eni your charactar shud t Abo chic e recen 
your Que manu (n qane) кх mar арас aon 


greater the danger, he higher 
level under te quest name п 


QUEST TYPES AND CRITICAL PATH QUEST CHART 
There are a total of 117 quests to complete to finish the entirety of the Main. 
Quests, with all related Secondary Quests, the Contract (during Blood and 
Wine), and all Expansion content from Hearts of Stone and Blood and Wine. 

The following chart shows every quest you should attempt during the Critical 
Path of your Original Adventure, Hearts of Stone Expansion, and Blood and Wine 
Expansion. The chart has quest names with specific color-coding: 


Black: These are Original Adventure Main Quests, and are mandatory. 


Deep Green: These are Original Adventure Secondary Quests, and are optional. 
However, they may influence future Main Quests, and sometimes in a major way! 
Dark Blue: These are Hearts of Stone Main Quests, and are mandatory. 

lit Blue: These are Hearts of Stone Secondary Quests, and are optional. 
Dark Red: These are Blood and Wine Main Quests, and are mandatory. 


Light Red: These are Blood and Wine Secondary Quests, and are optional. 


QUEST NAME PAGE NUMBER 
Kaer Morhen 

|_Lilac and Gooseberries | 147 

| The Beast of White Orchard | 150 
On Death's Bed | 150 


| The Incident in White Orchard 
Imperial Audience. 
ACT |: SEARCH FOR THE CHILD OF THE ELDER BLOOD 
ACT I: VELEN -- NO MAN'S LAND (21 QUESTS) 


(12) ia recat ow much t be son ab- Qs! neuen Ped сумму Naor 
poten" в Ragged 
из) Meer о ро raras Мед, Read on wit ary prem. 
Mer Scoers one rarior Ped Some lt туесе are sd эла sod 
Manet auen quo rura fad Exp pot иш or spartan pot evel 
Magr Soler tee raras ec: A major hu ont or shocking rovaton u ead 


(13) mese sies indicate mat yout quest stats, or you spend time in. one of the saven realms you can 
adver n Chuck your Word Map for a corresponding she 


Kar Morhen. 
Wwe Оа 

Soyal Palace in Marra 
No Manis Lana. 
Nougat. 

Tho S istes 

The Ouchy of Toussaint 


Pink: This is a Blood and Wine Contract, and is optional. 


( Ifa quest has this asterisk next to its name, this is an unmarked quest, and the 
name will not appear in your Quest menu. However, an exclamation mark (*!") 
may appear on your in-game map to signify the start of this quest). 


Certain groups of quests in the Original Adventure must be undertaken together, F 
or one after another, before all of them can be considered complete. One example 
would be ай the quests related to the sorceress Keira Metz. 


Feel tree to check through this guide's Atlas section, where every single one of these 
quests has its starting location flagged with a similarly-colored exclamation mark. 


Hunting a Witch I 


Wandering in the Dark | 
Magic Lamp | 
Ladies of the Wood 

The Whispering Hillock 


An Invitation from Keira Metz 
A Towerful of Mice 


А Favor for a Friend 


бїз Story: The King of the Wolves. 
| Family Matters (Part 1 of 2) 


For the Advancement of Learning. 
ЕТНО OF GULET'S QUEST 

The Fall of the House of Reardon 
[ Ghosts ofthe Past — 


‘THE BLOODY BARON'S QUEST (OPTIONAL) 


Ciis Room J 
A Princess in Distress 

| Family Matters Part 20f2) _ Ten 159 
Cir's Story: The Race ea. eS г 
Оз Story: Out of the Shadows ETE Т ТА] 


Retum to Crookback Bog ] 176 
ACT I: NOVIGRAD (21 QUESTS) 


| Novigrad Dreaming | 182 » 
— ——— — 


n m 
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CRITICAL PATH QUEST! 


Broken Flowers 185 
Get Junior 186 
The Gangs of Novigrad 187 
Honor Among Thieves. 189 
ACT I: SEARCH FOR THE CHILD OF THE ELDER BLOOD 
ACT |: NOVIGRAD (21 QUESTS) 
CRITICAL QUESTS 
Спі Story: Visiting Junior S 193 
A Favor for Radovid 193 


Count Reuven's Treasure. 194 

The Play's the Thing. 197 

A Poet Under Pressure 199 

Ciis Story: Breakneck Speed 200 

DANDELION'S QUESTS (OPTIONAL) 

Cabaret 201 

Сата! Sins 203 
| ZOLTAN CHNAY'S QUEST (OPTIONAL) 

A Dangerous Game 205 
| TRISS MERIGOLD'S QUESTS (OPTIONAL) 

A Matter of Life and Death 207 

Novigrad, Closed City 209 

Now or Never 210 

THE ASSASSINS’ QUESTS (OPTIONAL) 

Eye for an Eye 212 
— 
| Redania's Most Wanted 214 
|. CRITICAL QUESTS 
|. Destination: кеде 218 

The King is Dead - Long Live the King 219 

Echoes of the Past 2 
|. Missing Persons 222 

Nameless 22 

The Calm Before the Storm 23 

The Mysterious Passenger 225 
| YENNEFER OF VENGERBERG'S QUEST (OPTIONAL) 

Last Wish 225 

CLAN AN CRAITE QUESTS (OPTIONAL) 

The Lord of Undvik 2% 


Possession 230 
— — — 
Coronation 235 
CRITICAL QUESTS 
Ugly Baby 238 
Disturbance 239 
To Bait a Forktal.. 239 
The Final Trial 240 
No Place Like Home 240 
ACT Il: THE GREAT BATTLE (13 QUESTS) 
CRITICAL QUESTS 
Va Fail, Elaine 243 
Brothers in Arms: Nilfgaard 244 
Brothers in Arms: Velen 24 
| Brothers in Arms: Novigrad 24 
Brothers in Arms: Skellige 245 
‘The Isle of Mists 245 


The Battle of Kaer Morhen 247 
Blood on the Battlefield 


ACT Ill: THE FINAL AGE (16 QUESTS) 


TYING UP LOOSE ENDS (9 QUESTS) 

CRITICAL QUESTS 

Bald Mountain Е 254 
Final Preparations. 257 
Blindingly Obvious 258 
A Final Kindness 259 
The Great Escape. 259 
Payback 261 


it Takes Three to Tango 


Through Time and Space 264 
KING RADOVID'S QUEST (OPTIONAL) 

CRITICAL QUESTS 

Battle Preparations 267 
The Sunstone 268 
Veni Vidi Vigo. 269 
Child of the Elder Blood 271 
Skjall's Grave 272 


On Thin Ice. 


Tedd Deireadh, The Final Age. 275 
‘Something Ends, Something Begins (I) 276 
Something Ends, Something Begins (II) 277 


PILOGUES (3 QUESTS) 
Something Ends, Something Begins (I) 
HEARTS OF STONE: CRITICAL PATH QUESTS (6 QUESTS) 


CRITICAL QUESTS 
Evil's Soft First Touches. 286 
Dead Man's Party 289 
Open Sesame 294 
Scenes From a Marriage 302 
Whatever a Man Soweth. 309 
‘SHANI'S QUEST (OPTIONAL) 

293 

BLOOD AND WINE: CRITICAL PATH QUESTS (19 QUESTS) 
CRITICAL QUESTS: 
Envoys, Wineboys 316 
The Beast of Toussaint 317 
Blood Run 322 
la Cage Au Fou 323 
Where Children Той, Toys Waste Away 327 
Wine is Sacred 328 
The Man from Cintra 329 
Capture the Castle. 332 
€——— س‎ 

Blood Simple 336 
The Night of Long Fangs (Part 2 of 2) ЕЛ 
Beyond Hill and Dale. 338 
What Lies Unseen 346 


Tesham Mutna 348 
Burlap is the New Stripe 351 
Pomp and Strange Circumstance 354 
Be It Ever So Humble 357 
FABLESPHERE QUEST (OPTIONAL) 

344 
JAILBIRD QUESTS (OPTIONAL) 

353 

351 


TOTAL CRITICAL PATH QUESTS (117 QUESTS) 
= Any quests with this symbol are “unmarked” and don't appear in your Quest Menu 


DANGER ALERT SPOILER ALERT 


Related Quests: Main Quest: Lilac and Gooseberries 

Locations: Kaer Morhen — 
Characters: Yennefer, Vesemir, Cirilla 
Enemies: None 


‘Some doors are locked, but most of them remain that way permanently throughout 


your adventure; with a few exceptions, only the doors specifically referenced are 
E — —— 


| able to be opened. 


A GOOD BATH SPOILED 


e 
When conversing, you have numerous answers to pick from: 


* Yellow choices push the conversation on, and are usually chosen once you 
exhaust other choices. 


= White choices are sometimes for flavor, allowing you to learn more about 
the person you're speaking with. However, sometimes these conversations 
allow different paths and information to be accessed. On these occasions, 

Lo utterrances are flagged in this gude. 


| OBJECTI 


RUNNING THE WALLS 


| OBJECTIVE: 


Yennoter of Vengerberg Master Witch 


‘After your bath is interrupted by an inquisitive crustacean, you speak to the 
rather becoming Yennefer (strange that she's with you at Kaer Morhen), and 
begin to search your bedchamber. You can: Learn the fundamentals of movement en route to meeting with Vesemir in the 
lower courtyard below. 


# (Optional) Converse with Yennefer if you wish. 


# Bring up your Witcher Senses (hold the button) and learn the basics of this crucial ШР MOVEMENT TUNDAMENTALS 
and beneficial skill. Areas of interest within the environment stand out in a red 
hue. There are various items to inspect, such as Yennefer's clothing and a goblet, At the end of this run, you should know how to: 
but the item you're interested in is the key on the book to the north, close to the 


* Climb a ladder (remember you can drop from a ladder too for a quicker— 
but potentially more dangerous descent). 


ү * Climb an obstacle (remember to press and hold the button, and be close to the. 
EE 


J| aam tne rudiments of your Objectives List, and the functions of your min-map: • Fall without killing yourself (И you're plummeting more than about 20 feet, 


bedroom exit. 


4 рау special attention to the distance you are from an Objective, as well as the expect to sustain heavy damage, and after 30 feet, expect to reload the game). | 
| compass direction you're facing; the latter is important when referencing this guide. | * Running and Jumping (exceptionally important when used to retreat from 
— — — —— — combat, or leaping gaps; spend some time letting Ciri win the race, and ensure 
you can accurately leap gaps along the route), 


Г 4 WITCHER'SENSES * Jumping and grabbing (try holding the "climb" button after a Jump to 
automatically grab a ledge and pull yourself up. Practice this) 


The importance of these senses cannot be underestimated. Use this ability often 
and when you're stuck or confused in a particular location. Although your vision 


becomes more focused while using your senses, and you can't эв quickly. Follow the crenelations until you reach the wooden platform overlooking the 


Try releasing the Witcher Sense button when areas of interest continue to glow red lower courtyard. Speak with Ciri (who has something to say depending on 
tor a few seconds afterwards, and you have normal visibility to more readily deal whether you finished the race before or after her), then speak with Vesemir 
with peripheral threats you might normally miss while concentrating). again. Answer how you wish, before choosing the following: 


* Agreei . 
Simply move to your bedroom door and open it. Head down the stairs to a Ы аана аа) 


meeting with your mentor—Master Witcher Vesemir. Answer him how you wish, ^ 4 Choosing to start free training. 
before joining your young adept Cirila (or Ciri) down on the battlements. 
Answer her how you wish, before deciding on the following; 


# Running the Walls: This begins a maneuvering tutorial, and is recommended. 


# Skipping the Run: This ignores the tutorial. 


CRITICAL PATH 
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STEEL, SILVER, AND SIGNS Vesemir's training continues with the activation of your five different Witcher 
„ , 


Signs. This magic is critical to augmenting your already-impressive sword skills. 


While Ciri practices on a dummy, you're able to test your mettle (and your metal) 
against Vesemir. Follow the on-screen instructions, and concentrate on learning 
as much as you can during this tutorial, since these fundamentals of combat are 


key to the unforgiving world outside the walls of this keep. Pay close attention so you know the basics of your five magical ski 
а : t Learn the following: 
|j OBJECTIVES: _ z ЕЗ » * Cast Quen (which defends you against damage and certain critical effects, and 

should be cast before you enter combat). 

Саз! igni (which deals fire damage and has a chance to apply an incineration 

effect on your opponents and is a great way to dish out extra damage, clip the 

wings of airborne opponents, and set fire to flammable objects such as exploding 

barrels. Expect to use this Sign often). 

* Cast Aard (which stuns opponents or, in some cases, knocks them to the ground 
and is another highly-useful ability, especially when you want to clear an area of 
‘multiple foes, or want to destroy weak walls or certain blockages of debris), 


Cast Axil (which temporarily disorients your opponents, allowing you to focus on 
battering one foe at a time if multiple enemies are engaging you, or weakening а 
single enemy you're facing). 

Cast Yrden (which lays a magic trap that slows anyone walking over it, a perfect 
accouterment to your dexterous swordplay, and a great defensive way to quickly 
heal yourself, change signs, or otherwise tone down a ferocious battle you may 
find yourself ín). 


ACTIVATING SIGNS WITH E 


Beware of low Stamina, as this stops you from casting Signs. Increase the dexterity 
їп your fingers by learning to quickly bring up your Signs menu, select a Sign 

(after memorizing where each of them are), and use it effectively, as combat slows 
down—but critically, does not stop—while you choose your Sign. Floundering while 
not learning the layout of your Signs menu is a critical mistake! 


OE 


At the conclusion of this duel, you should know how to: 


* Draw and sheathe your steel sword (though you automatically draw your 

preferred weapon when enemies are near. Remember that your steel sword is. 

for fighting human or "natural" enemies (like wolves), while your silver sword— 

which isn't used during these fights—sinks into the flesh of monsters. END: A FEVERED DREAM 
Fast and St L hits. but li j while the 

оге Wd Mri Sila (н forner Wis HOY but Il w Vesemir's training concludes with a spot of projectile-wrangling. Produce a Moon 


а cw nq m аы Dust bomb and learn to aim it both at "T Follow th 
mb and learn at near and far ra п-всгееп 
VVV 
soon as you see an enemy's attack start, and you avoid it, and follow it up with y 2 е 
: 3 mind becomes addled, as if in a fevered dream, and the second part of this quest 


violent retribution). Lilac and Gooseberries) b 
F (Lilac and Gooseberries) begins. 


VVV III. 
on killing, parrying them to start a defensive posture whenever you wish— ITEM: Moon Dust (2) 


though you obviously can't attack during this time—and then executing 

а counterattack as soon after your blocked sword is struck as possible. 
The counterattack is incredibly useful as it pushes a foe back, and usually 
| off-balance). 


As this tutorial draws to a close, you should know how to access your Items menu 

(to select bombs, or another item you wish to lob), as well as how to throw bombs at 

| close or long ranges (automatically or while aiming). The maximum distance is from | 
me indicated spot to the training dummy, so use this knowledge when facing toes, 


Notice Vesemir's Health bar? It is the color red (indicating the steel sword should be | | 24 7 to damage them with these projectiles before they close In | 


used; monsters have a silver health bar). It also has a diamond icon to the left of it, 
with a "skull" inside. This shows Vesemir's level compared to your own, and spotting 

| this while fighting later into your questing is the key to understanding the strength 
of a foe you're facing. Consult the Training chapter of this strategy guide for further 
information. 


DANGER ALERT 


Related Quests: Main Quest: Kaer Morhen; Main Quest: The Beast ий 
White Orchard 

Locations: Ransacked Village, Ford, Woesong Bridge, White Orchard, | 
Nilfgaardian Garrison 

Characters: Vesemir, Gaunter 0'Dim, Nilfgaardian Officer 

Enemies: Ghouls, Griffin, Deserters, Peasants, Wolves, Drowners 


A FRESH TRAIL, BUT A FETID AIR 


You wake from your nightmare on the road to Vizima, closing in on the settlement 
of White Orchard. Vesemir speaks with you. Choose your conversation as you 
wish. After re-reading a missive from Yennefer, your search for Ciri is interrupted 
by the foul stench of ghouls infiltrating this hillock. Wipe them out 


|| Notice the in-game conversation choices marked in yellow? These indicate an 
Important choice if there are multiple yellow utterances to be made. But in the case 
of one yellow choice, and one or more other choices, the yellow choice moves the 
conversation along. Usually, the white choices are there simply for lore and flavor, 
|| but not ай the time! Be sure to follow this guide so you don't overlook an important 
| choice that isn't written in yellow! 


— 


> NULUIFYING'NEGROPHAGES 


The ghouls you're slaughtering should pose only a limited threat, as long as you 
remember to use your silver sword (look to their silver-color health bars as a clue), 
and push any foes back using Aard, while setting them alight with Igni. Once slain, 
check your Bestiary to learn more about the horrors you've fought, as well as 

their weaknesses. Or simply check the Bestiary chapter of this strategy guide. 


| OBJECTIVE 


| 


SPOILER ALERT Ж X J 
[r7 

After the fracas with the ghouls, inspect the area close to the path that sparkles 

with a strange glittering light. Obtain the Crystal Skull (evidence of Yennefer you 


surmise) and mount your faithful steed, Roach. Even though you can head off on 
your own, this isn't the best time to do so (attempt this shortly) 


ITEM: Quest Item (Relic): Crystal Skull 


|| Though the Crystal Skull isn't a hugely helpful item, Some chests throughout the 
lands contain much more valuable relics; the most valuable of treasures. Be sure to. 
| check the Atlas to see where ай these chests аге! 


|| The tree you made camp at has a poster nailed to its trunk. Though easy to overlook, 
| it's worth checking any posters you see on trees, or nailed to walls in settlements, 


Scavenging those you slay yields crowns, weaponry, and ichemic ingredients, 
зо be sure to inspect any corpse you come across. Also look to the mini-map, as 

| naturally-occuring ingredients (usually plant-life) also appears in the nearby vicinity, 
with a green leaf icon. Gather these too. Brewing a potion requires you harvesting 
from the lands you roam. 


Important objects you should investigate are sometimes bathed in a faint, glittering 
| light. This occurs only when the objects might otherwise easily be missed. As this 
is rare, rely on your own investigation and your Witcher Senses to ferret out any 


important items, rather than depending on an object's shine. 
— — 


L d 


Your faithful steed is always around to help you maneuver through the wilds at а 
faster speed. As you follow Vesemir, practice the following techniques (which are 
detailed in the Training chapter): 


* Mounting and Dismounting (remember your speed and direction influence how 
you climb onto and off your horse). 

* Cantering and Galloping (increase the speed of your horse to cover distances 
more quickly, at the expense of quick manuverabilly and a steady loss of your 
horse's Stamina, except when you're galloping on a road or path). 

* Horses and Roads (an often-overlooked method of following a path is to let your | 
horse do the steering automatically). 

= Calling for Roach (though you won't need to do this yet, remember you can | 
whistle and Roach appears. This occurs most of the time, and allows you to 
swiftly mount and ride through more inhospitable locations instead of slogging 
through on fool). 


RIDING ROAGH BEYOND REPROACH 


E 
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Follow the winding path, speaking with Vesemir as you pass two new signposts. 
The latter of which is a Ransacked Village. Evidence of the recent war is 

everywhere. Follow Vesemir along the river bank, and jump across the ruins of a 
brick bridge. 


‘Signposts are everywhere, and appear on both your mini-map and World Map as 
you discover them. It is usually a good idea to explore the area around a signpost 
thoroughly for hidden chests, optional quests, ingredients, monsters, collectibles, 
and other interesting phenomena. Each discovered signpost allows you to Fast 

|) Travel from it to any other signpost you may have discovered. This becomes hugely 
helpful after you venture off the mainland to the Isles of Skellige, and don't wish to 
retum via small boat in a stormy sea. 
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You venture across an upturned trader's cart, a mass of sinewy feathered limbs 
tearing away at a slain horse. After chasing away the griffin, you speak with the 
trader whose life you saved. He points you їп the direction of White Orchard, 
and an inn where further information may be obtained. 


At this point, you may wish to return to the Ransacked Village, and speak to 
the villager named Dune who shouts as you pass, pleading for your help. 
Temporarily leaving Vesemir, and attempting this Secondary Quest (see page 
363), though optional, is a good idea. 


CU 


|| Keep an eye open tor exclamation marks appearing оп your mini-map (and Word 
as you explore new areas or return to old ones. These indicate a Secondary 


еее АД. a n aan 
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|) For each entity you meet, whether you slay it or not, an entry to your Bestiary is 
added. If you slay a foe proficiently, the Bestiary updates, so you always have 


| the most up-to-date hints on defeating foes you may not have faced in a while. 
Naturally, this guide's own Bestiary offers the best possible preparation plans and 


| takedown methods, and is offered to you as a preferred solution. 
в 


| Once you've spoken to the trader the griffin terrorized, Vesemir rides to the tavern in 
White Orchard, and you are free to either follow him, or spend some time exploring 
this area more completely. Consult this guide's Atlas for some areas ot interest. 
But before you go on with this Main Quest, be sure to attempt at least some of the. 
following. You can: 


)"FREFFO: 


MPEXPELOR 


Collect more ingredients from the lakes, woods, and rolling countryside. 


Attack some deserters within the walls of the ruined brick keep adjacent 

to the Ransacked Village, uncover a chest inside the brick tower, and start 

the scavenger hunt to obtain impressive gear from the Viper School 

(see page 577). 

Learn the ways of the World Map; including zooming in and out, and the 
placement of Waypoints at locations this guide's Atlas has referenced. 
Investigate the Monster Nests that infest this land; this is a good way to level 
up, providing you have the skills to survive waves of foes, The nests can only be 
destroyed with bombs (usually the Dancing Star or Grapeshot); another reason 
collecting ingredients (and Alchemy) is important! 


Investigate the Places of Power (there are five in this part of the world). Each is 
guarded by a nasty foe, so you may need to level up and return later, but as each 
stone grants you an Ability Point, they are exceptionally helpful and must be found! 
Complete as many Secondary Quests as you wish; there are five to initially find, 
‘and these are listed on page 361. 


Learn about more Secondary Quests by inspecting the Notice Board in White 
Orchard, as well as in other settlements. 


| • Inspect whetstones at nearby forges across the landscape, where you can repair 
items damaged by battle 

And of course, learn the advantages of Meditation; preparing for combat as well 
as concocting potions and bombs, waiting to certain times of the day, 

and obtaining certain bonuses. 


TROUBLE AT THE TAVERN 


OBJECTIVES. __ 


Canter into town, and dismount at the tavern. Once inside, the patrons could 
best be described as “jumpy”. Conversing with the bar-woman, who advises you 
to speak to the travelers drinking here if you want information on either of the. 
women you're trying to find. 
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The bar-woman is one of many traders throughout the lands which you can trade 
with. Options marked with the "bag" icon show where a trader is, and conversations 
| with this icon also bring up the items the trader has to offer. In this case, a variety ol 


| alcohol, Gwent cards, and edible foodstuffs. 
— — ن ل‎ 


While Vesemir finishes his drink, speak to the two 
nearby peasants at a table. There are differing 
conversation options, including one that uses your Axil 
Sign, but none reveal any information of note (aside 
from the racism against those of your Kind), A second 
pair of patrons offer you little more than an introduction 
to the card game Gwent, so focus your attention on the 
bald, shifty-looking customer sitting by the window. 

He knows of Yennefer by name, and reckons the 
Nitfgaardians may know more about her whereabouts. 


D d 


While you're here, it's a good idea to purchase a single bottle of dwarven spirit (lor 
‘around 47 Crowns), И you have the funds (and if you don’t, why not go exploring?). 
This is a critical ingredient for a potion you make during a Secondary Quest: On 
Death's Bed, and having the potion to hand now makes brewing the potion easier 
‘once you start this optional quest. 


A'SPOT-OF'DWARVEN'SPIRET 


Tho Ati Sign marked during dialogue allows you o charm stubbom individuals 

into answering your questions. Remember to add points to your Delusion ability 

(Character menu) to increase this for more intelligent people you try to befuddle to 

your will. And watch for other folks witnessing this witchcraft, and possibly acting 
; However, most of the time this allows you to receive information ог 


aggressively 
[succeed in a chat witout giving up crowns. f 
— —— ت‎ 


Learning the basics of the card game Gwent is imperative if you are to (optionally) 
search the lands for the best players, and collect а selection of rare cards 
with which to bolster your decks. For more information on Gwent, check the 

\ raining chapter, 


OFF THE CARDS: GWENT CARD COLLECTING 


It is advisable to learn this game now, and start collecting cards immediately 
(purchase as many as you can from the bar-woman). Innkeeps, your friends, and 
many other challenges offer you games, and winning them allows you to obtain 
rare cards to bolster your deck. Most importantly, some games are only available 
during certain periods of time. For example, the bar-woman's cards aren't able to be 
purchased once you leave for Vizima! 


OBJECTIVE 


‘As you exit the tavern, two armored peasants and а thug decide to threaten you 
with а mixture of racism and unarmed combat. Even an Axii dialogue choice only 
ends in violence, Retaliate with the following: 


# Quickly block the incoming strikes, and retaliate with a series of fast attacks and 
dodges from your fists, until all three are knocked out. 


# Or draw your weapon, optionally use Signs, and slaughter these ne'er-do-wells 
where they stand. 


|| You may be interested to know that unarmed combat utilizing a mixture of fast fist 
| work, blocks, and dodging, can lead to you challenging a variety of hardened folks 
{rom hore to кеде. Learn more about the finer aspects of fistfights in the Training | 
‘onpage 54. For ай the Fists of Fury Quests, consult page 496. 


This situation can only end in violence, At this point, you can begin to explore 
the town of White Orchard, optionally completing some Secondary Quests in 
the area, 


ESS SOOND JAKKTEN (GOOD HUNTING TO YOU) 


The Nilfgaardian garrison is to the northwest of White Orchard. The easiest route 
to reach itis by heading along the river bank in a westerly direction, following 

it northwest into a small swamp (watch for wolves and drowners). As the brick 
edifice looms at you from the hill ahead, pass under the archway of a broken 
bridge, past some exercising troops, and under a second archway. Dismount at 
the small jetty and climb the wooden steps. You're met by two bruisers manning 
the gated entrance. A brief chat, and you're allowed through, 


Did you check the edge of the broken bridge over the water? Even though the drop is. | 
deadly, there's some choice treasure in a chest here. Be sure to thoroughly explore 
each new area for such trinkets, and check the Atlas maps at the back ofthis guide | 
during each quest for ай nearby chests and points of interest. 


Be sure you access the signpost marker here, so you сап Fast Travel back io he 
garrison when you wish to return here. You are finding ай the signposts on the World | 
Map аз you go, aren't you? 


Did you try returning to the exercising troops between the hours of midnight and опе 
in the morning? They should be “resting” at his point! ) 


Once inside the gates, head southeast toward the 
ruins of a brick tower, and speak to the garrison 
commander. It seems he may have some knowledge — fF 
of Yennefer's whereabouts, but he'll only impart 
that information if you agree to rid the area of a 
troublesome griffin, Agree to this quid pro quo, and 
be sure you ask the following before you leave: 
Captain Peter Saar Gwyniove 


* About a specific herb in the hunt for the griffin. 
* About more information regarding the griffin. 


OBJECTIVE 


— 
| superceded by Main Quest: The Beast of White Orchard. This is a linked quest that 
| must be completed before the rest of this quest can be finished. For now, highlight 
"The Beast of White Orchard” in your Quest menu, and follow those objectives. — Е 


| carmcat part | 


| 
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DANGER ALERT 


POILER ALERT 


MAIN QUEST: EHE BEAST OF WHITE ORCHARD 


Related Quests: Main Quest: Lilac and Gooseberries; Main Quest 
The Incident at White Orchard. Secondary Quest: On Death's Bed. 
Locations: Nilfgaardian Garrison, Tomira's Cottage , Mislav's Hut , 
Velpine Woods, Mill 
Characters: Nilfgaardian Officer, Tomira, Mislav 
Enemies: Wild Dogs, Royal Griffin 


| This quest is available as part of Main Quest: Lilac and Gooseberries; once you agree. | 
| to һер the Nifgaardan Oficer rid the immediate area of ts rif problem. 

Probe the officer for more information regarding the ingredients needed to hunt 

a griffin, as well as the name of a hunter who can explain the beast's recent 
activities, then leave the garrison. Gallop across the swamp (watching for 
drowners), passing a stranded merchant as you pick up the road (Secondary 
Quest: Precious Cargo), and then choose which citizen you wish to speak to first. 


; — — 
These two Objectives can be done in any order. However, the herbalist is closer to. 


RR — 
TRAWLING FOR BUCKTHORN 


| OBJECTIVES: _ 


DANGER ALERT 


Related Quests: Main Quest: Lilac and Gooseberries; 
Main Quest: The Incident at White Orchard. 

Locations: Tomira's Cottage, White Orchard Tavern 

Characters: Tomira, Lena 

Enemies: Drowners 


Tomira's patient (Lena) is extremely sick with blood on the brain. Mention that 
you “could try to help her," before selecting this quest from your Quests Menu. 


Finish your chat with Tomira, then bring up your Alchemy menu, scroll down 
through your Potions menu recipes to the one called "Swallow", and inspect the 
Ingredients you need. 


Т: ON DEATH'S BED 


Journey south, looking for the herbalist's cottage 
(where there are rich ingredients pickings), and 
enter the premises. Speak with the herbalist on 
matters regarding the war, her demeanor, and the 
peasant she hopes to save. 


# While speaking about her patient, choose the 
conversation "Griffin do that?" when speaking with 
her, to begin Secondary Quest: On Death's Bed. 


Tomira the Herbalist 


# While speaking about her patient, choose the conversation "Looking for 
buckthorn" to ignore this quest. This quest continues. 


D 4 MAKING TIMBFORTOMIR 


Remember you can return to Tomira and purchase items and ingredients from her, 


POILER ALERT 


E3 


You may not have gathered any of these ingredients yet, but it's worth doing 50, 
it only to understand how to brew potions. Fortunately, all three ingredients are 
close by. 


* Find the five celandine flower bushes in the fields east and southeast of 
Tomira's cottage. 


© Then head to the Tavern in White Orchard, and purchase a bottle of dwarven 
Spirit from the bar-woman for around 47 crowns. If you don't want to spend 
the crowns, brew your own (but this involves finding further ingredients) 


Finally, head to any river bank, such as the area southeast of Woesong Bridge, 
and look for a group of drowners by the water's edge. Slay four of them, 
looting their corpses for their brains. 


ITEMS: Dwarven Spirit (1), Celandine (5), Drowner Brain [4], | 
Quest Item: Swallow Potion 


Conclude this quest by returning to Tomira's Cottage after brewing (combining) 
the dose of Swallow, letting Tomira know you have it, and receive the following 
for your troubles. 


ITEM: Manuscript Pages (2), Book: Of Sweat and Blood 


DANGER ALERT 
= 


ртр рото ар — 
ILIE BEAST OF WHITE ORCHARD —À 


When you finish Secondary Quest: On Death's Bed, steer the conversation with 
Tomira to the location of Buckthorn; a foul-smelling weed used to lure a griffin. 


She points out the bottom of the river to the northwest. It is now a simple matter 
of riding there, dismounting, diving in past the fishing nets, and searching the 
bottom of the river for the orange-colored herb (optionally with your Witcher 
Senses to make the plant glow red). Gather multiple bunches of this plant if 
you're interested in its alchemical qualities outside of the scope of this quest. 


ITEM: Ingredient: Buckthorn 


THE SORROWFUL HUNTER, 
THE BLOODIED ASCENT 


The hunter's cottage is southwest of White Orchard, 
along a foot trail. When you reach the hut the hunter 
is nowhere to be seen, Use your Witcher Senses 

to find his fresh trail of red glowing footprints, and 
follow them southwards into the Vulpine Woods. 
Mislav is checking the ground for evidence of wild 
dogs, plans to divulge where the Nilfgaardian bodies 
the griffin attacked are, if you help him. You can: 


# Agree to help. Or, 


# Refuse to help with the killing of wild dogs (Mislav still helps you find the. 
Nilfgaardian bodies). 


SPOILER ALERT X 


If you chose to help him, follow Mislav deeper (eastward) into the woods, and 
set upon a small pack of these savage beasts who are gnawing on the bloodied 
corpses of the townsfolk. After combat, talk to Mislav again. He agrees to lead 
you to the site of the battle with the griffin and heads off in a roughly westerly 
direction. It isn't long before you reach this scarred place. After speaking to 
Mislav again (and perhaps finding out more about his sorrowful nature), 

begin to inspect the area. 


| OBJECTIVES: _ 


With your Witcher Senses, inspect the blood-stained earth; the griffin interrupted 
a celebration. Check the saturated ground, and move roughly southward until 
you find some older footprints. These lead you towards the Broken Bridge 
(signpost). Leap (or climb up) to the other side and pick up the footprints trail 
again. It leads left (southeast) to a series of rocky outcrops to climb onto, Leap 
the gap between the rocky crags (or climb the steep rock slope) near the lone 
tree, and ascend to the тїйїп nest. 


Inspect the area, examining two corpses, a variety of bones, the nest, and the 
large feathered body of a griffin, Examine the wounds, determine the age and 
type before you step away; this royal griffin has been dead for at least a week. 
Its mate is the beast terrorizing the land with good reason, Now to find the 
enraged griffin, but not before returning to Vesemir. 


RUFFLING SOME FEATHERS 


| OBJECTIVES 


Vesemir is where you left him; at the tavern in White Orchard. Inform him of the 
contract you undertook with the Nilfgaardians. When you are ready to set the 
trap for the griffin, tell Vesemir this. Then, head to his location on the other side 


of the stream in 
the fields just east 
of White Orchard. 
Vesemir is finishing 
the preparation of a 
sheep dummy. This. 
is a lure to coax the. 
griffin into combat, 


~ =: - \ 
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Before you reach Vesemir, it is a good idea to Meditate and prepare before the battle 
to come. Brew the Thunderbolt potion first, which increases your attack power, 
and is helpful against most larger monsters. Also use the guide's Bestiary entry on 
griffins (page 730) in this preparation. Once combat begins, refer to the tactics in 

| that section to rid the land of the royal griffin. 

t 


ITEM: Potion: Thunderbolt 


E. ё Ш А 


| vulnerable against 
Grapeshot Bomb Hybrid Ol 


| the following: 


| OBJECTIVE 


The screeching and heavy flapping of wings announces the beast's arrival. 
You stifle your conversation with Vesemir, who hands you a crossbow he won in 
a card game, just before the griffin swoops down to maul you with his talons. 


ITEM: Weapon: Witcher Crossbow 
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The Witcher's crossbow (and other ranged weapons you may find during your 
‘adventure) offers helpful fring options for enemies you're too far from to affect 
with Signs or swords. In this case, fire at the griffin as he swoops down, just before 
dodging those talons: A direct hit sends the beast tumbling into the field where he's 
more easily struck. 


| OBJECTIVE 


Related Qu 
Main Qu 


Location: 


st: Lilac and G 
t: Imperial Aud 

d (Тае 
Character nnefer 


Enemie а Hunt 


| OBJEC TIVE 


ДИ CLIPPING THEWINGS'OPTHE ROYAL GRIFFIN 
As well as judicious crossbow use, your Signs offer constant damage (if you fire Igni 
at the griffin before dodging those talons). Aard is another option for dropping the 
foe from the skies. Then follow up with dodges and retaliatory strikes using your 


silver (not steel) sword. 


After losing around half its health, the royal griffin takes to the skies and flees to 
the northwest, heading to the higher pasture around the leaning Mill (signpost). 
Follow the foe to this location, and deliver your final killing blow. 


| OBJECTIVES: - 


Vesemir has some constructive criticism regarding your batlle style, after which 
you should inspect the griffin's corpse, and cut the head off as a trophy. This is 
all the evidence you need to present to the Nilfgaardians. 


ITEM: Quest Item [Ri 


Griffin Trophy 


Gallop (or Fast Travel) to the Nilfgaardian Garrison, and watch as the officer 
deals rather drastically with a villager who isn't providing the grain the officer is 
expecting. Tell the officer you've slain the beast, and he offers you information on 
Yennefer's whereabouts, as well as a bag of gold for your troubles. You can: 


# Take the coin, reasoning it can be put to better use instead of being stored in 
Nitigaardian coffers. 


% Tum down the coin, reasoning you don't want the gold of a faction with so much 
innocent blood on its hands. 


ITEM: Crow: 


This quest now concludes. 


By now you should have gained a level, so you you can (immediately) select the Abilities 
panel of your menu and learn a new skill The exact type of skills you want to spend 


your points on are discussed in the Training section of this guide. 4 


At this point, the quest concludes, and Main Quest: Lilac and Gooseberries 
Starts up again. Travel back to White Orchard, and find Vesemir in the tavern 
you already frequented. This leads immediately to Main Quest: The Incident in 
White Orchard. 


SPOILER ALERT. X. 


After arriving at the White Orchard tavern, the tension 
in the air is almost palpable. After speaking with 
Vesemir, your hand is forced to your steel sword, 
аз a group of bandits are threatening you, Deal with 
their kind using your blade and Signs. Afterwards, 
you're forced into the open, where a squad of 
heavily-armored Nilfgaardian knights surround 

the tavern. Surprisingly, they are lead by Yennefer, 
You seek explanations. She agrees to provide them 
once you're both spirited away to Vizima. 


Yenneter of Vengerberg 


It seems the Emperor Emhyr var Emreis wishes to make you an offer. Vesemir 
won't be accompanying you. After bidding him farewell, the Nilfgaardian 
procession is ambushed and chased. It is only through Yennefer's use of powerful 
magic that your pursuers (the Wild Hunt) are stopped. Soon the palace of Vizima 
looms out in the misty distance. 


Related Quests: Main Quest: The Incident in White Orchard. 

Locations: Vizima Royal Castle 

Characters: Commander Morvran Voorhis, Emhyr's Chamberlain, 
Emperor Emhyr var Emreis, Yennefer, Ambassador var Attre 

Enemies: None 


After being bathed 

and carefully shaved, 
your initial tour of 

the Castle of Vizima 
commences with a talk 
from Morvran Voorhis 
about the altercation 
you had with the Wild 
Hunt. Then the Emhyr's 
Chamberlain—a 
pendant of a man with exacting standards and litle time for facial hai — 
Tequests you choose an outfit for your forthcoming audience with the 
Nilfgaardian ruler 


Your talk with Morvran 
Voorhis can prove to 

һе of major importance 

it you don't have а 
Witcher 2 save on your. 
PC (though you can be 
playing on an Xbox One 
or PS4 to start this, too). 
The conversation turns to 
your following past exploits (the events of Witcher 2) 


Commander Morvran Voorhis kN Chamberlain 


• Arjan LaValette 

de. M you killed Arjan LaValette (PC save game), ot tell Voorhis you did (PC, consoles 
without save game), your interactions with Luize LaValette and a woman named 
Molly are different during Main Quest: Broken Flowers (page 183). 

* The path of Roche or lorveth 

de This only effects a very small conversation choice during Main Quest: Get Junior, 
when you visit Roche's camp for the first ume. 

* Sile de Tansarville 

de M you allowed her to die (PC save game) or tell Voorhis this (PC, consoles without 
save game), she does not appear during Main Quest: The Great Escape (page 259). 

* The Witcher Letho 


Answer any questions and mention Letho is still alive, and Secondary Quest: 
Ghosts of the Past, becomes active later (see page 175). 


Ghosts of the Past cannot be accessed. If he's dead, he also won't appear later 
during the Battle of Kaer Morhen. 


| OBJECTIVE 


To avoid a sassy response, choose any of the three outfits before you (pick your 
favorite), then enter your Inventory menu to wear it (since you won't be meeting 
the emperor wearing just a towel). Next, the chamberlain drones on about proper 
bowing etiquette. When it comes time to rehearse, choose "extend left leg 
forward, place right hand on chest” (the second option), or you'll be here a while. 
Then follow the chamberlain along the impressive castle hallway, up the stairs, 
to an audience with the emperor. 


TMPERIAL AUDIENCE. 


Your talk with the emperor is one-sided. 


a different comment depending on whether you 

bow in front of him, then wishes that you search 

the lands for his daughter (Ciri) before the Wild Hunt 
catches her. Your agreement is unimportant. Then he 
waves you out of his chamber. Continue to follow the 
chamberlain into the great hall of the castle. Here, 
you have a chance to discuss politics and warfare 
with Morvran, or ignore these uptight Nilfgaardians. 
Then follow the chamberlain once more, through some formal gardens, to the 
entrance of Yennefer's room. 


MAY THE GREAT SUN LIGHT YOUR PATH 


| OBJECTIVE 


Emperor Emhyr var Emreis. 


Pass the fireplace 

and enter Yennefer's 
bedchamber. It seems 
you and the emperor's 
goals are not too 
dissimilar, After seeing 
a recent etching of 
what Ciri looks like, 
ask Yennefer where 
‘she was last seen, The 
answers are two sprawling parts of the map—Velen and Novigrad. 


Yennefer recommends the following 


That the trail at Velen is most promising. Find 
а merchant named Hendrick at the Inn at the 
Crossroads to further your search. 


** 


When you visit Novigrad, be on the look out for a 
“mutual acquaintance" named Triss Merigold to 
aid your progress. 


Ambassador var Altre 


That you journey to Skellige after Yennefer, as 
she's set to head there to investigate a magic explosion that blew down half a 
forest. Meet her once you've learned something. 


That you speak to Ambassador var Attre (in the next room) to learn what 
happened in the world while you and Vesemir roamed the wilderness. 


With that, she summons a portal and disappears into the ether. 


OBJECTIVES: 


Feel free to check Yennefer's room for a personal letter, before optionally 
speaking to Attre about the war, the situation in Velen, Novigrad, and Skellige. 
Then exit the chambers, speaking to the chamberlain to gather your belongings 
(remember to equip everything!) 


CRITICAL PATH | 


Optionally, locate the Nilfgaardian nobleman, and play Gwent with him, if you're 
interested in obtaining his card, He may not be here later, so it's worth pausing to play 
right now. The first time you obtain a new card, you are given a book, A Miraculous 
Guide to Gwent, which shows cards on the map that you haven't yet found, 


When you're ready, leave the castle via the large doors in the great hall to 
conclude this quest. 
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CRITICAL PATH QUESTS: 


ACT I: VELEN 


(NO MAN'S LAND) 


In which three vast territories are thoroughly explored. 


The first is the despoiled Velen, or No Man's Land, where the full horrors of the war between the Nilfgaard and the Redanian forces 
are revealed. The Bloody Baron, a local witch, and the Ladies of Crookback Bog all weave a tapestry of clues to the whereabouts 
of Ciri. 
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Related Quests: Main Quest: The Bloody Baron; Main Quest: Witch Hunt 
Locations: The Hanging Tree; Mulbrydale, Inn at the Crossroads, Heatherton 
Characters: Hendrik 

Enemies: Bandit, Rabid Dog 


| Though you are able to commence this Main Quest, which allows you to thoroughly 
|| explore No Man's Land (also known as Velen), you are tree to start, stop, or go back 
o any other part of the Main Quest in any of the other major land masses of this 

| realm. Your choices are as follows: 


|| e Main Quest: The Nifgaardian Connection, and commence the Main Quests across 
Velen (No Man's Land) (see page 156). 


* Main Quest: Pyres of Novigrad, and commence the Main Quests across Novigrad 
(see page 180). 


* Main Quest: Destination: Skellige, and commence the Main Quests across | 


| Skellige (see page 218). | 
BANTERING WITH THE BARON'S BOYS 


OBJECTIVE 


Velen has been hardest 
hit in the recent wars, 
as is evidenced from. 
the corpses swaying 
from the tree you pass, 
and the burned-out 
dwellings you witness 
as you follow the path 
through the hamlet of 
Mulbrydale. Continue 
on a roughly westerly direction to the river's edge, north to a ford, and across 
and up the hillock into the wooden-walled inn at the Crossroads. Dismount at the 
Inn's threshold, and enter. 


P OBJECTIVES: 


You can have a natter at 
the two peasants sitting 
near the entrance, but 
you get little except a 
worried husband and 
scolding wife. Speak to 
the innkeep, ordering a 
drink until the peasants 
scarper, and some 
well-armored company 
saunters in, offering little but verbal offense against your kind. You can: 


> Tell them to back off or die, and start a pitched battle with the Baron's men. 
Slay the three in the bar, then take the fight outside to a couple more henchmen 
near their horses. 


Tell them you're a Witcher, offer some verbal put-downs, but ending the 
conversation without unsheathing your blade. 


> Ask if the men would care for a drink, and рау for their alcohol. This civility is 
likely to pay dividends down the road. 


OILER 


—OEOBEHBENICEGAARDIAN CONNECTION TEE 


AP OECISIONS:DECISIONSHDEAUINGWITH THE BARON'S MEN 


These boisterous idiots are the guards of the Baron's fortification, and your 

actions with them affect how easy or difficult it is to gain entry into the Baron's 

fort at Crow's Perch during Main Quest: The Bloody Baron. The problems aren't 
insurmountable if you accidently kill everyone that offends you, but are considerably 
easier if you're a pleasant sort. 


OBJECTIVE 


Conclude your chat with the innkeep, who explains where Hendrik is 
(Heatherton), what he's doing (shacked up with a widow) and his demeanor 
(he keeps to himself 


THE SUFFERING OF HEATHERTON 


K OBJECTIVES: _ 


Depart from the Inn at the Crossroads, following the rough road east across fords 
and around forests. Avoid or engage any wild creatures, before descending a 

hill into the mist-laden Heatherton, seemingly cast in a strange frost. Wild dogs 
are picking the place clean; rid the only inhabitant of these scavengers before 
speaking with him. 


The frightened villager must be calmed using Ахі during conversation, 
after which he tells of the time the Wild Hunt razed this village, torturing poor 
Hendrik before casting a chill over the place. 


| OBJECTIVES: 


Head to the cabin southwest of the addled villager, The bloodied corpse of 
Hendrik is easy to spot, hideous in his countenance. Rummage around in his 
clothing (specifically, his boots) to obtain a well-hidden key. inspect the bear skin 
with your Witcher Senses; a draft reveals а trapdoor the key unlocks, Descend 
into the gloomy cellar. 


With your Witcher Senses working, pass the poster offering a reward for the 
return of the Baron's daughter, and move into the adjacent room where Hendrik's 
merchant ledgers must be found. Investigate the candle holder mounted on a 
nearby wall between the two cellar rooms; use it and a secret compartment 
appears, revealing the ledgers. 


» “Missing and Wanted”: A report on someone matching Ciri's description 
appearing in Skellige. 


* “Drunken Swine”; That Cin visited the Baron at his illegally-appropriated fort 
called Crow's Perch. 


“Clashed with a Witch": That Ciri landed in a swamp and there was conflict 
with a witch, Those in Midcopse may know more. 


"Caution Advised”: Hendrik remarks that he's being watched, his dog ran off, 
and there was a strange glow observed in the sky. 


This quest concludes with the only two probable leads allowing you to begin two 
separate new Main Quests: The Bloody Baron and Witch Hunt. 


ater Hag, Bar 


|, This quest starts automatically once Main Quest: The Nilfgaardian Connection 1 
concludes, However, your previous decisions affect this quest. Did you: 


# Meet the Baron's men in the Inn at the Crossroads while completing 
The Nilfgaardian connection? If you did or didn’t; you have minor 
conversation changes when attempting to enter Crow's Perch. 


| 

| [> Meet the Baron's men in the Inn at the Crossroads, and then buy em 
a drink? И you did, the soldiers aren't hostile, and you can enter Crow's 

| Perch peacefully, 


| > Meet the Baron's men in the Inn at the Crossroads, and then kill them? 
If you did, the remaining soldiers are hostile, and you must find an alternate. 
route into Crow's Perch. 


* Avoid the Inn at the Crossroads entirely, and not run into the Baron's men? 
Then expect them not to trust you, leaving only crowns as payment for the 
method to gain entry (or the alternate way). - 


Locate the wooden 
fortification on a marshy 
tract of land known as 
Crow's Perch, and enter 
via the rickety bridge 
(or jump the gap of the 
adjacent, even тоге 
rickety bridge). Pass 
through into the small 
village behind the outer 
walls. Turn right (east), and head along the main thoroughfare to a large brick gate 
Push open the doors, race up the hill and stop at the main gate and portcullis, 
where the signpost is. What follows is a conversation with the Baron's men: 


> If you bought the Baron's men a drink, one of them is standing outside of this 
gate. Choose pleasant conversations, and you're let through into the inner 
courtyard, and you're told to follow the sergeant. 


> tt you weren't violent towards the Baron's men at the Inn at the Crossroads, 
or never met the Baron's men previously, four faces are guarding the outside of 
this gate. Choose pleasant conversations, and you're let through only after paying 
a bribe of 15 crowns. Then you're told to follow the sergeant. 


D> Ifyou killed the Baron's men at the Inn at the Crossroads, two unfamiliar faces 
are guarding the portcullis from the inside. They know what you did, and aren't 
about to let you into this castle. You now need to find an alternate way to enter 
this place. 


You can choose to find a different way into the castle even if the Baron's men 
aren't hostile. 


ол — 


SPOILER ALERT X 


A PEACEFUL PATH: STROLLING THROUGH 
THE CROW'S PERCH BAILEY 


Follow in the footsteps of the sergeant, quizzing him about his desertion and how 
this motley band of men are fighting in the war. After a stroll past the stables, 
you're shown into the gardens where the Baron awaits. 


A FORCEFUL PATH: INVESTIGATIONS LEAD 
TO ASUBMERGED SWIM 


OBJEC 


TIVES: 


If you try this path before completing Main Quest: The Nitfgaardian Connection, the 

J| cave leading under Crow's Perch is blocked by fallen debris, with two of the Baron's | 
теп standing around arguing about who will clear it up, Arrive here during this 
quest, and the blockage has been removed. 


Return to the village, and inspect this mostly deserted place—the villagers fled 
at the sight of you—for signs of someone who can help. An old geezer resting 
by the side of the thoroughfare is too old to move, but reckons he knows another 
way into the castle. For a humble offering, of course. You can: 


> (15 Crowns) Agree to pay the man, who tells you a story of a boy, drowned by 
a well near a shrine. A well that the man is certain leads into the castle via a 
‘submerged passage. The location of where the boy's body is found now appears 
on your mini-map. 


D» Refuse to pay the man, and simply search the surrounding area outside the castle 
(using this guide) to uncover the entrance. 


J| You can visit the village at the foot ot the main fort, and knock on every door to see If 
the inhabitants can help. Nobody answers, but you can hear them murmuring about | 


OBJEC 


Call Roach, gallop down the rickety bridge and swing right (west), following 

the trail to an area of grassy high ground northwest of Crow's Perch. Locate 
this shrine, then wade down into the moat. A few steps to the southeast is an 
opening. Dive underwater, and swim southeast, and then south before surfacing 
inside the cave 


CRITICAL PATH 


| OBJECTIVES: 


| 


Climb onto the dry ground, vault up and aver the climbable rocks, and look 
around until you spot light above—and a warty old water hag in front of you. 
After dispatching her, find a rough slope of stalagmites to ascend between, 
leading to a lamp-lit well with a ladder. Climb the ladder, and extract yourself 
from the well, landing in the gardens where the Baron awaits. 


157 


158 


END: ONE TOUGH C--KER 


The Baron is meeting with а Nilfgaardian officer. He promptly leaves, and the 
Baron speaks with you in an almost jovial manner, asking you to join him in 

his chambers. Your conversation choices should be based on your personal 
preferences; you can refuse a tipple or choose vodka if you wish. After some 
further waffle, the Bloody Baron finally reveals some juicy information. It seems 
Ciri visited the Baron appearing exhausted, wounded, and stinking like a soaked 
hound after a hard hunt. This quest now concludes, ano Ons Story: The King of 
the Wolves begins. 


Main Quest: Family Matters 
Location: 
Characters: 


iverbed near Lindenvale 
iri, Gretka, Baron Phillip Stenger, Geralt 
Enemies: Wolves, King of the Wolves 


| This quest (which is the first of many to take the form of a flashback of Oris 
adventure before Geralt's) becomes available immediately after the conclusion of 
i Main Quest: The Bloody Baron. 
—— 


JER PRESSURE*CONTROLLIN 


3 CIRILLA 


Cir is now the character that you control, She has the same maneuvering 
techniques as Geralt. In subsequent quests she develops some impressive magical 
| capabilities. To further your knowledge of controlling her, see the Training chapter. 


OBJECTIVES. 


You land roughly with 

a thud. The river bank 
walls are too steep to 
climb. So you must 
venture forward, wading 
into the water and 
heading in a vaguely 
northerly direction along 
the pooled water of the 
low-runníng river. 


A quick look ahead 

and up reveals a trio 

of wolves prowling a 
tree. A girl sits petrified, 
үр on a high branch. 
Defeat these wolves 
with gusto, and rescue 
the girl (Gretka) and 
agree to follow her to 
Lindenvale. She murmurs something about “The Wolf King,” but reassure her 
that, despite your wounds, you're more than a match for any hairy beast. 


сита Greta 


> HAR 


ESTINC 


{ There are numerous plants to pick along the river bed, and wolf corpses to search. 
| Do this now, as you're required to later. 


| OBJEC 


A few yards farther, Gretka retreats in fright and leaves you to slay a pack of five 
wolves ripping at a cow's carcass. Continue down the river bed, to the remains 
of half a boat, and even less of a corpse, torn and mangled. With Gretka away 
from this horror, inspect the following: 


* The eyes—bloodshot and moist; he died recently. 
* The head—his lips are parted and bloated; he bit through his tongue. 
* The chest—crushed, with ribs piercing the fellow's lungs 

* The leg—something gnawed off one of his legs. 

* The belly—strewn intenstines cover the boat like escaping sausage. 


‘Summing up: a lycanthrope slaughtered this hapless peasant. This requires the 
mixing of some potent blade oil your uncle Vesemir taught you to brew, to help 
you when you face "The Wolf King." 


NO FIENDS HERE 


It is extremely important that you check the key wounds of this corpse (the chest, 
leg, and belly) to conclude these wounds were made by a werewolf. If you don't, 
your conclusion is that a fiend was responsible. This results in you preparing a 
different oil (that is effective against relics, and not lycanthropes). The recipe is 
similar (three mistletoe instead of three woltsbane), but this oil is useless against 
the King of the Wolves, and combat becomes more difficult. 


YOU AFRAID? THEN I'M NOT, NEITHER 


[ OBJECTIVES: _ 


The first two items are. 
found on the corpses of 
wolves. The second two 
items grow naturally 
along the river bed; 50 
carefully continue down 
the river bed, picking 
plants as you go. Stop to 
defeat the three wolves, 
and search them for 
items. Don't venture further than the dead dog if you want to concoct your blade oil 
With all ingredients found, you pause and grease your sword. 


PATIE 


JUR POTIONS 


If you ignore the acquisition of these ingredients, the forthcoming fight becomes 
much more of a dangerous slog. 


If you mistakenly made oil that affects relicts, when you strike the werewolf, 
it utilizes a skill called Full Moon, causing it to bulk up in size and transform into a 
stronger entity 


Now follow Gretka down the dry waterfall, and head right slightly into the 
foreboding cave, rather than towards Lindenvale itself. 


| OBJECTIVE 


You need not Meditate because you've already prepared for this battle. Take 
your greased-up silver sword and bound down to attack the King of the Wolves, 
a hefty werewolf that must be cut down. After the battle, you're taken to Crow's 
Perch, where the confused peasant isn't given any kind of reward for rescuing 
the Baron's daughters, as neither of them are apparently his kin, but Ciri is 
allowed to rest. 


Now Geralt and the Baron are talking. Agree to help the Baron in the search for his missing daughter, and in the process learn more about Ciri's actions and 
whereabouts. This quest concludes, while the Main Quest: Family Matters and the Secondary Quest: Ciri's Room both begin. 


DANGER ALERT 
Hi 


Related Quests: Main Quest: Ciri's Story: The King of the Wolves, 
Secondary Quest: Ciri's Room, Main Quest: A Princess in Distress 

Locations: Crow's Perch, Blackbough 

Characters: Baron Phillip Strenger, The Pellar 

Enemies: Baron's Men 


Follow the Baron up the stairs (listening to the anecdote about his daughter 
Tamara and a deer's arse), enter the Baron's bedchamber, and then Tamara's 
nearby room. You're here to make a thorough and complete sweep of all 
rooms on this floor of the castle, with your Witcher Senses picking out areas of 
particular interest. In the Baron's bedchamber, find the following 


* A wooden candlestick with a broken stem 
* Fresh flowers on a side table (the Baron hopes his kin will return soon), 
* Adifferently-colored section of the right wall where a painting once hung 


* A picture of the Baron and his wife. They look happy enough until you 
examine this picture more closely—which was moved from the right wall— 
and discover a hole behind the painting, 


* Head around to the wardrobe behind the painting. Inside is a piece of 
candlestick; someone smashed it against a wall, and it broke through into 
the wardrobe. 


» Check the wooden pillar near the desk; there are deep nicks as if a heavy 
object struck it 


* Return to the table with the candlestick on it. You can now make out wine 
stains from a smashed bottle. The wine stains are still visible. 


Follow the scent trail across the landing and down the steps you just 

walked up with the Baron. As the scent disperses on the small landing 

between floors, examine a loose floorboard, and remove a strange folk talisman 
hidden underneath. 


DANGER ALERT 


SECONDARY QUI 


CURSES, CLOTHING, AND ASMALL 
SPINNING TOP 


TAMARA'S HIDDEN TABERNACLE 


The room to the right 
of the stairs (Tamara's 
room) also yields some 
interesting information, 
even though this is 
purely an optional 
investigation: 


* An ugly doll by the 
side of the bed. 


* A letter to Tamara on a sideboard, which can be read to give you clues to her 
background and whereabouts. 


* Incense and an old rusty key can be found in a wardrobe here, too. 


Г d ADDITIONAIMOOT 


There are numerous chests and furniture to loot as well, though it's best if you check 
по one is looking before rifling through the Baron's belongings. J 


f OBJECTIVE 


Find the incense and old rusty key in the wardrobe in Tamara's chamber. 
When you wish to follow the scent of saffron, use your Witcher Senses to see the 
misty odor, and follow it down the stairs. This eventually leads down to a gloomy 
basement. You must maneuver between sacks of goods and grain to reveal a 
secretly-prepared shrine to the Eternal Fire, a religious sect famous for their 
hatred of mages. Examine the bow! with burning coal if you wish, There is also 

a prayer, seemingly written by Tamara. 


There's another optional area to explore too. Inside the dining room where you 
first spoke with the Baron is a letter revealing Nilfgaardian demands on the 
Baron, as well as a few guards exhibiting just the right amount of contempt for 
your kind. 


CRITICAL PATH 


ITEMS: 0 


Letter to Tamar 


t Item: Rusty Key, Quest Item: Incensi Item: 


Quest Item: Nilfg: 


ST: CIRIS ROOM 


Yet more evidence awalts you in Ciri's room, which is across from the 
оп this floor (last door on the right). Inside you discover: 


* A spinning top, which looks to belong to Gretka, who was rescued from the 
King of the Wolves. 


* Aset of Ciri's clothing. 


• A strange book on the desk (read the notes from this book, and you discover 
Ciri was researching curses for some reason). 159 
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Move to the the kitchen area, farther along this. 

floor (last door on the left, past the barracks and 

the passage on the right leading outside). Here you 
find Gretka. You may also find her in the storage 
room next to the kitchen, depending on the time of 
day She tries to be helpful, especially after you give 
her the Spinning Top Ciri made for her, and mentions 
Ciri's recent activities. This Secondary Quest 

now concludes. 


By now, you should have a wide variety of evidence to present to the Baron. 
Find and speak with him about: 


* The doll—You ask about whether it was used in black magic rituals. It 
transpires that the doll is supposed to look like Triss Merigold, who Tamara 
saw when she was younger. 


The fight (with the candlestick and moved painting)—The Baron admits to 
being drunk and not remembering a thing. He agrees to ask his men if they 
heard anything. 


The talisman—Anna (his wife) wore it. It may be related to a pellar in 

Blackbough, or a cunning woman in Midcopse (though she only recently 

arrived) It seems a chat with the pellar is your next line of inquiry. Be warned, 

he's apparently addled with vexes. Exit the Baron's bullding. 

| In the yard below, you can observe two of the Baron's men waiting in ine forthe 
‘outhouse, while one is locked inside. Knock on this earthern closet, and you're told 

| that Ейс has been on this tollet for some time, 


OMENS NEVER LIE 


OBJECTIVES: 


Leave Crow's Perch on a westerly path toward Blackbough. Once you uncover 
this village, travel into the woods along a path to the northwest. The pellar's 
cottage is besieged by the Baron's men, who've been sent to apprehend the 
fellow. It's important you prevent this from happening, in one of three vastly 
different ways. You сап: 


jain Quest: Family Matters 


Location: Pellar's Hut 
Characters: Pellar, Princess 
Enemies: Bear, Wolves 


You're automatically equipped with the Pellar's Bell, so access it now and have a 
tinkle. Then head into the grassy woodland in a westerly direction, behind the 
pellar's house. 


The Pellar 


* Pay off the men. They aren't interested in gold; only justice for Eldric, one of 
their comrades who came to the pellar with “evil bowels.” 


(Axii Delusion level 2) Tell the men to leave, addling one of their brains with 
Aii as you speak. They agree to depart peacefully. 


Offer a choice—they leave or die. Unfortunately for them, they choose the 
latter. Make short work of ай five of them with your long steel sword. 


Ask what they want with the pellar; it seems he recommended a diet of 
rowanberries for a friend of the men, Eldric. Ever since, Eldric has had the 
screaming runs. Offer to heal Eldric, then you explain a way to lessen Eldric's 
condition. This satisfies the men, and they depart 


With the men gone, knock on the door and introduce yourself to the pellar, who 
likes to speak with a flair for the dramatic. The pellar made the amulet for Anna, 
to protect her from evil surrounding her. After asking where Anna and Tamara. 
are, the pellar knows, but requires his goat (Princess) to be returned. She was 
scared off by the Baron's men, and only listens to the tinkling of her bell. She 
also enjoys wild strawberries 


ITEM: Quest Мет: Pellar's 


ER ALER 


When you reach the objective area, use your Wilcher 
Senses to track the goat's recent movements (and 
meals). When you see the goat, approach slowly, 
ringing the bell when you're within about ten feet or so. 


Princess 


REALLY GETTING YOUR GOAT 
| OBJECTIVES: 


The goat should slowly approach, and then you should head east, watching the goat behind you. Periodically, 
Princess stops to munch on a few wild strawberries. No big deal. Check your map so you're progressing 
directly towards the pellar's hut (rather than wandering the woods away from your goal). A few steps later, 
expect Princess to take a liking to some plant life near a steeper sloped area close to a bear. 


Position yourself between the bear and Princess, and slay the ferocious creature (the bear). At this point, 
some fast walking and periodic bell-tinkling is all that's required to lead Princess out of the woods, and 


toward the loving arms of the pelar. 


The pellar has knowledge you require; ask about a child that Anna miscarried. It was in some way a grotesque. 
‘Ask whether Anna was abused by the Baron. The pellar infers as much, but his evidence isn't watertight (i's 


related to Princess's habits of licking the hands of those that suffer). Now the child, thrown away without a proper burial, has become a botchling, cursed to wander and 
seek blood. The Baron should reveal this unhappy family secret if you speak with him. This quest concludes, and Main Quest: Family Matters recommences, 


MILY MATTERS (11) 


Related Quests: Main Quest: A Princess in 
Main Quest: Ciri's Story: The Great Race — 

Locations: Crow's Perch, Smokehouse, Pellar's Hut, Wolven Glade, 
Fisherman's Hut, Oxenfurt 

Characters: Oswin the Stablehand, Baron Phillip Strenger, 
Botchling (Deal, Lubberkin, the Pellar, Voytek the Fisherman, 
Tamara Strenger, Graden, Uma 

Enemies: Botchling, Drowner, Rotfiend, Wraiths, Endriaga, Wolves 


ress; 


UNSTABLE: RETURN TO CROW'S PERCH 


| OBJECTIVES 


A thorough read of your Bestiary entry on botchlings reveals the true horror of 
their creation. Now gallop back to Crow's Perch. As you arrive, you may notice 
one of the large structures within the castle's walls has been set ablaze! Race up 
to the inner bailey. It seems the Baron has set the stables alight, and has drunk 
himself into a violent stupor. One of the stablehands is trapped inside the burning 
stables, along with the horses. You can: 


# Choose to save Oswin the stablehand, and his mares. Additional objectives are 
available before you meet the Baron. Attempt this, and you receive gratitude and 
а reward (in the form of crowns) from Oswin himself, once you leave 
Crow's Perch, 


# Or more callously ignore the whinnying and screams, and focus on finding the 
Baron himself. 


| OBJECTIVES: 


Race to the stables 

(the larger of the two 
burning buildings) and 
climb the exterior ladder, 
with Aard ready to cast. 
Work your way through 
the collapsing structure. 
When you reach a 
blockage, remove it 
using Aard. Drop down 
to the pens where Oswin and the horses are, and open the gate. Scramble to the 
right, head to the main gate, open it, and free the whinnying steeds. 


A SOBERING CONVERSATION WITH 
BARON STRENGER 


| OBJECTIVE 


Whether you saved the stablehand and horses or not, you must find the 
close to the burning structure, and try talking to him. He is sotted, and can't be 
reasoned with; pummel him into submission. 


With knowledge of the 
Baron's violent behavior, 
tell the Baron he already 
knew his kin ran away, 
and choose any of the 
main conversation 
choices depending on 
how disgusted you аге 
with the Baron (this 

only affects his verbal 
responses). He recalls the time Anna fled; a grim recollection of a bedchamber 
with blood everywhere. It was there on the bed—a stillborn. There was little else 
to do than take it outside and bury it. Now this child has turned. It is a botchling, 
with a blood bond still strong between it and the Baron's wife. This is the key 

to finding Anna and Tamara. For now, you wait until midnight, and dig the tiny 
corpse ир. 


A MISCARRIAGE OF JUSTICE 


OBJECTIVE 


At the witching hour, 
follow the Baron down 
to the ruins of an old 
stone structure where 
the child's corpse was 
left, but not laid to rest. 
The botchiing is on the 
prowl. You can: 


Bolchling (placated) Bolchling (seething) 


** Bury a botchling under the family's threshold, so it turns Into a lubberkin (a spirit 
that could lead you to his family). 


® Kill the botchling, syphon its blood, and take it to the pellar. 


The option you choose impacts the remainder of this quest, since there are two 
methods to pick from. 


LIFE FOR A LUBBERKIN: 
KEEPING THE LITTLE ONE CALM 


E 
Е 


ГОВ ES 


If you spared the botchling's life, you order the Baron to gather the tiny terror 
into his arms, and head back up to the castle's threshold. Follow him as he 
goes, pausing only to deliver some killing blows on wraiths attracted to this 
abomination. 
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Periodically, the 
botchling starts to 
squirm in the Barons 
arms, and must be 
calmed. You can; 


Cast Axil close by the 
Baron, and keep the 
botchling placated. 


Ignore the Baron, 
ог cast Axil too late, after which the botchling transforms into a much more 
dangerous form, which can't be reasoned with. It must be slain, and the 
second option (syphoning its blood) chosen. 


Assuming you keep the botchling calm, you chaperone the Baron up through the 
castle's entrance, into the inner bailey, before tackling two more wraiths along 
the way. Finally at the threshold (by the main castle building), the Baron recites 
а chant, and the little one is consumed by the dirt. In one day's time, Dea should 
change into a lubberkin. 


[| OBJECTIVES: 


Interact with the grave (you automatically wait until midnight while meditating), 
and after some incantations, a blue transparent ghost rises up; the lubberkin has 
been summoned! This transparent miscreant darts off, and must be followed 

(on foot or horseback). It leaves Crow's Perch, heads left (southeast) past some 
drowners you should dispatch, to a lone smokehouse with a strange smell, near 
the Burned Ruins marker. 


LIFE FOR A LUBBERKIN: TRAIL OF CARNAGE 


OBJECTIVES. 


Locate the following using your Witcher Senses: 


* A bracelet near a group of barrels; опе of the Baron's kin may have 
dropped it. 


‘© Hoof marks and a horseshoe, indicating that they rode away. 
* Achange of clothing, showing they may have had help in their escape. 


Set off following the lubberkin again. Further down the road, you stop at a horse 
carcass, and are set upon by two rotfiends. Flee or fight. Choose the latter, 
as you're able to inspect the various indignities the horse suffered: 


Bones—They have been here a while 


Saddle—Partly chewed, possibly by a necrophage. 


Ribs—With marks from giant claws; not the necrophages currently in 
these parts. 


Legs—A missing horseshoe; perhaps this is the animal from the workshop? 


Head—Torn clean off by a powerful beast. 


To summarize, a strong and huge entity slew this horse after surprising the 
riders. You hope they got away. The lubberkin wants you to follow her. After a 
few twisting paths, you end up at a fisherman's hut (east of the Burned Ruins 
marker). The quest paths now merge. 


DEATH TO THE BOTCHLING: 
A TERRIBLE TANTRUM 


| OBJEC TIVES: _ 


Draw your weapon 
and slay the botchling. 

It transforms into a 
large and ravenous 
beast. When you batter 
it below half its health, 
it becomes enraged. 
Spikes protrude from its 
back, and it regenerates 
quickly after each 


strike, It also summons hungry wraiths to further thwart you! After the fight, 
draw the blood despite the Baron's protests. 


VA A LESS'BOTHPRSOMPBOTCHI 


Cursed 01 Aull 


XU 


Persea 


Lessen the impact of this enraged monster by casting Axil on the botchling, which 
stops its fast regeneration and causes its spikes to retract. 


ITEM: Botchling Blood 


DEATH TO THE BOTCHLING: 
A RITUAL AT WOLVEN GLADE 


| OBJECTIVES: 


Set off to find the рећаг at his previously-visited hut near Blackbough. 

Speak to him and convince him to perform a small ritual, deep within the woods 
to the north. Follow the pellar through this forest, removing any threats of wolves 
along the way. You reach the ancient circle of rocks—known to the locals as 
Wolven Glade—after speaking with the pellar about Vserad, the old lord of these 
lands. You are instructed to prepare for the ritual by lighting three brazier fires. 
Before the last one is lit (use Igni), you should meditate and prepare for a fraught 
battle to come. Do not come to the Wolven Glade unprepared! 


The pellar daubs his face with botchling blood, and begins prophesying. As the 
winds whip up, and a flock of crows appear at each brazier in turn, their beating 
wings snuff the fires out. This creates a breach in the light through which wraiths 
can enter the circle and attack you! Relight these fires immediately, keeping a 
constant watch on all three of them, When one fire goes out, the longer you take 
to relight it, the greater the chances there Is of more crows appearing to snuff 
out the next light, summoning more wraiths. 


Г d 


There are some tactics to ensure the ritual doesn’t become overrun with wraiths: 

* Position yourself close to the braziers and wait, so you can quickly relight them. 
with igni, rather than wasting time sprinting across the glade to light one. 

* Don’t use Igni as a Sign, but rather as an interaction at the brazier; the latter 
doesn't consume your Stamina. 

* Concentrate on lighting the braziers first, before dealing with any wraiths, 
so further crows and wraiths don't appear. 


ITUAT YOURSELF SATE 


N 


KEEPIN’ 


Every time the braziers are fully it. the pellar continues his prophecy. Once his 
seering is complete, no more wraiths enter the circle, so finish any remaining 
ones off. Expect to light the braziers three times. 


Fortunately, at the end of the ritual, the pellar speaks about a fisherman named OPTIONAL: 
Voytek, who apparently knows the whereabouts of Tamara and Anna. Afterwards, RADOVI D'S WITCH-HUNTING MAIDEN 


you can decide on the following: 


de Walk the pellar back through the woods to his hut, to acquire his gratitude and a 


| OBJECTIVE 
small reward. * айе > 


# Tell the old man to traipse back to his hut on his own. 


With your new found knowledge about Voytek, you can simply ride to the ‘Summon Roach, and gallop northeastward, to 
fisherman's hut. the smaller port city of Oxenfurt, which is under 
Redanian rule. In fact, the gates to the city may be 


MERGED PATHS: FISHING FOR CLUES closed. This isn't a problem, as you can simply dive 


into the river, and swim across into town! 


| OBJECTIVES: 
A Dash along the shoreline street, and find the comer 
residence (in the northern part of the island) with a 


rug store and whetstones nearby. 


Tamara Stronger 


* Inside, the fisherman's brother quickly summons 
Tamara. Ask any questions as you wish, as these. 
don't impact your future actions. You can leam more 
about the Baron, the “thing” that grabbed Tamara's 
mum and disappeared into the woods, and the 
miscarriage. She won't see the Baron again, as she 
has new—and powerful—friends, the Church of radon 
the Eternal Fire: Redanian witch hunters. Graden, a 
witch hunter in the service of Radovid of Redania saunters in to belittle you. But 

Enter the home, with a you leave Tamara to make her own decisions, and this objective ends. 


number of children who $ M, after talking to Voytek, you returned to the Baron instead, he asks you to find 


Voytok tho Fisherman 


are promptly shooed away, except for one. You ask for the location of the Baron's Teens Agron end ne yout toi, tb Boren hope nil hands sod dO. Е 
kin, but the fisherman and his wife seem a little evasive, until one child spills the you ey hav found carter bn Тигу! гот. During your conwefeation wi 
beans. Further questioning reveals that Tamara is staying with the fisherman's Tamara, you can hand her this doll, and the conversation is slightly different, 
brother in Oxenfurt. Whereas Anna's location is more of a mystery. There's talk POEMA 


of a fiend attack, strange symbols burned into Anna's hands, and her speaking 


in the tones of a wisewoman, Time to pay the Baron another visit; before or aftr? THE WOEFUL DESPOT 


optionally attempting to find Tamara. 


| OBJECTIVE 


de. M you choose to find Tamara, it impacts the conversations available during Main 
‘Quest: Return to Crookback Bog, although it doesn’t affect anything critical. 


Return to Crow's Perch. Head to the gardens within the bailey, and you're. rm 
stopped by the sergeant, worried about the Baron's melancholy condition. 

Speak with the Baron, who is reading love letters from Anna, and explain to 

him how your search is going. Now you've fulfilled your end of the bargain, 

the Baron agrees to reveal more about Ciri's past exploits. 


ERT 1 


Ciri sits around a campfire, joshing with the Baron's men about her skills 
Related Quests: Main Quest: Family Matters, sword and horse. Answer the men's questions how you wish. After a challenge to 
Main Quest: Return to Crookback Bog race the Baron, start your race, galloping across the countryside (and following 
Characters: Ciritla, Baron Phillip Strenger the path ahead of you, and on ће mini-map). Continue to gallop until you reach 
a lone tower, and the race is interrupted. The Baron recalls the whinnying horses 
as a huge flapping basilisk spooked the horses. But the story is interrupted as. 
THE GREAT RACE Baron stops the story under the following conditions; 


CRITICAL PATH 


| OBJECTIVE . 
| OBJECTIVE (FAMILY MATTERS): 


# M you haven't concluded Main Quest: Ladies of the Wood (see page 168) yet, you 
receive a new objective as part of Main Quest: Family Matters, requiring you to 
search for further evidence of Anna's whereabouts. At the end of this quest, it 
is revealed that Anna bears a mark on her hands that matches the one drawn in 
chalk on Voytek's table. This allows you to conclude that Anna and "Gran" are the 
same person. 

# If you have already concluded Main Quest: Ladies of the Wood, you receive an 
objective to report back to the Baron. When he finds out about Anna, he is willing. 
to finish his story about Ciri and the Basilisk, and Main Quest: Ciri's Story: Out of 
the Shadows begins. 


| 
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163 


164 


DANGER ALERT 


IRIS STORY OULOF THE SHADOWS 


THE BARON 'S SAVIOR 


[Г OBJECTIVES: | 


The Baron recalls the whinnying horses as a huge flapping basilisk spooked the 
horses, and forces you to draw your silver sword. With a mixture of well-timed 
blocking, parries, and strong attacks between those nasty beaked attacks and 
wing smashes, whittle down the beast's health, until it goes for the Baron, and 
your objective updates. 


Climb the rocky buttresses at the foot of the ruined tower you're at the base of. 
Continue until you see the Baron at the top, and watch as Ciri saves him from a 
certain death. Soon after, Ciri departs. 


DANGER ALERT 


bur ДОЩ EEENEUTUSTINGA Wie 


Related Quests: Main Quest: Wandering in the Dark; Secondary Ouest: 
Magic Lamp; Secondary Quest: An Invitation from Keira Metz 

Locations: Midcopse, Keira's Hut, Keira's Grotto 

Characters: Keira Metz 

Enemies: Nekkers 


Ride to the slightly depressing hamlet of Midcopse, and learn where the witch 
you need to question is. This can be done via conversations with the villagers, or 
by searching for her hideout independently. Here are two examples of peasants 
you can obtain clues from. 


Begin near the central well, and look for residents murmuring about the witch. 
One is sweeping outside her cottage. Although this peasant has no knowledge, 
her husband does; the witch cured him of a bad back. 


| OBJECTIVE 


The husband is by the fence, right of the Whetstone, and isn't happy about 
revealing the location of the witch. Perhaps you could change his mind? You can: 


* (50 Crowns) Pay him a few crowns to change his mind. 
= (Axii Delusion Level 2) Influence him through magical means. 


Either of these options causes him to describe where the witch lives, allowing 
you to exit Midcopse and search for a pond. 


SPOILER ALERT Ж 


t 


END: A HUNCHED HOMUNCULUS 


Geralt and the Baron conclude their talk. Ciri was 
looking for a sorceress, and all of them are in 
Novigrad. The Baron pleads with you to help him find 
Anna; who is trapped somewhere within the vast. 
bogland south of here. Agree and Secondary Quest. 
Return to Crookback Bog becomes available once 
Main Quest: Family Matters concludes. 


Uma 


You're finishing your pleasantries when something 
hunched, with a huge bulbous head, escapes the sergeant's grasp and waddles 
into the great room. He's quickly lead away, but not before you quiz the Baron 
оп who this fellow is (Uma), how he's in the Baron's company (won in a game of 
cards). After this odd interlude, all these quests conclude. 


— —— 


|| Чу have already fished al the Main Quests in Novigrad and Skolige at thls — | 
point, you know what this strange creature named Uma is. In this case, Main Quest; 
Ugly Baby begins before the Baron leaves. 


POILER ALERT ЖЖ 


e 


ANOTHER OPTION: 
SCUTTLEBUTT AMONG THE SWEEPERS 


|. OBJECTIVE 


You can find the two peasant women sweeping the path close to one of the 
village exits. They clam up if you're close by, but stand a litte further away (as 
shown), and they tell you about the witch's location. This is a better option if 
you're saving your crowns, and don't have Ахі at Level 2. 


YET ANOTHER OPTION: 
TALKING TO THE WAR VETERAN 


Or, sitting by a tree near 
the western entrance to 
the village is an old man 
clad in rags, smoking a 
pipe. He offers up the 
location of the witch 
quickly, and more easily 
than either of the other 
two options. 


THE ENCHANTRESS IN THE GROTTO 


[| OBJECTIVES: 


Depart Midcopse heading roughly northward, with the pond's bank on your left 
side, and follow the path to a large oval stone. Take the right trail, up through 

а copse of trees to an abandoned cart and a group of nekkers you should slay. 
Continue along the path until you stumble upon the witch's hut. The witch shoos. 
away some pleading villagers with a diseased cow problem. Enter the hut. 


Related Quests: Main Quest: Hunting a Witch; Secondary Quest: 
Magic Lamp; Secondary Quest: An Invitation from Keira Metz — 

Locations: Byways, Elven Ruins 

Characters: Keira Metz, Nithral, Eredin, Caranthir 

Enemies: The Wild Hunt, Drowner, Water Hag, Rats, Wraith, 
Duplicate of Geralt, Duplicate of Keira, Golem, Gargoyle, 
Hound of the Wild Hunt, Nithral 


A BRIDGE TOO FAR 
L d Р 


A brief meditation and gathering of strength (and the mixing of potions), along with 
Repair Kits, is recommended before fully exploring these labrynthian ruins. 


EPARATION FOREX ATION 


‚ OBJECTIVES 


Enter the cave, which 
‘opens up into a vast 
cavern with the ruins 
of an old elven bridge 
stretching out in front 
of you. On the opposite 
(north) side, a group 

of Phantom Riders— 
members of the Wild 
Hunt—are spotted! 
Keira conjures a portal and steps through. That screaming can't be good. 
You have two options: 


de. Rush forward into the portal; alas something has distorted Keira's portal, and 
you're teleported to a distant cavern, surrounded by drowners. Slay these watery 
fools, then dive down into a flooded corridors, swimming back roughly south to 
the main chamber, before you continue your search. 


Ignore the portal, which disappears. Remain in the main chamber, and descend 
to the watery cavern ground below. Deal with half a dozen drowners (and a water 
hag) before starting your search for Keira. Again. 


Keira’s screams are coming from the east (use your Witcher Senses to "see" а 
pulse of sound indicating the direction). Climb the stairs and head through the 
archways from the central pit, and follow the chambers (watching for foes along 
the way) around until you reach a rubble-filled room. 


Use your Witcher Senses to discover the witch's robes, a chalk pentagram, 
some interesting spell books, and a trapdoor down to a damp cellar. Look for the 
skull with the enchanted symbols and examine it. When а portal appears, step 
through it and into a large subterranean grotto, Don't be shy; head up the stairs 
and intrude on Keira Metz taking a bath. Feel free to talk to her about what she's 
doing in Velen, and the other sorceresses of the Lodge, but focus your chat on a 
certain young woman." 


After some wry answers, Keira admits an elven mage had been asking about 
Cirilla too. The fellow wore a mask, and asked that Keira lead Ciri to him. 
Apparently he's hiding in some elven ruins in the southwestern wilderness just 
northwest of the Byways marker. Agree to visit this place, and you automatically 
head there. Main Quest: Hunting а Witch “rests,” and Main Quest: Wandering in 
the Dark begins. 


It seems Keira isn't 
а huge fan of rats; 


produce a bomb 

(Grapeshot, Sumum, 

ог Dancing Star), ог 

use Igni or Aard, and 

remove the two large 

rat nests in this area. 

before she drops her 

protective shield. Speak 

to Keira, and convince her to keep going 


ZIREAEL AND KELPIE: 
THE SWORD AND THE HORSE 


| OBJECTIVES 


Head south and east to reveal a morphic projection of 
the elf you seek. After some deduction, and knowledge 
that Cirl's sword is named "Zireael" or "Swallow," 

you embark on an inspection of nearby glyphs with 

a Swallow motif. Now head south, into a pungent, 

but vast chamber. The yellow vapor is from toxic 
mushrooms growing here, so set the clouds ablaze 
(from a distance) using Igni before you encounter and 
slay all the wraiths guarding this cavern 


The Masked EN 
(morphic projection) 


A CLOUD DISPERSAPAND THEPFLOODED CO! 


Before you advance into the toxic clouds, simply ignite them with igni, or disperse — | 
them with a strong gust of air using Aard. But don't hang around here, as the 
clouds reform. 


‘Also check a flooded corridor to the east, with a strange symbol at the entrance. 
Dive and swim down this submerged tunnel to reach an otherwise-inaccessible | 
chamber that contains a rusty casket with a diagram, manuscript, and a fine sword. 

Watch for summoned wraiths afterwards, as you return, J 
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Harvest any mushrooms you wish as you continue roughly northwest into a 
large tunnel with climbable sections. These lead to a strange octagonal chamber, 
and another elvish projection to listen to (by the Sign of the Swallow). 
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Carefully inspect the 
glyphs along the wall, 
optionally using your 
Witcher Senses, None 
of them are signs of a 
horse, but activating 

the Kayran Sign triggers 
‘a spell that conjures a 
duplicate of both you 
and Keira! Return with 
more potent strikes to see off both of these reasonably weak, cloned specters! 
That chalk drawing of a dog isn't much help either; it explodes when touched, 
dealing significant damage and knocking you back. Leave that alone! 


It seems the image of Kelpie isn't on this higher balcony, so jump and drop 
down into the octagonal pool, Wade to the picture of the horse and activate it. 
Then dive and swim roughly westward and northwest to escape the water pit 
Climb the steps to a second horse glyph and activate it. Then scramble up the 
rubble and drop back down into the room; a door rumbles open. 


| OBJECTIVES 


Through the door is a 
dead-end, and a portal 
Keira is sure distorted 
her own attempts at 
teleportation. It features. 
the Sign of the Swallow; 
stand next to the arch 
and activate the portal 
Then step inside. 


| OBJECTIVES 


The next chamber features a lurching golem that must be fought. Climb the ruined 
stairs behind the golem, and turn left (southwest). Head down the passage as it 
bends around to the south. On the left there is a side passage down to another 
portal. Ahead and left is a dead-end cave guarded by а gargoyle. The latter isn't 
necessary to face, but when you enter there is no going back, since the entrance 
Closes behind you! Awakened, the gargoyle needs to be slain for the stone door 

to open again. If you don't feel ready to face the gargoyle, head down the side 
passage to another identical portal. Activate the Swallow Sign and step through. 


BITING COLD: NAVIGATING THE WHITE EROST 


| OBJECTIVE: 


Success! You appear 
on the opposite side 

of the bridge in the 
initial cavern chamber, 
where the agents of 
the Wild Hunt were 
Spotted, Head north up 
the steps, past some 
petrified sentries the 
Phantom Riders froze 
to death. Pass further guardians as you reach a massive, flat chamber. The Wild 
Hunt are on the opposite side, and their powerful mage fills the air with a biting 
Cold; he has summoned the White Frost! 


L OBJECTIVES: | 


You won't last a minute in this blizzard if you aren't properly protected; so Keira 
casts Demetia Crest's Surge; enveloping an area around you both in a sphere 
of calm. As Keira battles to keep the White Frost from encroaching, she slowly 
moves through the chamber. Your role is as follows: 


* Protect Keira at all times; stay close and attack any bounding foes that appear 
from the rifts you are passing close to. 


* The foes in question are hounds of the Wild Hunt. There are around nine or ten 
to slay in groups of three to four as you pass by each rift. 


* Slay them quickly so they don't swarm Keira, and minimize your time away 
from Keira's protection, as the White Frost is very damaging. 


Once across the room, Keira collapses in your arms as the spell took a great deal 
of power to maintain. You can offer two possible responses: 


» Just don't faint on me—a more favorable response, light-hearted banter 
designed to elect a more positive response. 


* If you can't go on—a less favorable response, if you aren't as interested in 
flirting with Keira. 


YOU ARE STUBBORN, DH’ OINE 


F OBJEC TIVES 


U 4 DITATION'AND PREPARATIO: 


‘You may wish to medidate, prepare potions and ойв, and choose your favored blades 
before continuing. Remember, once you begin the following battle, you can't escape 
ог retreat! You must slay Nithral! 


Nithral of the Wild Hunt 


Follow Keira as she 
dismisses a wall of ice, 
and follow her through a winding passage to another huge and flat chamber. 
A massive, armored foe strides forward; a warrior sent by the Wild Hunt to 
waylay you. Brandish your silver sword and prepare for battle! 


* Міга is your main focus. He wields a two-handed weapon, so brush up 
оп your swordplay and your Signs and continuously attack him. All other 
opponents are secondary. 


At around three-quarters health, Nithral summons a rift, and Hounds of the 
Wild Hunt pour out. Expect three rifts during the remainder of the fight. 
Keep an eye on Keira, but otherwise only attack these foes when they 
encroach on your combat with Nithral 


At around half health or less, Nithral summons another rift, and more Hounds 
leap forth from it. Expect around three of these foes, so back up if you're 
‘swarmed and fight methodically. Finish off these foes if Nithral falls first. 


Ud NITHRAUS*PALL 


| When Nithral attempts to heal (inside his magic bubble), do not attack him or face 
| losing around 10 percent of your own health, as well as being knocked back. Nithral 


heals three percent of his health every two seconds, but stops healing and emerges 
from this protection when his underlings (the other warriors and hounds) are stain. 
So, kill his summoned minions as fast as you can, to keep Nithral from healing as 
quickly as possible; making him easier to defeat. 


Buff yourself with a Swallow Potion, use Quen Sign as often as possible, and employ 
Thunderbolt, as well as heavy attacks, which pierce his armor. 


JUST AN ILLUSION: 
ESCAPING THE OLD RUINS 


| OBJECTIVE: 


Approach the arched wall section, and equip the Eye. The magical illusion fades away, 
allowing access into an exit tunnel. Keira stops you once more, mentioning something 
about a magic lamp. She hopes you'll retrieve it for her. Choose a response: 


With the first Wild Hunt 
adversaries slain, loot 
their corpses before 
heading to the opposite 
(east) side of the 
chamber, Climb onto the 
raised area to discover 
a trove of books, 
laboratory equipment, 
and other trinkets 

Have a thorough look around. You receive the last message from the masked elf, ФАКСИ 
telling Ciri to trust no one; especially the witches of Crookback Bog. 


* You can agree to help. 
* Or head straight to Crookback Bog. 


As before, the former response is more friendly, while the latter results in а 
more curt response from Keira. Either way, you have the option of completing 
the optional quest, or ignoring it. The former is recommended. Main Quest: 
Wandering in the Dark now concludes. 


RELICS OF THE Т 


Speak to Keira; even though she doesn't know the crones personally, she's 


Remember to gather any other items from chests you loot to increase your weapon 
collection and obtain other fine pieces of equipment. One of the most impressive is | 


read of tnem. She offers you Instructions di reaching their location. Afterwards, lose to he entrance to the chamber where you ͤ Miia, Look for an archway | 
search the laboratory (using your Witcher Senses). Gather the following: you can blast with Aard. Step through, and explore the corridors behind and treasure. | 
chests, one of which contains a powerful sword guarded by a foglet. Slay the | 


ITEMS: Quest Item: After the White Frost, monster, and the treasure is yours. Now return and exit with Keira. 


Quest Item: The Elder Blood 


As well as some burned notes, the only other area of interest lies ín a section of 
wall, Your medallion trembles. Keira was expecting this—an illusion—so she 
brought an artifact that dispels such magic; the Eye of Nehaleni. She gifts it to 
you, along with a book to read. 


ITEMS: Quest Item: The Eye of Nehaleni, 
Quest Item: The Ladies of the Wood [Book] 


POLER ALERT Ж 
SECONDARY QUEST: MAGIC LAMP € j 
After some head-scratching, the riddle is solved thusly: 
* The first guardian is just to the right of the arched doorway. 


DANGER ALERT 


Sister Quests: Main Quest: Wandering in the Dark, 
Secondary Quest: An Invitation from Keira Metz 
Locations: Elven Ruins 
Characters: Keira Metz 
Enemies: Golem, Wraiths 


* The second is just to the left of the doorway. 
* The third is to the right of the first guardian (far right statue). 
* The fourth is to the left of the second guardian (far left statue). 


FOUR GUARDIANS, FOUR FLAMES, Use Igni next to each statue's brazier. Once all four are lit, the door rumbles open. 
STANDING PROUD IN А LINE THE HIDDEN SEPULCHER 


Enter the hidden elven 
sanctuary. Should 

you wish to, there is 

а climbable passage 
to your left, leading 

1o a golem you can 
battle. Otherwise, 
inspect this sepulcher. 
Four guardians, four flames, standing proud in a line. After pondering who 
this is honoring, Keira 
produces the item she came here for—a magic lamp. 


Head into another chamber, where a number of statues are standing. You sense 
a riddle. Beckon Keira over to read the Elder script carved on the wall. Her rough 
translation is as follows: 


CRITICAL PATH 


The First to light his fire dared not march on the end. 


The Second, by the First, played a woeful lament. 


The Third kept close to his faithful beast. 


The Fourth marched not beside the First, yet like the Second, played a tune. If you need more help deteating the golem, pick up the lamp first before venturing to 


‘And thus they stood o'er their queen, who slept benath flickering stars. . oe у tr ee 


[OBJECTIVES — — [ OBJECTIVE 
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Тит and head south, all the way to a side tunnel and steps up to the right (west) that end at a large boulder blocking your path. Produce the Eye of Nehaleni, and the 
boulder illusion dissolves. 


Step out onto the misty shores of Lake Wyndamer, and speak to Keira once more. Choose a (pleasant or unpleasant) acknowledgement to visit her (at her hut) when 
you have the chance, and these quests conclude with you gazing out at Fyke Isle, close to a boat you can take out onto this lake, if you wish. You should also read 


168 


“The Ladies of the Wood," when prompted, so you can directly head to Crookback Bog instead of chancing upon the Main Quest of the same name. 


Related Quests: Main Quest: The Whispering Hillock, Main Quest: Ciri’ 
Story: Fleeing the Bog, Secondary Quest: Return to Crookback Bog 

Locations: The Orphans of Crookback Bog, Johnny's Burrow, Harpy 
Nest, Downwarren, Crossroads and Ancient Oak 

Characters: Gran (Аппа), Genny, Yagna, Aynara, Mikula, Travik, 
Johnny, Weavess, Brewess, Whispess, Ealderman of Downwarren, 
The Tree Spirit 

Enemies: Drowner, Water Hag, Harpy, Wyvern, Bandit, Werewolf, Wolf 


SWEET TREATS AND MEATS 


| This quest becomes available once Main Quest: Wandering in the Dark has 
been concluded. Follow the general directions on your mini-map to reach the 


— D 


| southern swamps. 


OBJECTIVES. 


Open the book Keira. 
Metz gave you at the 
end of Main Quest: 
Wandering in the 

Dark, and read it; this 
pinpoints the entrance 
to the swamp where 
the ladies lurk. Venture 
into the muddy swamps 
until you discover the 
strange wooden effigy of a comely woman, with a necklace of treats draped 
around her. This starts you on a winding path of foxgloves and other flowers, 
along with sapling branches with more sweet desserts to spot hanging from 
branches or along the muddy ground. The path eventually winds its way into 
Crookback Bog, where you overhear a child singing a rather interesting rhyme. 


Genny 


DE 


тий Gran (Anna) 


A quintet of rosy-cheeked faces stare up at you from the pile of logs they were 
sitting around. Ask about your ashen-haired woman, and the conversation heads 
off at a tangent about orphans, the war, and little Johnny. A moment later, an old 
woman appears, admonishing her brood. 


OLLER ALERT ЖЖ 


Try as you might, your requests to discover more about this "Johnny" character 
fall on addled ears. Gran then departs; time for a further interrogation. 


| OBJECTIVE: 


The boy who mentioned Johnny (the ruddy-faced Travik) holds a clue, Head 
south and into бгап' hut. Gran shields the child from you, and you won't get to 
question him right now. A more cunning plan is called for, 


JOHNNY, JOHNNY, ATE A CAT, COME THE 
MORN SOME FUR HE S--T! 


OBJECTIVES 


You can speak to any of the four orphans not watched over by Gran. Find Mikula 
оп the shallow bridge. Feel free to ask about Johnny, Gran, and the woods, but 
be sure to ask if they can help you out. They decide to play hide-and-seek. If you 
have gathered any fruits or sweets on your travels, you can forgo this game, and 
the children help you. Otherwise? Count to twenty, and no peeking! 


COME OUT, COME OUT, WHEREVER YOU ARE! 


OBJECTIVE 


The four orphans 
(Travik isn't playing 

as he's inside the hut 
with Gran) scatter, and 
make haste to their 
hiding spots. Your unfair 
advantage is your 
Witcher Sense, which 
allows you to discover 
all four urchins rather 
easily, and in any order. 


* Mikula—a trail of footprints leads into the northwest hut, where she's hiding. 


* Genny—footprints lead up onto the roof of the eastern hut, and down the 
other side to a haystack, where he's hiding. 


* Yagna—more footprints allow you to spot her behind some bushes behind the 
eastern hut, close to the corner of the building. 


* Aynara—a trail of footprints leads to a thicket behind the southwest hut. 


Enough tomfoolery! The children live up to their word, and coax Gran away from 
the hut with Travik inside. Head there, and receive knowledge about a strange 
tree growing on the edge of the swamp; that's where Johnny sometimes plays. 


JOHNNY ON THE SPOT 


Johnny the Godling 


Head east and slightly 
south out of Crookback 
Bog, until you meet a few drowners and a water hag. Remove these threats 
before using your Witcher Senses to discover a set of small footprints. 

Follow them on a winding path to a strange burrow, Speak with this owl-eyed 
boy. It seems he isn't speaking back. Perhaps you can help? 


OBJECTIVES: _ 


Johnny scampers off; follow him through the reeds, slaying a trio of drowners 
along the way to the foothills northwest of his burrow. Johnny points to a сї 
Jedge—time to climb. As you ascend the rocks, you may notice harpies above you. 
Equip your crossbow for added offense and remove a trio of these flapping fiends 
(and possibly, an inquisitive wyvern). Then approach the Raven's Nest, and loot it 


AS: Quest Items: Seal 


Descend back to Johnny's location using any path you wish. Talk to Johnny, 
giving him the bottle which he promptly twists the top off, allowing an explosion 
of Coding waif. He tells you he's seen the ashen-haired girl at a nearby swamp 
village; the one you just came from! 


THREE CRONES, CROWING 


OBJECTIVES: 


Chaperone Johnny as he scampers back towards Crookback Bog (there are 
drowners to defeat along the way), and wait as he convinces Gran (Anna) you 
should gain an audience with the crones. You enter a rickety home filled with 
candles, and a tapestry made of hair, showing three ladies most becoming. After а 
song, Anna speaks through the cloth to them. 


Locations: Ancient Oak, Crossroads 
Characters: The Tree Spirit 
Enemies: Bilge Hag, Drowners, Endreaga 


The main path through this cave is blocked by roots, which are immune to Igni, 
so dive under water, swimming counter-clockwise to the continuation of the 
cave. The voice you've been hearing now reveals itself as a cursed tree spirit; 
а mass of pulsating globules and spines, a grotesque and bound creature. 


The Tree Spirit 


Ask about the ashen-haired woman; they have seen her, but need you to rid 
nearby Downwarren of a dark presence. 


Anna brings you the dagger the ladies instructed her to give you. Afterwards, feel 
free to explore the cellar of the crones’ hut, which has an interesting shrine and 
other detritus to look at. 


ITEM: Quest It tual Dagger 


| OBJECTIVE 


Make haste to the village of Downwarren, moving 
quickly through the gaseous swamp in a roughly 
northerly direction. Along the way, you may 
encounter а quartet of bandits by some abandoned 
farmsteads. Follow а rough path into the foothills, 
and up the grassy slopes into Downwarren itself. 
The ealdorman stands by his home clad in a green 
tunic. Speak with him; he speaks of an evil one 
feeding on bloodshed, under the mighty Ancient Oak 
tree on Whispering Hillock. 


Enldorman o! Downwarren 


There is evil afoot! 

Trek roughly southeast, 
possibly encountering 
hags in the mire along 
the way. Pass through 
the ruins, into a forested 
area close to the hillock. 
With your Witcher 
Senses, move to 
uncover a corpse with 
deep claw marks; there are two bodies along the path at the foot of the hillock, 


A voice and ethereal footprints lead you up toward a clearing near the hillock, 
where a fearsome werewolf is roaming. He must be confronted and slain, 
sometimes with his two wolf brethren. It seems the source of evil is contained up 
а series of ledges (use your Witcher Sense to find them), and into a gloomy cave 
filled with dangling tree roots. This quest temporarily stops, and The Whispering 
Hillock starts immediately. 


It begs you to free it. You can: 
> Trust the beast, and choose to help and free the tree spirit. 


> Ignore the beast's pleas and choose to slay this abomination. 


CRITICAL PATH 


Think your actions over, as they have a major effect on the village of Downwarren, 
as well as Main Quest: Return to Crookbag Bog (which includes the fale of the Baron 
and his family). Also note you can deal with the tree spirit before beginning Main 
‘Quest: The Ladies of the Wood. If you wish to attempt this, meet the ealdorman 

ol Downwarren once The Whispering Hillock is complete, and inform him that his 
problem is solved. He removes his ear as a gift for the Ladies. In this option, the 
spirit can only be freed from the tree, it won't help the orphans (as you don't know 
about them yet), and the Baron's wife (Anna) is turned into a monster (encountered: 
during Secondary Quest: Return to Crookback Bog). As you cannot choose an 
‘outcome, this isn't the optimal path to take. 


i 


TREE SPIRIT SAVIOR: 
PREPARATION FOR THE RITUAL 


Agree to help the tree spirit. In return, the tree spirit assures you it will free the 
orphans, but for that to happen, a rite must be performed. Raven feathers, white 
bones, and a swift steed all are needed in preparation for this ritual, and you've 
agreed to find them all. 


169 


170 


PORIECTIVE 


Depart the Ancient Oak via the passage to the north (which is your preferred 
entry point from this moment onwards). Head roughly westward, down the hill 
and into the swamp. You may be waylaid by a bilge hag and other drowner 
fiends. Remove these threats, before searching the objective area for a lone 
grave marker (shown) and loot these bones, not of human born. 


‘Obtaining a raven 
feather is extremely 
straightforward; you 
should have already 
gathered one from the 
harpy's nest during 

the previous quest 

(The Ladies of the 
Woods) when you were 
searching for the Sealed 
Bottle that gave Johnny his voice back. 


It you didn't grab the feather as well, trek roughly northwest from the Ancient 
Oak, climb up the cliffs to the nest (dealing with any returning airborne foes), and 
gather the feather. 


ITEM: Quest 


OBJECTIVES 


Journey roughly south and a little eastward, heading for the Crossroads signpost, 
and а hilly area of lush grasslands where the wild horses roam. Dismount if 
you're on Roach, and carefully approach any of the jet black horses. 


Slow down to a creep, 
as these horses are 
skittish. Then, use your 
sii Sign to tame one 
of these mares. Ride 

it back to the Ancient 
Oak, and continue into 
the entrance along the 
north side, by the small 
shrine and gnarled 
lesser oak tree. 


Is the horse whinnying and throwing you off its back? Then methodically move 
towards it, attempt another Axil, and repeat this taming plan until the filly is 
suitably docile, 


Once inside the cave, 
the roots previously 
blocking your way part, 
allowing you to ride up 
to the tree spirit, Agree 
to start the ritual, and 
complete it using the 
dagger and ingredients 
you provided. The wild 
horse, now containing 
the spirit, vows to free the orphans of the bog. Meanwhile, you can inform the 
Downwarren villagers of your actions. This quest now completes, and The Ladies 
of the Woods continues. Note that instead of completing the ritual, you can 
choose to Kill the heart, or even betray the heart, by not feeding the horse with 
blood. In this case the heart will die, without combat. 


TREE SPIRIT SLAYER: 
RETRIBUTION FOR THE VILLAGERS 


OBJECTIVE 


Vow to slay the tree spirit. In retaliation, the spirit folds its roots and protects 
itself with a magical shield, while summoning a group of endreaga to end your 
days. Fight these vile creatures with your silver sword and magic, and after 
slaying around three endreaga, plunge your blade into the tree spirit itself 
weakening it. Repeat this process (ideally one more time), until the spirit is finally 
slain. With this evil spirit banished, you can inform the Downwarren villagers of 
your actions. This quest now completes, and The Ladies of the Woods continues. 


! OBJECTIVE 


Head north, out of the Whispering Hillock and across to where you slew the 
‘werewolf. Stride over to the green-tuniced ealdorman, and let him know the evil 
‘Spirit haunting this place is no more. 


Æ M you freed the spirit, the ealdorman is incredulous; he can't believe you let this 
entity loose to sow its evil across the land. 


‘Ifyou slew the spirit, the ealdorman has a palpable sigh of relief. 


The ealdorman takes the dagger that Gran (Anna) gave you, and returns with an 
offering for the Ladies of the Wood. Take the appendage. 


ITEM: Quest Item: Ealdorman's Ear 


BEHIND THE TAPESTRY: EVEN LOVLIER IN REAL LIFE 


The ear is placed on an altar stone. Anna is shoved forward by one of three 
grotesque giantesses. Abhorant forms, faces masked, but folds of skin scabbing 
and flapping in the bog breeze. 


Weavess Brewess 


Whispess 
Two witches with too many limbs, and another ear to add to their collection. The 
Crones reveal their true forms. They torment Anna, while eying you up and down. 


# M you freed the tree spirit, the crones lash out at Anna for letting their plump and 
juicy “piglets” escape. 

# M you killed the tree spirit, the crones remark on the insanity of Аппа. 

Now the conversation turns to you. Resist the crones' advances, and instead ask 

about the woman you seek (after optionally listening to them babble about the 


kids, the tree spirit, and other unsavory chatter. When it comes to Ciri though, 
the crones' recollections are most vivid. 


© DANGER ALERT 


OILER ALERT. K 


] Өх TES € 


Characters: 
Enemies: Drowners, Hounds of the Wild Hunt 


| OBJECTIVE: 


You find yourself trapped in the swamp water of Crookback Bog, with hounds of 
the Wild Hunt closing in on you 


Fight for as long as you 
must. Unless you're 
particularly skilled, 

itis usually a better 
plan to sprint away, 
heading eastwards, and 
eventually escaping 

the slow-going waters 
of the marshland 
However, On is still 
being tracked by the Wild Hunt. 


Back at Crookback Bog village, the crones slowly retreat, still sure of the the fate 
they have in store for you. Main Quest: Ladies of the Woods now concludes. 


DANGER ALERT 
SECONDARY QUEST 
AND 


Related Quests: Main Quest: Wandering in the Dark; Secondary Quest: 
Magic Lamp, Secondary Quest; A Favor for a Friend, ~> 
Secondary Quest: For the Advancement of Learning 

Locations: Kelra's Cottage, Руке Isle, Oreton 

Characters; Keira Metz, Vserad, Anabelle, Graham, Alexander 

Enemles: Drowner, Ghoul, Water Hag, Ghosts, Wraiths, 


Plague Maiden (Pesta) 


AHIKE TO FYKE ISLE 


| OBJECTIVES 


This quest becomes avail е once you complete all of the quests related to Main 
‘Quest: Hunting a Witch. Once this quest line has concluded, this becomes available. | 


is purely optional, but completing this quest allows you to continue to choose 


Return to Kelra's cottage, close to the village of Midcopse, and enter Keira's 
cottage. She is communicating with the dead. After talking about the magic lamp 
she (or you both) uncovered, she requests a small favor from you. She wants you 
to visit the cursed Fyke Isle on Lake Wyndamer (where you appeared at the end 
of Main Quest: Magic Lamp). 


Е 


fe 


Kelra Metz 


The place is now infested with wraiths. The curse supposedly is linked to Vserad, 
lord of these lands, who took refuge there when the Nilfgaardians invaded. Talk 
to the spirits there to find out more; by using the Magic Lamp she hands you. 
After explaining how you use it, she also gives you a Xenovox, with which to 
speak over long distances. 


AN:INVITATION FROM KEIRA METZ 
TOWERFUL OF 


MICE 


Exit Kea s hut, follow the path to a moored boat at the side of the lake, then use 
it to cross to Fyke Isle. Or, you can simply swim there, Feel free to run the boat 
aground at any point close to the looming tower that dominates the island; or 
stop further away, and bring your sword down on the groups of drowners and 
ghouls that lurk on the path, and close to the standing stones. 


OBJEC TIVES: 


Cross the remains of 
a defensive boundary, 
watching for a lurking 
water hag. Ascend the 
exterior steps of the 
tower, and slip inside. 


Ground Floor—now 2 
bring out your lamp and ae 

attempt to view your E: M 

first ghost. An apparition 

stands close to the interior stairs, with another on its haunches nearby. They speak 

about the noble, how death is too good for him, and how they must find him atop this 
structure. Also present is the corpse of Vserad, the old warlord of Crow's Perch. They — 
comment that he died, and they must find his daughter at the top of the tower. 


Cellar—to the southeast is a door that leads to stairs with a storage room at the 
bottom. Use your Witcher Senses to uncover a pile of dead rats, and some spilled 
blood. Two ghosts are also here, stuck in time guarding the crates. They speak 
about releasing the vermin, and the harm the rats would do to a nearby village 


CRITICAL PATH 


Upper Floor 1—head back upstairs, and climb more steps to reach the upper 
floor. A formal hearth and fancy tapestries lie strewn about and furniture is 
scattered around. The ghosts speak as soon as you enter; one named Vserad 
snaps at another named Anabelle about the condition of the peasants. He will 
not hear of their suffering. Then another (Alexander) shouts that intruders are 
through the door. Use your Witcher Senses to spot some strewn hammers on the 
floor; the peasants didn't ask nicely when they stormed this place. 


Upper Floor 2—this landing area has two small bedrooms and exterior 
crenelations to gather loot from, and a simple ghost who died trying to loot items 
himself. He finds out, to his horror, while much of the treasure is stil left here. 
This corpse is fresh, and it's the key to a different path when solving this quest. 


Upper Floor 3—a set of five servant beds offer little but discomfort now and in 
the past. 


m 
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Upper Floor 4—this balcony area has an interesting set of floor markings that 
you can see using your Witcher Senses. Head over to the lever on the opposite 
(north) wall to open this secret door, and climb the steps inside. 


ALEXANDER THE NOT-SO-GREAT 


OBJECTIVE 


Upper Floor 5—enter a laboratory, and immediately 
check nearby shelf for some notes, as well as 
peering into the giant incubation chambers. Your 
Witcher Senses spot human forms; despicable 
experiments that once writhed inside. 


Gather both notes (for these subjects were used 
to test a cure for a disease called Catriona), and 
inspect the chambers before moving towards a 
gathering of ghostly particles. 


Anabelle 


ITEMS: Qi 
Tho mage Alexander's log, part 2 


m 


he mage Alexander's log, part 


Anabelle's wraith reveals itself to you, telling her tale of woe. Her beloved 
Graham was unable to stop the hordes rampaging up the tower, ready to slay 
all the lord's subjects after Alexander's experiments were discovered. It seems 
Anabelle's love seems to be the key to solving these forlorn hauntings. Her fate 
is tied to the isle, and her forgiving Graham (who failed to save her) may lift the 
curse that binds her. At this point, you have two possible paths to conclude this 
quest. You can: 


** Agree to help Anabelle gather her bones. Path 1 now begins. 


** Ask about the fresh corpse you found in the tower (as previously indicated in 
this quest; of the looter). Tell Anabelle you don't trust her, and she becomes most 
angry. Path 2 now begins. 


* If you didn't find the fresh corpse, simply tell Anabelle you need to look around 
the tower some more. She allows this, but seals the exit door on the lower floor, 
As soon as you attempt to leave, she begins to attack! Path 2 also now begins. 


IP i OOTING (BUD NOTPALLING FROM) THE TOWET 


Search the roof for items and a great view if you wish, but don't leap from this 
‘uppermost area, as your death is assured! 


PATH 1: THE DISPLEASURE OF A PESTA 


[ OBJECTIVE 


Graham 


Agree to gather her 
bones. Descend to the 
marsh surrounding the tower (where you may discover another ghost—a villager 
desperate to find someone named Millie). Take the boat, or swim across the 

lake, heading northwards to the fishing village of Oreton. Graham's hut is on the 
western side. Knock on his door, and explain to Graham that Alexander the mage 
attempted to save Anabelle, drugging her to appear dead. She may have survived 
the assault on the tower, but not the rats that gnawed her to death while she lay 
immobile. Though wrecked with guilt, Graham knows what to do as you hand 
him Anabelle's bones. 


ITEM: Quest Item: Anabetle’s Remains 


OBJECTIVES: 


Sprint off into the woods, until you hear a blood-curdling yell from Graham's hut. 
Head back, and discover his felled corpse still twitching, and Anabelle's ragged spirit 
hovering over him. She disperses; it seems she was a pesta (or plague maiden). 
Once she gains her revenge, take her remains through the water to set her free. 


PATH 2: THE FURY OF A PLAGUE MAIDEN 


| OBJECTIVES: 


Continue to tell Anabelle you don't trust her, and that she's probably the monster 
in the tower, and she lives up to your hypothesis; forming into a more vicious 
plague maiden form of tattered terror. Battle her; after two successful strikes 
she tums transparent, and cannot be struck. She attempts to flee from the tower. 
Head to the lower floor where the exit is. There, on the marshy grounds at the 
base of the tower, you must fight her again. When you “kill” her, she disappears, 


but cannot be slain. 


Г d PLAGUEMATDENSVUENERARIHTI ES 
This pesta ís vulnerable against. 
the following: 


Specter Olt Утеп 


| OBJECTIVES: 


You speak to Keira through the Xenovox, about Anabelle's love (Graham) 

Keira lets you know where Graham resides. Take the boat, or swim across the 
lake, heading northwards to the fishing village of Oreton. Graham's hut is on the 
western side. Knock on his door, and explain to Graham that Anabelle has taken 
the form of a mournful pesta, but the curse can end i he truly loves Anabelle and 
can prove it. Graham agrees to help. 


| OBJECTIVE 


You reconvene with 
Graham at the entrance 
to the tower. Battle 

two wraiths as you 
enter the structure, 

and ascend up toward 
the laboratory, until 
Anabelle makes her 
appearance. She 
demands proof of his 
love (a kiss) and you're unsure this is wise. It doesn't matter to Graham however, 
and the two of them embrace. As if by magic, Anabelle's human form is revealed, 
but the coupling topples Graham as he dies on the spot. The curse is lifted, 

but at a cost. 


END: I'M ALMOST INCLINED TO SAY 
“GOOD WORK" 


| OBJECTIVE 


The paths now merge. Return to Keira's Hut (this is a horse ride heading 
northwest), and explain what happened. As always, Keira knew more than 
she let on. The quest concludes, and Secondary Quest: A Favor for a Friend 
automatically begins 


DANGER ALERT 


SECONDARY QUEST: A FAVOR FORA FRIEND 


Return to Keira at 
Related Quests: Main Quest: Wandering in the Dark, Secondary Quest her hu, and let her 
Magic Lamp, Secondary Quest: An Invitation from Keirz Mee know you have her 
Locations: Keira's Cottage, Hangman's Alley ingredients. It so 
Characters: Keira Metz happens that these are 
Enemies: Drower, Water Hag, Rotfiend part of a surprise Keira 
Recommended Items: Keira's Magic Lamp has planned for you 
Also included are two 
white mares; horses 
PACKAGE FOR KEIRA transformed from mice. 
with a 66.67 percent chance of success. Agree to race Keira on these steeds to a 
meadow where her surprise continues. The race is straightforward, involves you 
following the trail along the mini-map (though you can take shortcuts and force 
your horse to gallop to attempt to beat Keira to her woodland glade). 


END: FRIENDS WITH BENEFITS 


This quest is accessible once you have completed Secondary Quest: An Invitation 
| from Keira Metz, and Secondary Quest: А Towertu of Mice. Completing the following 
quest allows you to continue to choose Keira's fate. Start the quest by revisting kes. 


| at her cottage deep within the Velenian woods, close to Midcopse. | 


Fyke Isle is free of its curse, thanks to your previous 
questing actions. You can also speak about the. 
research Alexander was doing. After you say your 
goodbyes, Keira urges you to stay a little longer, 

she has a small favor for you to complete. A delivery 
of substances from Novigrad hasn't arrived, and she 


At the meal, the 
conversation takes a 
turn for the romantic 
When Keira becomes 
most forward with 
her advances, you 
have three different 
conversation choices. 


hopes you may find it. Start your search at Hangman's You сап: 
Koira Met Alley once any aquatic foes have been vanquished. 
^ twice. litcher Senses, tre 
With your Witcher Senses, follow the heavy merchant cart tracks southward unti Э: ЭШИ tuve to aak ios. Ung your Winer Senses e 
of Kelra's clothes. You head into the undergrowth (and start to explore... 
they leave the road. A lost wheel and debris scattered over a low ridge is what З 
jou'll discover, along with a locked box with Keira's ingredients Mir tom WONG, n pers RB ATA HER HOD TUAE NONI 

У i spell. You awaken with Keira nowhere to be seen, while you stare at Fyke Isle. hr 
Close by, a rotfiend is nibbling on ns of the merchant, After defeatin 
Mar texte esdmertíraktryucm uu r a Wes MR ti ет 

з Я phas: after which you agree to lie and watch the stars, She puts you to sleep with a 

, ke йа! Fyke Isle. 
ITEMS: Quest Items: Package for Keira, Missing Мегсћа epit, sd you yuan нн аде 


# Inform her there's someone else. She calls you old-fashioned, you agree to Пе 
‘and watch the stars with her, after which she puts you asleep and leaves you to 
waken, staring at Fyke Isle. 


BYC'HANE, GVYN, CAEFFYL! 


OBJECTIVES The quest now concludes. 


Carnal Knowledg Metz 


OO DANGER ALERT 


|! SECONDARY QUEST: 


CRITICAL PATH 


Related Quest: Secondary Quest: A Favor for а Friend 
Location: Fyke Isle 

Characters: Keira Metz 

Enemies: None 


MY INTENTIONS ARE PURE— 
LIKE A VIRGIN'S TEARS 


This Quest becomes available once Secondary Quest: A Favor for a Friend concludes. 


# If you chose to have "relations" with Keira during Secondary Quest: A Favor There is a light on atop. 
| — fora Friend, you have an additional conversation choice during your chat the tower in Fyke Isle. 


with Keira, regarding this fact. Journey to the source of Alexander's experiments, and Keira Metz greets you at 
——— — NOD _ s the base of the stairs. You ask her if she found what she was looking for. Indeed 
she did; notes allowing her to concoct a remedy for the Catriona plague. 
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One she plans to take to Radovid in exchange for monies and even the forgetting 
of her past associations with the Lodge. At this point, your conversation choices 
matter. You сап: 


Tell her you can't let her do that (or that you can't believe you had “relations” 
with her). This more strident attitude does not sit well with Keira, and allows you 
to start Quest Conclusion 1. 


When she mentions seeking out King Radovid and attempting to manipulate the 
ruler, agree with this plan. This results in Quest Conclusion 2. 


Tell her it is suicide. This more forgiving nature allows you to start Quest Conclusion 3. 


THE FATE OF KEIRA METZ 

Be very careful with the conversation choices you make; some of these you can't 
take back! The choices listed here show you how to end this quest either favorably, 
unfavorably, towards Keira. There are other choices too, but the listed ones are 


most important. 


QUEST CONCLUSION 1: 
THE ADVANCEMENT OF SPURNING 


Keira becomes increasingly short with you, ending the conversation abruptly, 
perhaps with a few truths that hit a little close to home. At any point during the 
Conversation, insist that she hand the notes she made on the plague over to you. 
She isn't about to part with them, and the argument degenerates into a fight. 
Slay Keira Metz (beware of her powerful shield and magical lightning strikes; you 
may need to retreat and use the tower for cover, as well as dodging constantly), 
picking up and burning the notes from her corpse as the quest concludes. 


‘As you might have guessed, Keira Metz is not available to help defend Kaer 
Morhen during Act 2: Main Quest: The Battle of Kaer Morhen. 


QUEST CONCLUSION 2: 
THE ADVANCEMENT OF BURNING 


> Keira has a plan to sell her secrets to King Radovid, in return for the ruler sparing 
her life (as he is currently exterminating all the mages of the lands). Agree to her 
plan, and leave her to be on her way. You don’t hear from her again until Act 3: 
Final Preparations, where you learn she has been burned at the stake at Hierarch 
Square in Novigrad. During Main Quest: The Great Escape, Triss asks for your help. 
in removing her corpse. 


QUEST CONCLUSION 3: 
THE ADVANCEMENT OF YEARNING 


Keira tells you to shut up, twirls around, and shows off the bedbugs that bite 

at night. Bedbugs! This swamp is no place for a member of the Lodge of 
Sorceresses! Tell her “Go to Kaer Morhen.” You let her know to expect a battle 
with the Wild Hunt, and that you've been listening to her; Keira wants her dignity 
back. Her performance in the forthcoming battle will show everyone what she is 
made of. Ask her “See you at Kaer Morhen,” and she agrees, teleporting away as 
the quest concludes. 


Keira Metz becomes available to help defend Kaer Morhen during 
act 2: Main Quest: The Battle of Kaer Morhen. 


DANGER ALERT 


SECOND/ 


Related Quests: Secondary Quest: Ghosts of the Past 
Locations: Lindenvale, Reardon Manor 

Characters: Dolores Reardon 

Enemies: Wraiths 


MONSTER IN MY MANOR 


| OBJECTIVES: 


| This quest is accessible once you have completed Main Quest: Imperial Audience. 
However, whether you complete The Fall of the House of Reardon, or start Ghosts of 
|j the Past, hinges on the following: 


ж РС Only: Is Letho still alive in your Witcher 2 game? If he is, Ghosts of the 
|| Past becomes active. 


| + PC Only: Is Letho dead in your Witcher 2 game? И he is, only The Fall of the. 
House of Reardon is active. 


| 


| & PC, PS4, Xbox One. Without a previous save game? Then Ghosts of the Past — | 

|| cannot be started, unless you answered your conversation choices with | 

| General Voorhis during Main Quest: Imperial Audience, and mentioned Letho 
is alive, not dead. Only then can Ghosts of the Past be started. 


| To begin this quest, visit a Notice Board, such as the one In Lindenvale, and read the і 
| letter marked "Monster in my Manor!” 


After finding her notice pinned to a board on your 
travels, journey to the settlement of Lindenvale, and 
search for poor old Dolores Reardon; she's being 
thrown out for non-payment of rent. їп fact, Dolores 
isn't that poor; she owns the Reardon manor nearby, 
but the infestation of monsters on the property 
hasn't allowed her to spend her golden years there. 
Agree to help her rid the manor of her monster 
problem. Now journey eastwards from Lindenvale to reach the eerily quiet manor 
grounds to begin your search 


A FEW NEW TENANTS 


Dolores Reardon 


| OBJECTIVE 


me manor is strangely empty, but full of traps, if Letho is alive. Either way, 
|| you can complete The Fall of the House of Reardon, whether you finish 


| Ghosts of the Past or not. { 


It doesn't take long to 
find the new tenants 
that are haunting this 
property; four wraiths 
are to be searched for 
and dispatched, 


Look behind, inside, 
and around all the 
buildings as you go. 
Once all of the wraiths 
are dispatched (expect 
four), you may wish to 
make a careful search 
of the premises, 


Optionally, (after 
completing Ghosts of 
the Past) locate the cellar steps on the southern exterior of the main barn, and 
break through the weakened wall їп the cellar below using Aard to discover a 

skeleton. Using Witcher Senses, you confirm it was Dolores’ brother Humbert; 

killed here by her husband Roderick. 


DANGER ALERT 


END: REARDON FAMILY SECRETS 


BJECTIVE: 


Head to the back comer of the barn where you should utilize your Witcher 
Senses and discover some graffiti with Dolores’ name written on the wooden 
planks of the barn wall (as shown). Check this area for a loose board, which 
reveals a small lockbox, Remove the contents. These treasures are the payment 
Dolores expects you to take. She'll tell you as much if you return to her empty- 
handed. Either way, once you speak with her back in Lindenvale, optionally 
telling her of her brother's murder, this quest concludes. 


ITEM: Reardon Family Treasure 


SECONDARY QUEST: GHOSTS OF THE РА 


Related Quests: Secondary Quest: Fall of the House of Reardon, зә 

Main Quest: The Battle of Kaer Morhen 1 
Locations: Lindenvale, Reardon Manor, Louis’ Hideout, Arnout's Hideout 
Characters: Dolores Reardon, Letho of Gulet, Louis, Arnout Vester 
Enemies: Wraiths, Headhunters (Bandits), Bandits 


A FAMILIAR NEW TENANT 


OBJEC 


Гл QUEST DECISIONS] 


# This quest is only available if Letho is alive in your Witcher 2 save game 
(РС only), ог if you answered that Letho is alive during your conversations 
with General Voorhis at the Palace of Vizima, during the Prologue. 


Remember you can complete both this, and Fall of the House of Reardon, in any 
| order you like. 


It doesn't take long to discover 
any monsters have long since 
fled this place. Instead, the area 
around the farmstead is riddled 
with dozens of well-set traps 
These include the following: 


© Tiip-Wires—a thin wire 
at ankle-height, with an 
explosive charge rigged to set you on fire, or a crossbow ready to puncture you. 


* Explosives—a fiery bomb planted into the earth, ready to explode if you step 
on it. 


ANCY FOOTWORK OR CLUMSY CARNAC 


Slow your pace down considerably as you search the manor premises, or you may 
set yourself on fire. Fortunately, the trap locations appear on your mini-map while 
‘using your Witcher Senses, and all can be disarmed. 


It isn't necessary to disarm all the traps; simply head to the barn on the south 
side of the courtyard, and open it. Drop down and disarm two trip wires, before 
spotting an attic above you. Ahead is a ladder you can prop up and climb to 
reach whoever has been setting these deterents. 


You may be surprised to discover the culprit behind the trap-laying; the man- 
mountain named Letho who you've had previous dealings with. Now he's on the 
run, mentioning an old friend of his named Louis. However, your chin-wagging 
stops as a noise outside indicates his pursuers (Атои Vester's теп) have found 
him. You can: 


Lotho of Gulet 


* Choose to let Letho fight the Headhunters himself. 
* Choose to drop down into the courtyard and aid Letho in his fight. 


Afterwards, Letho asks if you'd like to accompany him to find Louis. 


HERE LIES LOUIS 


| OBJECTIVES 


Set off on horseback, following Letho as he explains 
his predicaments, and me double-crossing curr that 
you're searching for. It doesn't take long to follow 
Letho into Louis’ camp. Louis is accused of sending 
Vester's men to the Manor, and the conversation 
soon degenerates into blind, ugly violence. Slay the 
five bandits (or watch Letho do it). Afterwards, Louis 
gurgles the location of Vester himself, before he touis 
bleeds out. 


LEAVING VESTER TO FESTER 


OBJECTIVES 


CRITICAL PATH 


Letho speaks about Vester as you canter down the 
hill and take the trails to Lindenvale, This guy is a 
piece of work, and he is part of the Nilfgaardian 
underworld. As you reach Lindenvale, watch Letho 
as he rides to some suspicious horses worth more 
than the village, You inform a young child to tell her 
parents to flee from here. 


Arnout Vester 


. After an impressive explosion, Vester's men flee 
the barn, while Letho approaches Vester and tells you not to interfere, no. 
matter what. Letho intimidates one of Vester's crew into firing a crossbow into 
Letho's shoulder, but this only causes Letho's simmering fury to come to the 
boil. After a brief and bloody melee, Letho lays on the ground, appearing to be 
mortally wounded, and surrounded by the corpses of Vester's bounty hunters, 
Vester himself is still alive, flanked by the only two other men still alive. 
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* You can: 


# Simply walk away, failing the quest. Letho is not available during Main Quest: 
The Battle of Kaer Morhen. 


# Permit Vester and his men to leave, but not without first taking Letho's snake 
‘amulet as proof they killed the Witcher. You must talk Vester out of taking Letho's 
head; they settle on the amulet. 


+ Interfere, standing up to Vester and choosing to slaughter him and his men. 


If the two latter choices are made, Letho subsequently reveals himself to be 
poisoned, but still quite alive. Faking his death allowed those hunting him to 
believe Letho was killed, and the snake amulet was proof of this. Of course, 

if you stuck your sword into Vester, there's no one to corroborate this plan, 
which isn't Letho's preference. Either way, you can invite Letho to Kaer Morhen. 
Despite his past atrocities, he may be extremely handy in the battles to come. 


Ghosts of the Past now concludes. Now return to Dolores and finish The Fall of 
the House Reardon. 


PATH 2: DISQUISITION IN DOWNWARREN 


mus quest becomes available once you complete all of the quests related to an 
Quest: Family Matters, and Main Quest: The Ladies of the Wood. Once both these 
quest lines have concluded, this becomes available. It is purely optional, 


One previous decision during Main Quest: Family Matters has a minor effect on 
| this quest: 


! 
| e. If you chose to visit Tamara in Oxenfurt, there are some different 
conversations between her and the Baron during this quest. 


| One previous decision during Main Quest: The Ladies of the Wood has a major effect 
‘on this quest: 


If you elected to kill the tree spirit, the village of Downwarren is intact, and 
both Anna and the Baron's fate play out differently (Path 1). 


|| D». M you elected to work with the tree spirit, the village Downwarren is 
| destroyed, and both Anna and the Baron's fate plays out differently (Path 2). 
E р J 


Enter the marshes and wade your way to the hilly ground and village of Downwarren. The Baron is already interrogating the ealdorman about a band of witch hunters 
that recently passed through, with some lady leading them, and demanding knowledge of her mother's whereabouts. You must meet up with them at once; there's 
little time to lose! 


Related Quests: Main Quest: Family Matters, 
Main Quest: The Ladies of the Wood 
Locations: Downwarren, The Orphans of Crookback Bog 
Characters: Ealdorman, Baron Phillip Stenger, Tamara Stenger, 
Graden, Anna Stenger, Baron's Men, Witch Hunters 


Enemies: Drowners, Rotfiends, Water Hags, Fiend, Weavess, 


; OBJECTIVE 


PATH 1: DECIMATED DOWNWARREN 


Enter the marshes 

and wade your way 

to the hilly ground 

and decimated village 
of Downwarren. The 
Baron is speaking to 
the ealdorman about. 
this razed hamlet; 
apparently a jet black 
mare with red steaming 
eyes slaughtered the ealdorman's kinsfolk. You explain it was the spirit of the 
forest that you freed. The Baron isn't concerned about these peasants, but the 
ealdorman pipes up that a band of witch hunters passed through; with some lass 
leading them, and asking after her mother. There's little time to lose! 


Ud TIMETO 


Actually, you can lose all the time you wish, if you wish to Meditate and prepare for a 
protracted battle, which is what is in store. 


Ẹ 


PATHS 1 AND 2: TOGETHER, 
BUT NOT REUNITED 


Set off in a roughly southerly direction down the hill, and into the misty 
marshland. With the Baron by your side, you may wish to fight small bands of 
drowners, rotfiends, and water hags on your own, or with the Baron's men aiding 
you. Or, you can simply flee past these adversaries, staying on the firmer ground, 
and heading straight for the relative safety of Crookback Bog Orphan's Village. 

As you arrive, a group of witch hunters—lead by Graden, who recognizes you if 
you met him in Oxenfurt during Main Quest: Family Matters—is finishing off a 
group of degenerate drowners. You can either help them or watch. 


Graden 


Tamara Strenger 


Айег the fracas, Tamara Strenger approaches. 


# Ifyou met Tamara earlier, she recognizes you. 


The Baron attempts 

a reconciliation with 
her; difficult at the 

best of times, and 
impossible now with the 
interjection of Graden, 
her new witch hunter 
brethren. Answer any 
questions how you wish 
(go as easy or as harsh on the Baron as you want), before Graden asks where 
the crones are, and the village is searched. 


Anna Strenger (mad woman) Ата St 


> PATH 1: If you killed the tree spirit, during the quest, Ladies of the Wood, 
an addled Anna stumbles out of her hut, babbling incomprehensibly, and 
frightening Tamara. 


PATH 2: If you helped the tree spirit, a horrific and monstrous Anna shambles out 
of her hut, turned into this abomination by the crones. 


You must deal with her later, as something monstrous is coming your way. 


PATHS 1 AND 2: FENDING OFF A FIEND 


| OBJECTIVE 


Powerful magic has 
brought forth many 

of the marsh's most 
ferocious monsters, 
and combat begins 
with drowned dead, 
drowners, and water 
hags to tackle, While 
the ghostly voices of 
the crones echo around 
the bog, a lolloping fiend crashes into the fray, and you should concentrate your 
attacks on this giant of the bog, until it topples into the effluent. 


> FIEND'VUL 


ERABILTTIES 


Sa ò A * 
vulnerable against 
the following: 
Samom Bomb bers Puffball Bomb Л 
END: THE FATE OF GRAN 


The fight is over, and Graden thanks you for your mettle, but the crones live 
оп and elsewhere, Their plaything, now wretched and barely human, has а 
predetermined destiny (as does the fate of the Baron himself) 


PATH 1: CONVALESCING IN THE BLUE MOUNTAINS 


> The insane Anna is gathered up by the Baron, who vows to take her beyond the 
Blue Mountains, and heal her no matter what it takes. Tamara begrudgingly 
agrees, and the family part ways. The quest (and your dealings with the Baron) 
now conclude. 


PATH 2: CURSED IN THE CROOKBACK BOG 


| OBJECTIVES: 


> The monstrous Anna has been cursed. After Tamara pleads with you to help, 
you mention Johnny the Godling might have an answer as to what happened. 
Head northeast into the swamp, clearing Johnny's burrow of any drowners and a 
water hag, and inspect the lair. 


Johnny is missing. Use your Witcher Senses to 
uncover his footprints. Follow the footprint trail east 
and a little southeast, to a collection of planks and 
posts masquerading as a den. Johnny is hiding 

in there. When you question him about Anna, 

he explains he was with her when the curse was 
cast, as punishment for letting the children escape. 
Weavess took a lock of Anna's hair, descended 
into the cellar, and after a while Anna started to 
transform into her current form. Johnny tried to help, but the crones returned, 
and he had to flee. 


OBJECTIVES: 


Head directly back to the orphan village, and inform everyone. Graden orders the 
crones' hut opened. Head inside, look to your right for a trapdoor, and descend 
into the cellar. The earthern cave room is dominated by a huge altar, used in 
black magic rituals. Graden is familiar with such matters, and notes there are 

a number of dolls, woven in with Anna's hair and a keepsake. Only one of the 
dolls symbolizes Anna, and is the кеу to removing the curse. Inspect each one 
carefully 


Doll with the red bead—Anna wears this around her neck, as do half the 
women from Novigrad to Vengerberg. 


Doll with the bird feathers—this one reminds you of Philippa Eilhart. 


Doll with the violet hollyhock bloom—the Baron told you this was Anna's | 
favorite flower. 


Doll with the human ear—it probably belonged to a peasant, Anna still has 
both ears intact (just not what's between them). 


Now pick the one you think represented Anna. It is the one with the violet 
hollyhock bloom. 


ITEM: Quest Кет: Crones’ Doll k — 


# Choose the correct doll, and there is a scream from outside. Anna has returned to. 
her human form, but alas, she is dying. Nothing can be done. 


choose the incorrect doll, and there is a scream from outside. Аппа has returned 
to her human form, but is burning alive. The Strenger family are suitably furious, 
but clutch to their grief over a violent outburst toward you. 


The family is torn apart. А distraught Tamara cannot forgive her father, and 
leaves for Novigrad with Graden. A shocked Baron tells you to head to Crow's 
Perch for your pay. When you reach the castle, you see that the Baron has ended 
his days hanging from a noose. You receive your reward from the sergeant as 
this quest concludes. 


ITEM: Crowns: 100 | 


CRITICAL PATH QUESTS: 


ACT I: NOVIGRAD 


In which three vast territories are thoroughly explored. 


The second is the Free City of Novigrad, under threat from the Redanian army to 
the south, but facing its own internal turmoil, as the emboldened forces of the 
Eternal Fire—allied to King Radovid—and their witch hunter zealots enforce a 
cruel pogrom against the mages. Only the Big Four, of the Novigrad criminal 
underclasses, can offer the help and alliances you need. 
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Related Quests: Main Quest: Novigrad Dreaming, Main Quest: 
The Nilfgaardian Connection, Main Quest: Destination Skellige 
Locations: Novigrad; Ubbizi Townhouse [Hierarch Squarel, Putrid Grove, 
Brandon and Co Granary 
Characters: Captain Menge, Francis Bedlam (King of Beggars), 
Triss Merigold, Kung. Brandon 


Enemies: Thieves, Drowners, Witch Hunters 


| Even though you are able to commence this Main Quest, which allows you to 

| thoroughly explore Novigrad, you are free to start, stop, or go back to any other part 
ol the Main Quest in any of the other major land masses of this realm. Your choices 
are as follows: 


* Main Quest: The Nilfgaardian Connection, and commence the Main Quests across 
No Man's Land (Velen) (see page 156). 


* Main Quest: Pyres of Novigrad, and commence the Main Quests across Novigrad 
(this quest). 


|j * Main Quest: The King is Dead—Long Live the King (page 219), and commence 


| the Main Quests across Skellige. 
This Quest starts automatically once Main Quest: Imperial Audience concludes. | = | 


ج — 


\ 


NEW FIRES, AND AN OLD FLAME 


| OBJECTIVE 


ГА CARTOGRAPHIC 


You are about to undertake a series of quests within the sprawling streets of this 
city-fortress. It would therefore be wise to consult this guide's Atlas to Novigrad 
for further information on the areas of this place. 


Captain Menge 


Enter Novigrad via any 
of the gates, and head 
into the district known as Glory Lane. Work your way through the cobblestone 
streets to Hierarch Square, where the Captain of the Temple Guard—a callous 
man named Menge—bums a sorceress and a doppler (shapeshifter) at the 
stake, in the name of the Eternal Fire. Watch the spectacle if you wish, before 
heading to Triss' last known whereabouts. 


Two looters are ransacking the belongings in the courtyard of the Ubbizi 
Townhouse, where Triss was staying. You're not here for loot (or a fight) so steer 
the conversation into asking who might know of where the sorceress of this 
residence is. They agree that Putrid Grove—where thieves and beggars hang 
‘out—is your best bet; it's where the King of Beggars resides, and somewhere 
по! even Menge would dare venture. 


Menge himself—and his Temple Guard—decide to take this opportunity to 
arrive, cart away the two looters, and Menge pries you for information on the 
“bitch sorceress” who lives here. Then he departs, keeping an eye on you. 


OF NOVIGRAD 


Optionally enter the townhouse, which has been ransacked, using your Witcher 
Senses to uncover some amulets emanating magic, some of Triss! clothing, and 
a flower that has sentimental value for the both of you. 


CHATTING OR TRACKING 


| OBJECTIVES 


Look to your mini-map as you walk back into the town square, and find stationary 
targets (beggars and thieves), the latter of which become moving targets (thieves) 
once a crime в committed. One of the latter has already stolen a purse from a 
bystander, and has disappeared into the crowds, Watch from a safe distance for 
another pickpocket crime to be committed, and follow the thief. Or, feel free to 
ask around, finding a number of beggars that offer a variety of knowledge about 
Novigrad; though not much of itis useful to your current objective. 


CHATTING: THE OLD SOW'S FARROWED PIGLETS 


Head west from your starting location, finding a beggar such as the one perched 
on the wooden scaffolding at one of the corners of the square (as shown). 

Start a conversation—you may need to leave and come back again or choose 
another beggar—but always choose the first speech option; don't mention Putrid 
Grove yourself. Eventually, you and the beggar brings up the location on your 
own. He describes where Putrid Grove is (in Lacehalls, and neither putrid, nor 

a grove), and a possible passphrase to use (“the old sow's farrowed piglets") 
when speaking with the sentry. Simply run to this location (south, and across the 
bridge), to a large and sturdy door. Your quest updates. 


TRACKING: THE DEFT THIEF'S NIMBLE DIGITS 


Begin to follow the 
thief you saw as you 
emerged from the 
townhouse courtyard. 
Or, if you spook a 
thief, or wish to speak 
to a beggar or two 
beforehand, simply 
remain in the square 
until a thief makes a 
pickpocket, and begins to walk. With keen eyes and mim map watching, 

you'll soon be able to follow one of these ne'er-do-wells. Trail your thief as he 
heads east, and turns right (south), into an open-air theater (Ihe Butcher's Yard 
Theater), Here, you're waylaid by a beggar attempting to fleece you of your 
crowns. He holds no information on the King of Beggars, so politely decline this 
shakedown, follow the thief east down the alley with the washing and straw hut, 
and drop down to the lower street. At this point, the thief makes a switch; giving 
his loot to a second pickpocket 


# One is a decoy; following him (across the bridge to the south) leads to a short 
and rough-and-tumble ambush, where you must fistfight the foes that spotted 
you tailing one of their own. The leader of these thugs, once you knock everyone 
down, mentions a possible passphrase to use to enter Putrid Grove (“the old 
sow's farrowed piglets"). 


con you can follow the fellow with the actual loot, who heads along the side of the 
canal, toward the fishmarket. 


At this point your quest updates: 


[ OBJECTIVE 


Triss explains her recent predicaments as you 
retrieve your weapons from the sentry, and tell her 
of your search for Ciri. Follow Triss northeastward, 
into a store. She asks the proprietor (Kluhg) for the 
ingredients she ordered. Unfortunately, they lie on 
a canal bed, thanks to Temple Guards increasing 
their presence. Answer how you wish before Kluhg 
escapes the incoming guards, and you do the same 
via a trapdoor into the sewers, 


А HIVE OF SCUM AND FREAKERY 


The location of Putrid 
Grove appears on 

your mini-map. You 

can ignore any other 
beggars or thievery, 
until you reach the door 
with the hatch. Explain 
your predicament 
(you're a freak), and 
you have a number of 
options to gain access: 


• (Chatting only) When asked for a passphrase, be sure to use the one the 
beggar told you. You're let in. Otherwise, you'll need other plans of infiltration 
(see below). 


(Chatting or Tracking: 50 Crowns) Delve into your pockets, and produce coin 
for the sentry, Help Triss slay a 
wayward drowner, and 
look around your dank 
surroundings using 
Or find a different way into Putrid Grove. your Witcher Senses. 
Triss mentions a draft 
ALTERNATE ENTRANCE: THE SEWER SLOG Look for the torch on 
the central pillar, and 
push in a loose brick to 
reveal a rough passage 
out into the canal. Follow Triss as you speak about Novigrad and the war. 
She stops under the bridge, and hopes you might find her lost parcel. 


(Chatting or Tracking: Axii Delusion level 2) Request the sentry let you in with 
a spot of mind control. 


It none of these options 
to enter Putrid Grove 
appeals, or you lose 
your thief, there is a 
third method of entering 
Putrid Grove. Head 
outside the city walls, 

to the Glory Gate, and 
find the sewer entrance 
under this structure 
(see picture), Enter the sewers with your finest drowner-staying equipment at the 


Wade forwards (westward) into the canal water, before diving down and 
attempting to locate the remains of a small boat close to the mouth of the 
canal. Triss' sack is among the weeds. Surface, then return it to her. 


ITEM: Quest Item: Leather Sack 


ready, since a few of these creatures are lurking down here. Use your Witcher Climb the nearby ladder and follow Triss once more. She crosses the bridge and 
Senses (if you wish) to locate a corpse, looting it for a key. heads east, until she's greeted by a portly fellow named Brandon. 
ITEM: Quest Item: Key to the Storage Room YOU DIRTY RAT! 


The key opens the door to a storage room, which has a ladder to climb. | OBJECTIVES 
You surprise a small group of thieves in the den above—they must be fought. 
Once defeated, you may exit into Putrid Grove itself, circumventing the 


gatekeeper entirely, 


| OBJECTIVE 


Triss has informed Brandon of her powers as a 
sorceress, which makes her ideal to rid Brandon's 
warehouse of his rodent infestation problem. 
During your conversation, it's simply good business 
to request you're paid in advance. Triss mentions 
some crystals, which are to be placed around the 
granary where evidence of rats is found. Find three 
such locations to set your crystal traps. Use your Brandon 
Witcher Senses and look for low, small archways and 

channels, or dead rats, 


CRITICAL PATH 


Francis Bedlam, 
King of Beg 


Find Triss and talk to her. Make your conversations pleasant or distant, 

Stride into Putrid Grove, and head eastward along depending on how you feel about her. She asks about Yennefer (answer how 
the muddy alley to the short porch with the lit door. you wish), before your conversation is interrupted by Brandon, and three witch 
hunters. They are here to rid Novigrad of your kind. Slay these thugs. Outside, 
Brandon professes to have been forced into revealing your location. You show. 
mercy, but fleece the fool for double the crowns he was paying Triss. 


Inside, the King of Beggars and Triss Merigold have 
their frank discussion about the flight of sorceresses 
interrupted by your precense. The King bids his 
farewell, leaving you to follow Triss. Triss has a lead regarding an oneiromancer in town (by the name of Corinne Tilly) 
who may have powers to see where Ciri is. Triss leaves your company, telling 


A REFRESHING SWIM IN А FILTHY CANAL you to visit her in the Bits (near the fish market). Main Quest: Novigrad Dreaming. 


now begins. 


Triss Merigold 


OBJECTIVES: 


181 


182 


DANGER ALERT 


The door behind you slammed shut. Pinned to it fs 
another child's drawing; this one of an oven and a 
blackened grate. Where did you see an oven? Head 
downstairs, and open the trapdoor to the cellar from 
the room adjacent to the entrance. At the bottom of 
the ladder is an oven. Approach it, and your "ghost" 
pokes her head out; a Godling child named Sarah. 


Main Quest: Broken Flowers 


Locations: Novigrad; Rudolf de Jonkheer's House, The Golden Sturgeon 
Characters: Rudolf de Jonkheer, Corrine Tilly, Sarah 
Enemies: None 


Speak with Sarah, convincing her that tormenting 
Corrine isn't an agreeable act, and when she starts a little strop when you ask 
B OBJECTIVE: /.—-— her to leave, you have an important choice to make. You can: 


Tell her “let's make a deal" and agree to let her stay in the house. Sarah is 
delighted, and tells you she'll wake Corrine up immediately, 


Tell her "guess I'll have to throw you out, then" and threaten to evict her with a 
whiff of Burdock if she doesn’t end her mischevious ways. If you have Burdock 
(ingredient) on your person, you can use it. If you don't, you need to find a herb 
‘merchant, as it cannot be picked in the wilds. Place the Burdock in the oven, and 
dum it: Sarah snaps Corrine out of her stupor, but doesn't like you. 


You've made your intentions clear to Sarah, but the decision is irreversibly made 
‘once you exit the house, and speak to Rudolf (see below). This choice influences a 


conversation during Main Quest: Bald Mountain (see page 254), ] 
— — — 


You're attempting to find Triss’ contact—Corrine Tilly—who lives in rented 
accommodation a short dash eastward along the canal from the Brandon 
Granary. Turn left at the old cart, bound up the stone steps, and stop for a chat 
with Rudolf de Jonkheer. He is a fancy man and the owner of the residence. 
This dandy confirms Corrine is inside the house, but that the building has been 
plagued by ghostly activities—furniture moving, giggling in the night, and an 
unpleasant present in the parlor, Noticing your swords, he lets you in when you 


[ OBJECTIVE 


ask him. Corrine Tilly has woken 

from he nt e. 
len lor sound ol А 
Corrine coming from 


she was caught in a 
Godling’s curse, and 
she's thankful you woke 
her. After clearing her 
head at the Golden 
Sturgeon (where she 
rents a room), she'll be 
happy to help you. 


upstairs. Head up there 
just in time to she an 
ashen-grey child scamper 
away, while Corrine lies 
on the bed, seemingly 
unable to be woken. 

She mumbles something 
about the attic. 


Time to leave. On your way out, Rudolf de Jonkheer stalls you, demanding 
answers regarding his ghost. This is the opportunity to help or hinder Sarah the. 


ASIE 
e Godling. You can: 


> Tell Rudolf the house is still haunted (and lie about it being inhabitable). 
You will meet a happy Sarah again in Main Quest: Through Time and Space 
(see page 264). 


Ascend to the musty 
attic via the ladder 
while Corrine scolds 

an invisible child 

from inside her own 
nightmare. Use Aard to 
break open the planks 
blocking an entrance to 
а storage room, where 
two items lie. Pick them 
both up, then read the note. You realize the ashen-skinned child wants her dolly 
in the crib. Return to Corrine's bedroom, step into a small side chamber off this 
room, and deposit the doll into the crib. A moment later, а loud bang startles you. 


Tell Rudolf why the house is “haunted” (and tell him it is the work of a Godling). 
You will meet an angry Sarah again in Main Quest: Bald Mountain (see page 254). 


THE DANDELION AND THE SWALLOW 


| OBJECTIVE 


ITEMS: Quest Items: Dra: 


ing of a Crib, Rag Doll 


аа ti 
| OBJECTIVES E Corrine Tilly 


Follow the canal westward, then head north through a market and short alley, 
and west again toward the Golden Sturgeon Inn. You're not here for revelry. 
Head upstairs and meet Corrine in her dreaming room. Agree to start your 
guided dream. You may tell Corrine as much (or as little) as you like, from the 
following memories: 


* You remember when you and Ciri first met. 
* You trained her at Kaer Morhen 
* You saved her life once. 


* She was there when you died. 


Next, you can inform Corrine as much (or as little) as you like regarding 
Ciri's abilities: 


* Ciri is a child of the Elder Blood. 
* Ciri is called the Lady of Space and Time. 
* She had trouble controlling her abilities. 


Just before your dream, you tell Corrine that Ciri must have tried to find another 
friend. The number of secrets you reveal to Corrine isn't important, and you may 
choose either Dandelion, or Yennefer and Triss, to influence your dream. The end 
result is the same: 


You see the poet with a bird (a Swallow) and realize Ciri contacted Dandelion. Upon wakening, you mention this to Corrine who (obviously) knows of the fellow; in fact 
‘someone has just been left the Rosemany and Thyme to him. Let's hope that's not a brothel. However, it is enough of a clue to check out. This quest now concludes. 


Related Quests: Main Quest: Main Quest: Novigrad Dreaming, 
Secondary Quest: Fencing Lessons, Main Quest: Get Junior 
Locations: Novigrad; Rosemary and Thyme; Gate of the Hierarch; — — 
Vespula's Cottage; Tretogor Gate; Elihal’s Tailor Shop; St. Gregory's 
Gato; Var Attre Villa; 
La Valette Villa; Vegelbud Residence; Kingfisher Inn 
Characters: Zoltan Chivay; Vespula; Elihal; Marabella; Rosa var Attre; 
Edna var Attre; Baroness la Valette; General Voorhis; Molly; 
Elza; Priscilla 
Enemies: Vagrants; Bandits, Rosa var Attre, Drowners, Water Hag 
Recommended Items: 1,200 Crowns 


PARTLY SAGE ADVICE AT THE ROSEMARY 
AND THYME 


| This quest starts automatically once Main Quest: Pres of Novigrad, and Main Quest: 
| Novigrad Dreaming conclude. 


| You may visit the Rosemary and Thyme brothel prior to completing the 
| sormertoned quests, You fd a number o ruins kung around, making a 
| mess of the place. Conversation attempts are met with curt replies, so Main Quest: 
Novigrad Dreaming is vital to complete first. 


Part of this quest changes depending on your actions in Witcher 2 (PC only), or your. 
‘conversation with General Voorhis during Main Quest: Imperial Audience (page 153). 


# M Arjan is alive, your interactions with Luize LaVallette are slightly different. — 


| OBJECTIVES: 


Zoltan Chivay 


Arriving at the threshold 
to Dandelion's brothel, 
three ruffians are suddenly extricated from the premises; thrown out by your 
old acquaintance Zoltan. More Vagrants are fleeing down the stairs; give them a 
swift pummelling with your fists to see them off. Speak with Zoltan, explaining 
your need to find Сп and Dandelion. The owner of this knocking shop has 
disappeared too. Perhaps a clue lies around here, somewhere? 


SPOILER ALERT X 


Г OBJEC TIVES: 


Look for any objects 
that glitter, and use 
your Witcher Sense to 
find the rest. There's 
a variety of objects to 
spot here: 


* A diploma from the 
faculty of Oxenfurt 
University, hanging 
оп one of the walls. 


• A Silver Laurel award from the Annual Balladry Content, hanging on another. 
* Dandelion's precious lute that he got from the elves of Dol Blathanna. 


* Three overly-wrought poetic letters, from different lovers of 
Dandelion's poetry. 


* Barrels of wine. 


* A huge portrait of Dandelion standing over a dead wyvern (which you and | 
Zoltan comment on). 


But the important find is Dandelion's appointment and accounts book sitting on В 
a shelf under a window. Zoltan snatches the book from you, but gives It back, 

allowing you to access it from your inventory. It contains a wealth of contacts 

Naturally, almost all of them are female 


ITEM: Quest ndelion's Р! 


OBJECTIVE 


Make sure you speak with the dwarf before you leave, as he has knowledge 
regarding all the people mentioned in the planner: 


* Molly—a chambermaid in the service of Baroness la Valette. 


* Marabella—a perverse companion of Dandelion s who referred to him as her 
“stallion”. Speak to Zoltan about her now, and when you meet her, you have 
additional conversation choices. 


* Vespula—an old flame, who threw flower pots at Dandelion. 


+ Rosa var Attre—a woman with a special name for Dandelion's “qwyhyt." 
There's also an entry in the planner stating she is looking for a swordplay 
instructor; allowing you to speak to the Captain of the var Attre guards about 
this, later into this quest. 


* Elihal—an elven beauty that Dandelion seemed fascinated with, 


Locations of every one of Dandelion's contacts now appears on your mini-map, 
They can be approached in any order you like. 
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This guide approaches each contact (where possible) from closest to furthest from 
the Rosemary and Thyme, but also in the optimal order for this investigation. 


VESPULA: A DOWNTRODDEN WASHERWOMAN 


| OBJECTIVE 


Head out of the Gate of the Hierarch, and down towards the washenwomen's 
huts down by the river. As you approach, you can hear a group of bandits 
attempting to extort money from Vespula, who is pushed about and knocked to 
the ground. The bandits’ strange attire is related to one of the underworld gangs 
of Novigrad— Cyprian Willey (also known as Whoreson Junior). You step in to 
prevent a beating. 


You can: 


+ (1,200 Crowns) Pay the bandits what she owes. The bandits begrudgingly take 
the coin, and Vespula is thankful for your generosity. Her laundry shop remains 
open here. 


# Threaten the bandits with violence, which leads to a fight. If you flee, the bandits 
beat Vespula and demolish her place. When you find her lying on the ground, 
she lets you know what she thinks of your cowardice before the conversation 
continues. If you stay (and don’t flee), you must slay all four of them. Vespula is 
horrified at your savagery, and tells you the thugs’ boss will make her pay for 
this. This forces her to close up her laundry shop, and open up a new one on the 
Oxenfurt outskirts, later into your adventure. 


In both cases, you ask her if she remembers you from the time she kicked 
Dandelion out (through a balcony). She's really had it with him this time; he was 
Strolling along the harbor with a harlot, and frequented the city's bathhouses. 
‘As you depart, she tells you that it would be nice if Dandelion dropped by. 


ELIHAL: AN OPEN-MINDED ELF 


OBJECTIVES: 


A little further eastward along the river bank, close to Tretogor Gate, is a modest. 
tailor's shop. Enter the store and continue to the back room to find a spry elf 
fanning a high cheek-boned face. You mention you were expecting Elihal to be 
опе of Dandelion's girlfriends. 


A moment later, Elihal appears, fancied up in lady attire, and brushing off your 
gender descriptions as irrelevant. You may ask about Elihal's drunken night with 
Dandelion (your answers can be inquisitive, or verging on offensive without a 
penalty). Elihal is at pains to point out that men aren't of any interest. Elihal's 
thrills are the act of dressing up. 


Elihal mentions Dandelion talked about someone named Kalkstein, an alchemist 
the witch hunters recently burned at the stake in Hierach Square. You part ways 
with Elihal, who you can return for any clothing alterations you wish. 


| Elihal has a number of unique masks, and these are critical during Secondary Quest: 
‘A Matter of Life and Death. Check them out now, or during the aforementioned quest. 


MARABELLA: DANDELION'S A REAL FUNGI 
TO BE WITH 


OBJECTIVE 


Marabella. 


Descend to a lower cobblestone street, and find the thatched-roof cottage that's 
home to a local school. As you enter the door, Marabella is finishing up a lesson, 
telling a gaggle of disappointed urchins that the rat-catcher won't be coming to 
tell them about his job. She asks you to wait. You can: 


# Agree to wait, and you stand around until the lesson is over before speaking 
with Marabella. 


$ Refuse to wait, after which Marabella beckons you into the class, and the children 
‘ask you a few awkward questions about Witchers and monsters. 


Afterward, speak to Marabella. Strangely, the topic of conversation is about 
fungi. Dandelion and a bored Marabella spoke of medicine while the fire of 

their relationship winked out. You can optionally mention the poem Dandelion 
wrote about her, which causes Marabella to recite some of her own distinctly 
amateurish poetry about horses. With a clue about fungus, you can bid Marabella 
a farewell. If the kids kept by the Ladies of the Wood are alive, you can see them 
here playing in the yard. 


ROSA VAR ATTRE: DOUBLE TROUBLE 


OBJECTIVES: 


The imposing Var Attre residence is well-guarded and, if you approach slowly, 
you can hear talk between the guards about a gap in the gardens that you might 
be able to slip through to gain entry into the house, However, a straightforward 
approach is also possible. Before any infiltration occurs, speak to the Guard 
Captain. You can: 


# Pretend to be a cook, or mention your profession as a Witcher. Neither allow 
you to progress into the residence, forcing you to enter surreptitiously from ine 
gardens or sewers. 


# If you listened to Zoltan (by asking him for more information on Rose), you have 
the option of introducing yourself as Rosa's new fencing instructor. The gullible 
guards allow you in through the front door! 


INFILTRATION: Separate them with light or gruff requests, ask about their backgrounds if you wish 
-i (including the Nilfgaard and their stay in Novigrad), before steering the conversation 

THIS IS FREDERIC FRANCIS DE BERGERAC back to Dandelion. He gave strange quizzes after visiting the graves of celebrated 
— я ڪڪ‎ ss епо professors, especially someone named Margrave Henckel, He also praised 
OBJECTIVE: __ a female troubadour with a melodious Koviri accent, named Callonetta. 


As you leave, Rosa pays you, and asks again about more lessons 
= + 1 . 
With no other option, pick one of two infiltration — часно m eee ae 


locations: de Answer that you're not interested, and Secondary Quest: Fencing Lessons cannot 


The Gardens—Run left (roughly north), keeping the тта, 

curved stone perimeter wall f the var Attre villa оп MOLLY: OFF TO THE RACES 
your right side, until you reach some rugged rocks 3 rer 
at the end of the wall, close to an angel statue. With JECTIVES — 


a few clambering maneuvers you should be able to 
Work your way to the cobblestone rear grounds of 
the residence. 


Edna var Attre 


The Sewers—Find the sewer grate close to the stairs, and jump down, 
wading through a few flooded chambers to face drowners and a water hag 
(who summons more drowners). This path is more taxing due to the revolting 
enemies, Simply follow the sewer to the exit, accessing the rocks to climb up. 
and into the rear grounds of the residence. 


Once inside the perimeter, you're promptly discovered by a young woman in 
a fancy flowing dress. The guard captain recognizes you, but Edna var Attre 

(the sister of the woman you seek) covers for you, telling the captain you're a 
nobleman with a suitably pompous pseudonym. You tell him you're here as a 


sword instructor, and the captain reluctantly tells you to follow him into the villa. Move toward the La Valette residence (opposite. 


the Var Attre's, on the opposite side of the round 
plaza near St. Gregory's Bridge), and approach 
the imposing villa. A surly guard is waved away 
as the Baroness herself is exiting the building, 
accompanied by General Voorhis, who you met at 
the Emperor's castle. 


INSTRUCTOR: GRAB A WOODEN SWORD, 
LEARN TO ATTACK 


| OBJECTIVES: 


Baroness La Valette 


# M Arjan is dead in Witcher 2—the Baroness recognizes you as the man who 
‘murdered her son, and treats you with cool detachment and derision. You ask 
about Molly; who profited from Arjan's death as she is no longer a maid, having 
married the Baroness's nephew. They are currently at the home of the Baroness's 
dear friend Patricia Vegelbud. 


# If Arjan is alive (or you have no save game) from Witcher 2, the Baroness 
introduces you to the general, but there is no need—you've already met. You ask 
about Molly and the Baroness says her maid-servant is currently at the home of 
her dear friend, Patricia Vegelbud. 


Rosa var are 
Voorhis seems quite pleased at this and beckons you to ride with them to the = 
races they were setting out for. 


Follow the guard captain inside, to the top of the cellar stairs. When prompted, 
take one of the wooden practice swords, equip it so you aren't striking the JOCKEYING FOR POSITION WITH 


ambassador's daughter with cold steel, and descend to a large practice GENERAL VOORHIS 
chamber below. ` 


L OBJECTIVES: 


ITEM: Quest Item: Wooden Sword 


| OBJECTIVE 


# Agree to accompany them, and you reach the Vegelbuds' residence automatically. 


Rosa var Attre is already waiting to begin the lesson, and a brief display of de Find your own way there, and you reach the Vegelbuds' residence at your own 
sword prowess is needed (you can win or lose, depending on your pride and pace, via a horse ride or Fast Travel. 

conversation choices you wish to make), After the first bout, you explain you're 
here on business other than swordplay. Feel free to embellish your chatter 
with firtacious conversation choices, then ask about Dandelion. Rosa denies а 
relationship; it seems her twin sister may have led Dandelion on after he was 
hired to play the lute. 


Head across the manicured lawns of lavender, to a finely-constructed race 
tribunal for an audience of dozens. Locate the baroness and general, then. 
Speak about the horse racing and the general's knowledge of horses, Before the’ 
conversation gets underway, remember the following: 


** General Voorhis is hoping you'll accept his light-hearted challenge to a horse 
race. If this interests you, be sure you thoroughly quiz him about every one of 
the horses ("know much about the others"), since his hubris allows you to learn 


After a second bout (which may be won or lost), assuming you beat Rosa, she 
asks if you're interested in giving her some private lessons. Answer "gladly" and 
Secondary Quest: Fencing Lessons becomes active in your future. 


which filly is the finest. 
Atthis point, Edna (Rosa's twin) enters the chamber, and explains her mischief- ET O 
making (wooing Dandelion in Rosa's name) and the two start to squabble. mom pre ийи on not racing, ao wich бо ИРИНДИ 


e Or, you can pick any horse from the following list: Cantarella, Nemrod, Chestnut 
(Thunderbolt), and The Zerrikanian bay. They are all similar in their Stamina. 
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Molly 


When the race begins, be sure you use your galloping, Sign befuddlement using 
Aard, and other techniques you've learned during your time in the saddle. Follow 
the marked path around the grounds, and canter to victory! Another rider (who 
is easily passed), Voorhis (who is difficult to beat), or you can win. If you're 
Victorious, Voorhis awards you with a special saddle: 


ITEM: Quest Item: 


avalry Saddle 


When you're ready, talk to Molly, who is sitting on the elevated seating near to 
the Baroness. 


** If Arjan is dead in Witcher 2—the newly-minted Lady la Attard introduces 
herself politely. 

+ If Arjan is alive (or you have no save game) from Witcher 2—the house servant, 
Molly, introduces herself with reverence. 


Molly recognizes you from Dandelion's tall tales. Alas, she has no idea where 
Dandelion is, but mentions his blond-haired "sister." This is strange since he has 
по siblings you're aware of. 


If you already visited all the other contacts, you realize Molly is probably 
speaking about the female troubadour, Callonetta. 


FINDING PRISCILLA: SENTENCED TO AN 
EVENING OF POETRY 


| OBJECTIVE 


DANGER ALERT 


99% 


Ш ац. 


Related Quests: Main Quest: Broken Flowers, Main Quest: Count 
Reuven's Treasure, Secondary Quest: The Gangs of Novigrad, — 
Secondary Quest: Honor Among Thieves, Main Quest: Ciri's Story: 
Visiting Junior, Main Quest: A Favor for Radovid, Main Quest: 

The Play's the Thing, Secondary Quest: Redania's Most Wanted, 
Secondary Quest: An Eye for an Eye, Secondary Quest: Collect ‘em АШ! 

Locations: Bathhouse (Novigrad), Electors’ Square, Whoreson's 
Hideout, Whoreson's Casino, Vilmerius Hospital, Whoreson's 
Arena, Cleaver's Hideout, Putrid Grove. Temerian Partison Hideout 
(Gustfields], Novigrad Bridge (Oxenfurtl, Oxenfurt Chess Club, 
Whoreson's Estate, Oxenfurt Port, HMS Oxenfurt-Tretogor 

Characters: Happen the Eunuch, Francis Bedlam (King of Beggars), 
Carlo “Cleaver” Varese, Sigi Reuven (Sigismund Djikstral, 

Cleaver's Henchdwarf, Card Players, Igor the Hook, Vernon Roche, 
Ves, Roche's Followers, King Radovid V, Redanian Soldiers 

Enemies: Whoreson's Henchmen, Whoreson's Bouncers, Bandits, 
Whoreson's Dealer, Gustav Roene, The Hairy Brothers, Wyvern, 
Endregas, Boris the Bear, Cyprian Willey (Whoreson Junior] 

Recommended Item: 300 Crowns, Axii Delusion Level 3 


|, This quest starts automatically once Main Quest: Broken Flowers concludes. 
| You have a new lead— during her time in Novigrad, Ciri met with a bandit namen 
Whoreson Junior. You need to find him, discover what happened, and hopefully not 
be caught up in the gang wars plaguing this city. 


Return to the Rosemary and Thyme to meet Zoltan. He is training his pet parrot, 
Polly, though you're sure it's an owl, The conversation moves to Dandelion, and 
you mention the mysterious troubadour. Zoltan realizes you mean Priscilla, an 
infatuation of Dandelion's. She plays with a troupe nightly at the Kingfisher Inn. 
You agree to head there at sundown. 


The inn is the imposing brick structure just northeast of the Ubbizi Townhouse. 
You should reach the alley entrance and meditate until sundown before entering, 
Priscilla is tuning up her lute, and takes her place on the stage, singing ballads 
to a mainly appreciative audience. This is an apt description, as the slewing 
bandits during your stay at the Inn at White Orchard, while progressing through 
Main Quest: Lilac and Gooseberries, results in you being recognized. Elza the 
innkeeper stands up and loudly accuses you of murder, The crowd grows 
restless, but you aren't challenged, and Priscilla beckons you over. 


QUEST CONCLUSION: RAISING A RUCKUS 
BUT LEAVING LITTLE TRACE 


It seems Dandelion hasn't spared Priscilla any details about telling her your story, 
but you're here on more important matters than your love life, Priscilla tells you 
Dandelion has planned a heist against an underworld boss named Sigi Reuven, 
but hasn't been seen since, He's definitely crossed Whoreson Junior (the biggest 
metaphorical prick in Novigrad), and another of the four bosses that controls the 
seething underbelly of the city (the others are Carlo "Cleaver" Varese and the 
King of Beggars). As the quest concludes, you decide that finding Whoreson and 
Sigi Reuven are your best options. 


SPOILER ALERT XX 
TERT 


FIRST EVER BARNEY WITH YOUR P-- 
HANGIN’ OUT 


| OBJECTIVES 


Happen the Eu 


Head to the bathhouses in the central part of Novigrad's main city district. Be 
sure you find the entrance underneath the sloping, torch-lit street above you, 

off the small circular park area. After banging on the door, you're told to wait. A 
while later, Eunuch Happen motions you to the dressing room, where you need 
to disrobe. Simply access one of the dressers and deposit your equipment. You 
appear wearing only a towel. Stroll through the bathhouse, optionally listening or 
talking to any of the courtesans along the way. Happen stops by the carved door 
and steam area. Open the door. 


lam. 


Sigi Reuven е 
Beggars 


(Sigismund Oji 


A trio of sweaty men with faces like slapped arses are meeting, with one of them 
(а dwarf named "Cleaver") intent on murdering a man named Whoreson Junior, 
After a less-than pleasant greeting by Cleaver, answer him how you wish, before 
speaking with "Sigi Reuven”, or as you already know him; Sigismund Djikstra. 
Your chat is interrupted by screams from the bathers; assassins have entered 
the bathhouse! 


| OBJECTIVE 


Expect about 10 of 
Whoreson's henchmen 
to storm the bathhouse 
You've grabbed a 
temporary weapon, 

so watch your lack of 
defenses and utilize 
your Signs more than 
normal during this 
combat. Afterward, 
Dijkstra apologizes for his lack of security. Cleaver reckons you might have been 
responsible for the attacks. Answer however you wish, letting the three of them 
know you wish to speak to Whoreson (and hopefully before Cleaver lives up to his 
nickname), You can also speak with Cleaver, who tells you to vist him if you're 
inclined to help his dwarves usurp Whoreson's encroachment into the underworld 
gangs of this city. This begins Secondary Quest: The Gangs of Novigrad. 


NONE OF THIS SWINGING YOUR STEEL 
C--K ABOUT 


You dress, and meet 
Dijkstra in his office 
Reminicing about your 
last encounter (where 
you hobbled him), 
Answer him how you 
wish (apologetic or 
otherwise), then glean 
information about 
Whoreson—Cleaver 
should be left alone in his vendetta against Whoreson, while you discretely delve 
into his operations, Feel free to ask avoiding the war with Whoreson, about 
Dijkstra's past, but mainly about Whoreson's grip on the city: 


* He owns a gambling den; the largest casino in town. It's near the city's wall 
and towers, in The Bits District. 


• He runs an illegal fighting arena in the city's bowels. It's in the sewers 
beneath Gildorf, but you'll have to enter through the Bits. 


* He has a house in Novigrad, too, but he isn't likely to be there. It's located on 
Temple Isle to the north. 


SECONDARY QU 


Locations: Cleaver's Hideout [Novigrad), Whoreson's Casino, 
Whoreson's Arena 

Characters: Carlo “Cleaver” Verese, Cleaver's Henchdwarves 

Enemies: Whoreson’s Thugs 


ТЛ НЕ GANGS OF NOVI 


These are the three locations (and related quests) you must concentrate on 
exploring once the conversation with Dijkstra concludes. However, there is other 
business to attend to; after telling him you're off to look for Whoreson, you can: 


* Ask about Radovid (he isn't in contact with the ruler), and Philippa Eilhart 
(a sorceress who Radovid blinded and who Dijkstra hopes is rotting). 


Speak about Dijkstra's previous occupation as a master spy, and his 
transformation into a master criminal. He tells you they offer similar job perks 
and satisfaction. 


Ask about Dandelion; after some Grade-A sarcasm, he reckons Dandelion is 
dead. Answer him how you wish regarding a possible beef between them, and 
Dijkstra offers a surprising annoyance at the standard of Dandelion's recent 
poetry. After this additional sarcasm, Dijkstra says he has other problems to 
worry about. Problems you might be able to help him with: This allows you to 
begin Main Quest: Count Reuven's Treasure (page 194). 


CLEAVER CLEANED IT OUT 


OBJECTIVES: __ 


Either swim or cross 
the bridge into Temple 
Isle—the northern 
island of Novigrad 
where the ominous 
Eternal Fire temple is 
located. Step to the 
front entrance (the rear 
door is locked) and 
you'll see Cleaver's 
henchdwarves are already guarding the place. Dammit! Step inside to a scene 
of recent chaos, Cleaver has ransacked the place. Stoop down and inspect the 
scattered papers 


Now head up the stairs and use your Witcher Senses to find: 
* Scattered clothing near a wooden bathtub; the dwarves were thorough. 


* Check the forceps and other equipment on the wall. The place has been 
scrubbed clean. 


Up on the attic floor is some minor loot, but the dwarves have taken almost 
everything of value. Talk to any of the dwarves, and expect sharp and brusque 
responses. This has been a dead-end. 


| At this point, Main Quest: бе! Junior continues as your primary Main Quest. 


| However, as you uncover more information on Whoreson Junior, you have the option 
to interact with three infamous characters: 


| 
= Carlo “Cleaver” Varese—Secondary Quest: The Gangs of Novigrad. | 
| 


| * Francis Bedlam— Secondary Quest: Honor Among Thieves (once his spy has been 
| uncovered during Main Quest: Get Junior). 


• Vernon Roche and King Radovid V—Main Quest: A Favor for Radovid. 


This guide flags when these related quests are active, since they run concurrently 
| with Main Quest: Get Junior. They are optional, but should be undertaken as they 


‘appear if you want to complete them. Make sure you click between the objectives in 
| these different quests within your Quest Menu. 


| 


3RAD 


HELPING THE SMALLEST OF THE BIG FOUR 


| OBJECTIVES 


CRITICAL PATH 
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: — ö Lg 
| This quest starts once you visit Cleaver in his headquarters, adjacent to Hierarch Wait! At this point, you may have progressed through Main Quest: Get Junior to а 
Square, and agree to help him in finding Whoreson. If you already visited (and | |} certain point t you: 
ransacked) the casino or arena, or you visited Cleaver, but didn't use his dwarven | | 
henchmen, you don’t receive the back-up during the first part of this quest. However, | | # Already visited and completed your investigation (and fight) of the casino, 
the quest doesn’t fail; simply tell Cleaver you've cleared out the casino and arena | Gleaver's dwarves are only availabe at the arena. 


| already, then ask him for help. The following (optiomal) path pre-supposes you ar лт m {and fight at the arena, 


| 
[Кена е өн кип. ] || Cleavers dwarves are only available near the casino. 
Journey to the Hierarch Square, then locate an | FTT 


unassuming building on the northwestern comer of лнн aro ayaa, 

this area; however, the entrance is difficult to find | те following plan о! айа is shown “ut of order”, and ап example of bringing 
Approach from the south, heading north through Cleavers dwarves into the arena instead of infiltrating it on your own. tls the 

the stone archway, up the steps, and enter by the “violent” plan, and purely optional. | 
leaded windows. 


Choose this option if 
you favor fighting over. 
talking, but also if you 
aren't confident you can 
handle multiple foes on 
your own. 


As you arrive, Cleaver is interrogating a hired thug, 
with predictable results. Then he sits you down at a Core “Cleaver” Varese 
feast table to talk. He's about to send his men to Whoreson's hideouts. 

He wants you to lead his dwarves into these locations, and drag the bastard 
out of his hidey-hole, Agree if you want to continue this quest. Cleaver tells you 
more about: 

‘Afterward, don't forget 


* Whoreson's casino in Gildorf. to retum ю Cover o 


* The arena beneath the Bits, tell him what happened. 
fc 
His lads will be waiting near both locations. Your quest updates with the Do this before you head 
following objectives: Of © most Vernon 
a Roche for the first time. 
Once either (or both) 


OBJECTIVES locations are devoid of 


Whoreson's men, this 
quest concludes. Should 
Main Quest: A Favor for 
Radovid commence, 
and you failed to speak 
to Cleaver for a final 
time (or at all), this quest fails once you emerge from the Oxenfurt chess club. 


If you want the help of Cleaver's dwarves during your investigations of the casino 
and/or the arena, check your mini-map. Run to the indicated location (usually 
close to the objective), where a group of Cleaver's henchdwarves are waiting 
your orders. Tell them to come with you and the objective updates. 


ITEMS: Casino Reward: Sword: hrad, 


Now, when you head into either of Whoreson's locations, you forgo any Arena Reward: Armor: Freya's Warriors’ Armor 
conversations and “investigations,” and simply charge in with your dwarven 
friends providing additional back-up. 


CASINO: LET'S MAKE A DEAL ‘© Threaten them. This turns into violence, and means your entire investigation 


hed of the casino occurs using your steel sword rather than subtlety. 
j OBJECTIVE • (200 crowns) Bribe them with a bag full of money. This works, unsurprisingly. 
• (Ахї Delusion Level 3) Flummox them into letting you in, and wishing you luck. 


There are two main ways you can complete this objective: 


| > Реасе and Prosperity: You сап use сиппїп and Gwent-playing prowess, and be 


pee anag eaa an AM careful during conversation choices not to arouse suspicion. If you win a round 
may be undertaking Secondary Quest: The Gangs of Novigrad, 

| sve met а ed e EE NE арй, | CETT TOI C acto ГАБ ЕДЩ 
Whoreson's men as possible, you can plan an attack with some back-up, as one of | n. 
| the “Vulgar Violenace” options (see below). 


Vulgar Violence: You can simply use combat to solve your problems, either with 
Cleaver's dwarves backing you up, or on your own after making an aggressive 


Your next port of call conversation choice. This leads to a pitched battle throughout the casino with 
is the underground Whoreson's men. 

gambling den Whoreson 

ls running in the PEACE AND PROSPERITY: ON THE CARDS 


dilapidated Gildorf 
District, over on the 
eastern side of the city. 
The entrance is guarded 
by two of Whoreson's 
bouncers. Talk to these Assuming you didn't start a fight already (if you did, we'll get to that in a bit), 
tattooed clowns, who tell you this is an invite-only establishment. You can: the patrons aren't particularly friendly, while Whoreson's henchmen aren't talking 
to the likes of you. The dealer at the front desk is also evasive—don't ask for 
Whoreson, or the situation turns violent. Instead, head up the stairs, past the 
Strumpet and peasants, then sit down with a card player. 


| OBJECTIVE 


* Make a deal: They laugh at you, and prevent you from entering the casino. 


Pull up a bench 
opposite any of the 
players waiting for a 
Gwent opponent. 


* One of the players 
tells you this is a 
high stakes game 


* One of the players 
tells you he doesn't 
play with plebs. 


* One of the players doesn't ike Witchers 


Do not, under any circumstances, tell them you're here to see the owner, 
mention Whoreson, or be impolite (or the situation turns violent). Be respectful 
during conversation choices, and when the opportunity presents itself, start a 
game of Gwent with the player. Now all you need to do is win! Beat two of the 
players once; emerge victorious in both games of Gwent. 


W WII SON PH ECARDS 
Not mastered this ancient dwarven card game? Then consult the Gwent tactics 

оп page 92. Remember that you can win some rare cards and monies from each 
‘opponent, and hone your Gwent game, making this the preferred course of action 
This, in tur, helps you in your Gwent Secondary Quest: Collect ‘em All! (page 486). 


Once all three players have been bettered (and you 
can try to beat them as many times as it takes to 
win), Whoreson's dealer steps in and asks if you're 
interested їп a special high stakes game upstairs. 
Hmmm... unless you're mistaken, this looks like 
an interrogation room. It seems Whoreson is on to 
you, no matter how non-violent you were! Instead 
of being tortured, you must now resort to savage 
swordplay and vanquish every enemy throughout 
this casino! A Vulgar Violent outcome is imminent! 


Whoreson's Dealer 


VULGAR VIOLENCE: SHORT ODDS 


| OBJECTIVES: 


Visiting Whoreson's casino ends in combat no matter how careful or respectful 
you try to be. Prepare for battle when one of the following activities occur: 


# You visit Cleaver (Main Quest: The Gangs of Novigrad), agree to slay every one of 
Whoreson's men, meet up with a group of dwarves prior to visiting the casino, 
and launch an all-out strike at this establishment without worrying about a game 
of Gwent. Attack! 


# You speak to the bouncers, dealer, or any player outside or inside this gambling 
Чеп, and mention you want to speak to Whoreson. This causes suspicion, and 
you're deemed a threat. Fight! 


# You manage to complete three games of Gwent, you're taken upstairs, and 
instead of a high stakes Gwent game, Whoreson's thugs try to torture you. 
Big mistake! Slaughtering time! 


Locations: Putrid Grove [Novigrad) 
Characters: Francis Bedlam, King of Beggars 


BEGGARS’ BELIEF 


OBJECTIVE 


You will face about 12 opponents (Whoreson's men, bandits, and bouncers) during — | 
|| this attack; three on the ground for, six on the Gwent game floor, and three in the 
` upstairs interrogation room. Expect a much easier fight with Cleaver's dwarves 


{bring you up fout ess reared as hen are ever kl 
— — ——— e — 


CASINO CONCLUSION: RICO THE SQUEALER 


| OBJECTIVES 


Once the massacre is over, return to the top-floor interrogation room, and locate. 
the bound halfling with serious facial contusions. After some attemps at wit, Rico 
tells you he was mistaken for one of Bedlam's moles. He's learned Whoreson is 
working with the Redanians. At the end of the chat, choose to let Rico go. Even 
though you may not trust him, Rico is an ally of Bedlam (the King of Beggars), 
and he tells you to visit him for a reward after you cut Rico's bonds, This begins 
Secondary Quest: Honor Among Thieves. Main Quest: Get Junior continues. 


Before starting this new quest, head back to the Bathhouse, and visit Dijkstra 
in his library office. There's a wealth of conversation options here (about your 
investigation progression, Dijkstra's own contact with Radovid, and chats about 
Radovid plucking the eyes out of the sorceress Philippa Eilhart), but tell him that 
Junior is working with the Redanians. Answer how you wish, You ask Dijkstra if 
he has a contact among the Redanians. He doesn't, but you do! Remember the 
former commander of the Blue Stripes? Vernon Roche! He's holed up in a camp 
near Oxenfurt. 


At this point, you have multiple objectives to be completed in any order, You can: 
| © Continue Main Quest: Get Junior and visit the arena, 
* Continue Main Quest: Get Junior and visit Vernon Roche. 


| 
* Continue Secondary Quest: The Gangs of Novigrad, visit Cleaver, and claim your — | 
reward (see above). | 


|) © Start and conclude Secondary Quest: Honor Among Thieves and visit 
Francis Bedlam, King of Beggars. 


This quest starts only after you free Rico the Halfling from Whoreson’s casino. 


IORESON'S HENCHMEN: ACTIVI 


Beware! Expect to fight at least eight of Whoreson's thugs as you cross the city, from 
this point onward. 


CRITICAL PATH 
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‘Trek across Novigrad, moving to the hideout of Francis Bedlam, which is at the Putrid Grove where you first met Triss during Main Quest: 
Pyres of Novigrad. Knock at the door and inform the sentry that you're here to see Bedlam (or enter via the sewers). Enter his residence, 
‘and speak to Francis, telling him his halfling sang like a Swallow. However, the little fellow is still alive, and the promised reward is 


handed over as this quest concludes. 


ITEMS: Quest Items: Mastercrafted Silver Swore 
Cidarian Gamberson, Cured Leather [5] 


| You may be undertaking Secondary Quest: The Gangs of Novigrad, at this point. 

| you've met Cleaver at his hideout, and agreed to help the dwarves slay as many of 
Whoreson's men as possible, you can plan an attack with some back-up, as one of 
the “Senseless Slaughter" options (see next page). 


Your next area of 
investigation is 

the subterranean 
sewer section in the 
Bits district, which 
Whoreson Junior has 
turned into an illegal 
fighting arena, Head to 
the northeastern part 
of the city. The gated 
entrance is guarded by two of Whoreson's bouncers. Speak to these inked idiots, 
who aren't about to let the likes of you in here. You can: 


(100 Crowns) Bribe them with a bag full of money. This works, unsurprisingly. 


(Axli Delusion Level 3) Flummox them into letting you in, telling them you're 
here to fight. 


(Invitation Wander The Bits District, looking for a poor fellow in this 
impoverished slum being set upon by thugs. Expect the fracas in the area 
close to the arena entrance, and the Vilmerius Hospital, Loot the corpse of 
this victim—a man named Zdenek, who you may remember from previous 
adventures—and show this invitation to the bouncers. 


Threaten them. This turns into violence, and means your entire investigation 
of the arena occurs using your steel sword rather than subtlety. 


There are two main ways you can complete this objective: 


> Arena Agitator—You can speak to the man in charge of the arena; Igor (also 
‘known as Hook). Then you can face a variety of opponents in combat for prestige 
and coin, before concluding your investigation. 


> Senseless Slaughter—You can simply use combat to solve your problems, 
either with Cleaver's dwarves backing you up, or on your own. 


ARENA AGITATOR: A MURDEROUS MUTANT! 


Descend the sewer steps, through two gates, and listen to the henchmen talking 
about the proposed fights scheduled in the arena. Head south, passing some 
fisstech addicts, then head east passing a locked gate on your left, passing 
guards and gaining an audience with Igor himself. You tell him you need work; 
perhaps as protection. Igor seems interested. 


Francis Bedlam, 
King of Boggars 


D) 


Don't mention Whoreson's name, but otherwise 
answer however you wish. He wants to test your 
mettle. Survive three bouts in the arena, and you'll 
be put to work. Agree to this. You have time to 
prepare after agreeing 


Igor the "Hook 


* MEDITATION"AND: 


PA 


ION 


Feel free to prepare and meditate for a number of (sanctioned) fights to come, 
before visiting Igor himself. 


You appear in the arena (and there is no escape). Igor whips up the crowd with 
talk of your murderous nature, and then introduces your opponent(s): 


Bout #1: Gustav Roene: A hardy man, but with little combat prowess, You can: 
de Swiftly kill him. The crowd goes wild. 


d* Spare him as he has three children. The crowd isn't happy, but Gustav is; 
he helps you during all the subsequent bouts! 


Bout #2: The Hairy Brothers: Two Skelligers who are double the trouble. 
Although you may yell at the last remaining brother to yield, he is too proud, and 
must be slain. The crowd goes apopleptic with bloodlust! 


Bout 43: A Wyvern appears, and must be brought down to earth with a thug 
(and possibly a Sign or crossbow bolt). Dodge, weave, and watch that breath! 
The mob is freaking out! 


Bout $4: Wait, wasn't this three rounds? Well, you're tested with a pair of 
Endrega. Consult the Bestiary chapter of this guide if slaying these terrible 
Insects is beyond your competence. 


Bout #5: Boris! A large 
lumbering bloodthirsty 
bear pads out to maul 
you. Return the favor, 
and expect a protracted 
combat. End him, and 
you conclude your 
career as a pit fighter. 


As the applause dies 
down, a figure appears 
оп the balcony above. He introduces himself as 
Cyprian Willey, known to most as Whoreson Junior. 
Answer as you wish. Whoreson is about to leave 
when Igor comes running into the arena. Cleaver's 
dwarves are in the tunnels! Whoreson orders all of 
them killed. Along with you! Instead of a peaceful 
solution, you must now resort to brutal bloodshed 
and slay every enemy throughout this sewer! 

A Senseless Slaughter is inevitable! 


Cyprian Willey 


SENSELESS SLAUGHTER: A MASSACRING MUTANT! 


| OBJECTIVE 


Exploring Whoreson's 
arena ends in combat 
по matter how careful 
or respectful you try 
to be. Prepare for 
battle when one. 

of the following 
activities occur: 


Access your Inventory menu and read the letter; it tells of King Radovid's 
displeasure at Whoreson for not ridding Novigrad of the other members of the 
"Big Four" (Dijkstra, Cleaver, and Bedlam). It is signed "M." This knowledge 
should definitely interest Dijkstra, so return to the Bathhouse, and visit Dijkstra 
in his library office. There's а wealth of conversation options here (about your 


# You visit Cleaver 


(Main Quest: The investigation progression, Dijkstra's own contact with Radovid, and chats about 
Gangs of Novigrad), agree to slay every one of Whoreson's men, meet up with s — Radovid plucking the eyes out of the sorceress Philippa Eilhart), but tell him 
group of dwarves prior to visiting the arena, and launch an all-out strike into the that Junior is working with the Redanians. Answer however you wish. 

sewers without worrying about a brief career as a pit fighter. Charge! You ask Dijkstra if he has a contact among the Redanians. He doesn't, but you 


do! Remember the former commander of the Blue Stripes? Vernon Roche! 


# You speak to Igor and mention the name of Whoreson. This causes suspicion, He holed ip йар ГӨШ ОП 


and you're deemed a threat. Let battle commence! 


# You manage to complete all bouts of arena combat, after which Cleaver's dwarves | - 
arrive anyway, no matter what your previous choices. Whoreson's е — 
thugs turn on you. Big mistake! Dismembering time! | At this point, you multiple objectives to be completed in any order. You can: 
* Continue Main Quest: Get Junior and visit the casino. | 
* Continue Main Quest: Get Junior and visit Vernon Roche. | 


Expect around 16 opponents (Whoreson's henchmen, bandits, and bouncers) during * Continue Secondary Quest: The Gangs of Novigrad, visit Cleaver, and claim 
J| this attack; six on the arena corridor level and the rest upstairs where you met Igor. | your reward, { 
| Expect a much easier fight with Cleaver's dwarves backing you up (but less XP. | Start and conclude Secondary Quest: Honor Among Thieves and visit Francis. { 
[ rewarded as there are fewer kills). | Bedlam, King of Beggars. 


VERNON ROCHE: TEMERIA'S LAST HOPE 


E OBJECTIVE 


| OBJECTIVES: 


Tear through the assembled thugs, including Igor. When everyone not under five 
foot tall s dead, begin a reconnoiter of the area. Begin by finding the corpse 

of Igor, near his throne to the west of the arena balcony, and search it. You're 
looking for a key. 


— nM 
| This objective begins once you either complete your investigation of the casino, ог. 
the arena, or both. 

Approach the chair Igor sat on, and unlock the small chest on the side table. 
Aside from a gold ring, there's a message in here. Access your Inventory menu 
and read it 


ITEMS: Quest Items: Key to the Novigrad Arena, Message from Igor 


| OBJECTIVES: wW 

Hortensio 

Time to leave Novigrad; 

summon Roach and 

gallop southeast toward 
The message tells of Oxenturt. In the rolling 
a hidden lock box with hills and scattered E 
valuables inside it woodland just north z 
Fortunately, the route of this second city, is 3 
to find it —down the a rocky gorge. This is g 
corridor leading from the Temerian Partison E 


Hideout, where two old 
friends are ready to be reacquainted with. Speak to the guard named Hortensio. 
You can: 


the upper level toward 
the arena, turning so 
your back is to the 
grating and then looking 
to the wall opposite you—is easy to follow. Turn from the throne and head west — - 
down the tunnel. Turn right (north) through the arch grating. Turn right again # (Axii Delusion Level 2) Flummox Hortensio into letting you into the camp. 
(east) and run down the sloping tunnel, which curves to the right (south). Then SISE FETE 7 
turn left (east) and locate the scraping on the ground of the alcove along the far 
wall. This signifies a secret door. The wall torch to open it is on the wall, just right 
of you (left of the rubble pile). Light and interact with it. Step through the wall 
opening, and gather the following from the secret stash: Ves strides in to talk to Vernon about saving some fleeing villagers, but Roche's 
threadbare army is stretched too thin to help. Ves sees you, rolls her eyes, and 
ysterious Letter leaves. Speak to Roche, asking what he is up to, and how he wound up here, but 
тоге importantly, tell him you're looking for Whoreson. You tell him he counts 
Radovid as an ally, as does the man you seek. As luck would have it, Roche is on 
his way to meet a Redanian contact. He agrees to bring you with him. 


# Have а slightly tense chat about hornbills, after which Vernon waves you in. 


# (Witcher 2 Save Game or conversation with General Voorhis during Main Quest: 
Imperial Audience; if you sided with lorveth in Witcher 2): Hortensio challenges 
you to а fistfight, after which you're let in. 
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KING TAKES PAWN 


OBJECTIVE 


Leave the rag-tag band of Roche's followers, and 
gallop south across the fields of hay, and across the 
eastern bridge (confusingly known as Novigrad Gate, 
despite being in Oxenfurt!), slowing to a canter as 
you spot Roche on the other side. Get off your horse, 
and tell him "let's go." Dismount and follow Roche. 
You're heading roughly south, passing numerous 
Redanian guards. In fact, there's a large number of 
them, as well as witch hunters. Something isn't right. 


King Radovid V 


It seems the club has been graced with the presence of King Radovid himself. 

He professes not to be a fan of the game, as it doesn't mirror real life. He asks 
you why he plays chess. Answer him however you wish as the question is mostly 
rhetorical. He bids you sit with him while he strains his metaphors and shows his 
madness. Answer as you like (regarding your understanding of what he speaks 
about). Radovid tells you a hidden truth; that a monarch is always surrounded by 
fools, Answer again, then Roche interrupts you by telling the king you're about to 
explain why you're here. Tell him you're looking for Whoreson. 


The king is surprisingly 
helpful, letting you know 
he's placed Whoreson 
in an Oxenfurt mansion. 
To enter, you must tell 
the guards you've come 
about the new whores. 
"Fresh women" аге 
constantly being sent 
there, and aren't treated 


well, apparently. When you ask why this information was so easy to come by, 
the king tells you he expects a favor from you in return. You will be contacted in 
due course. This occurs as the last of these sister quests. Once outside, you both 
remark on Radovid's descent into madness. Then Roche requests you return to 
his camp at some point; he has a terrible problem with Ves and needs someone 
to talk some sense into her. 


Return to the Kíng in Main Quest: А Favor for Radovid (page 193). 
| Return to Vernon Roche and help with Ves in Secondary Quest: An Eye for an Eye 


| (page 212). 


SQUEALING LIKE SOWS BEING SLAUGHTERED 


| OBJECTIVES 


QUESTING DECISIC FAILURE! 


‘At this point, Main Quest: Gangs of Novigrad will fail И you haven't spoken to Cleaver 
‘or helped him slay Whoreson's men back in Novigrad. 


‘Arguably the largest walled structure in all of Oxenfurt, Whoreson's estate 
features a stone wall too high to hop over, and an entrance on the western side 
of the compound that is guarded by a couple of henchmen, 


# The conversation usually turns violent if you slayed the enemies within the casino 
and arena, earlier in this quest. 


# M you didn't kill anyone (fleeing, or leaving the dwarves to slay everyone), 
the conversation turns to the topic of “fresh girls" for Whoreson. 


VIOLENCE: THE CACOPHONOUS KILLER 


If the situation tums 
violent. Quickly slay 
both guards, hopefully 
without attracting any 
Redanian soldiers into 
the fray. Then inspect 
one of the henchman 
corpses for a key. Use 
it on the large arched 
door they were stood in 
front of. 


ITEM: Quest Item: Key to Whoreson Junior's Estate 


Enter the estate grounds, immediately confronting a dozen of Whoreson's 
henchmen in a variety of locations; slice them by the stone steps. Pummel 
them around a central fountain. Decapitate a couple near the workshop; make a 
thorough sweep outside, and don't rest until the cobblestones are stained with 
their blood. Then enter the main mansion structure. Use the entrance near the 
fountain, or around the back at the tradesman's entrance. Expect a further four 
foes (two per room) as you invade the ground floor of the structure. Kill them all! 


SILENCE: THE SNEAKING ASSASSIN 


With your ruse believed, 
the bouncers at the gate. 
point you to a secret 
passage close to the 
perimeter of the estate 
Descend the ladder, into 
a narrow sewer tunnel, 
and maneuver right, 
then left to a cave-like 
area and search out a 
brick wall that looks unstable. Blast it with Aard, allowing you to enter the cellar 
of Whoreson's mansion. Expect to Kill four foes as you head upstairs, and invade 
the ground floor of the structure. Kill any you wish, and optionally head outside 
for a more protracted battle 


LIVING DOWN TO HIS NAME 


| OBJECTIVE 


An 


Cyprian Willey 
(Whoroson Junior) 


Look for a set of stairs in the northwestern room of the mansion that leads 
up (east) to some grim findings on the upper floor. Use your Witcher Senses if 
you wish, and examine a horrific act this degenerate inflicted on a woman of 
Oxenfurt. Then open the bathroom door. 


You catch Whoreson with his pants down (literally). The corpses of tortured 
prostitutes are strewn about the chamber like discarded clothing. It takes a 
single punch to put Whoreson on his back. After some vicious pummeling, 
Whoreson pleads for you to stop. Tell him you're here to Kill or talk to him 
There's more pleading. Eventually, he agrees to tell you about Ciri and Dandelion, 
who apparently came to him looking for help in repairing a phylactery. 

He obliged, and in return, they were to steal Reuven's treasure. When they failed 
to return, he flew off the handle, kidnapped their Doppler (Dudu), and kept the 
phylactery, which is on a nearby table. Main Quest: Get Junior temporarily stops. 


Locations: Temple Isle District, Whoreson's Casino [Novigrad] 
Characters: Ciri, Dandelion, Dudu 
Enemies: Whoreson Junior, Whoreson's Henchmen 


DUDU 


| 


This quest 


Cirilla 


RESCUE 


starts automatically once you interrogate Whoreson Junior, 


ت — ل 


Dudu 


A few weeks earlier, on a stormy night in Novigrad, Ciri and Dandelion are 
attempting to free Dudu from Whoreson's clutches. You are Ciri. Answer 
Is you wish. 


Dandelion a: 


pleads for hi 


© Kili him. This has an effect on Act II: Main Quest: Payback, and you can speak to Dudu about your actions then 


END: GOT JUNIOR 


Ask Whoreson what happened to Ciri (and Dudu); he has no idea about the latter, but Ciri escaped. Whoreson 


is life. You can: 


(page 261). 


> Let him live, and incur the wrath of the other Big Four. This has an effect on Act IIl: Main Quest: Payback, and 


you can speak to Whoreson then (also page 261). 


Main Quest: 


Get Junior now concludes. 


Locations: Oxenfurt Port, HMS Oxenfurt-Tretogor 
Characters: Redanian Soldiers, King Radovid V 


Enemies: 


None 


A CONTRACT FROM THE МАСЕ MURDERER 


This quest. 


starts automatically after Main Quest: Get Junior concludes. 


ee 


Then climb the adjacent 
ladder, the wooden 
scaffolding, and pull 
yourself onto the roof, 
Head roughly southeast, 
dropping down onto 

the balcony, and 
opening the nearby 
window. You're about 

to enter Whoreson's 
Casino building. 


Whoreson is busy torturing Dudu, and doesn't see you drop in unannounced. 
After some rather foul language in front of a lady, he charges at you with sword 
drawn. Fight back with your magic and swordplay, using your enhanced dodging, 
and parry like your life depends on it. He periodically shouts at you regarding 
Reuven's treasure. Continue to whittle his health down. 


END: FLEEING WITHOUT A PHYLACTERY 


| OBJECTIVE: 


You incapacitate Whoreson, but his men are on the way. You hatch a plan 
with Dudu. Three henchmen enter. None must leave. Slay all of them, then find 
the door to the stairs down to the balcony area of the casino. Make short work 
of four more foes. Then descend to the casino entrance level, and introduce 
your weapon to another four henchmen. Then leave the premises to conclude 
the quest. 


Leave Whoreson’s estate via the entrance you entered, and you're stopped in the 
street by some heavily-armored Redanian soldiers. It seems Radovid requires 
your presence at once. There's no point in stalling; you're taken across town to 
the HMS Oxenfurt-Tretogor, an impressive galleon. You leave your weapons and 
must stroll across the deck, following the guard. 


CRITICAL PATH 


Radovid is waiting. Speak to the sunken-eyed weasel of a ruler. He isn't one to 
mince words; he wants the sorceress Philippa Elhart found. He ordered her eyes 
gouged out, but this apparently hasn't dissuaded her troublemaking and recent 
escape. He wants her alive, and brought to him. He no longer trusts the Lodge of 
Sorceresses. You can answer however you wish, but the results are the same; 
travel into the mountains and find her. 


| 
| 


At this point, Secondary Quest: Redania's Most Wanted begins. Simply 214), All 
that remains is to head to the Kingfisher Inn (off Hierarch Square), locate Priscilla 
in her bedroom, and tell her what you learned about Dandelion and Dudu, This. 
quest now concludes. 
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Related Quests: Main Quest: Get Junior, Main Quest: The Plays 
the Thing 

Locations: Dikjstra's Bathhouse (Novigrad), Novigrad Sewers, 
Henckel's Townhouse, Shrine to the Eternal Fire, 
Witch Hunter Barracks Outpost 

Characters: Sigismund Dijkstra, Bart, Fonce, Happen the Eunuch, 
Triss Merigold, Yamurlak, Priscilla 

Enemies: Drowners, Witch Hunters, Witch Hunter Torturer, 
Kurt (Witch Hunter Leader], Commander Caleb Menge 

Recommended Item: Axii Delusion Level 2 


| This Quest only becomes accessible once you start Main Quest: Get Junior 
(page 186), visit Sigismund Dijkstra's Bathhouse іп Novigrad, fight otf Whoreson’s | 


| henchmen, and gather information regarding Whoreson afterward. 
SHOW AND TELL DOWN THE WELL 


| OBJECTIVES 


Sip! Reuven 


(Sigismund Ojikstra 


After the bathhouse fracas, and you've dressed 

and met Dijkstra to glean information regarding 
Whoreson from him. Now ask about Dandelion 
After some Grade-A sarcasm, he reckons Dandelion 
is dead. Answer him as you wish regarding а 
possible beef between them, and Dijkstra offers a 
surprising annoyance at the standard of Dandelion's 
recent poetry. After this additional sarcasm, Dijkstra 
says he has other problems to worry about, Problems you might be able to 

help him with. Ask him what he needs (or mention payment, leading to a short 
conversation about you helping the Emhyr), and he walks you to the pillared 
bathhouse chamber, and inserts a key into one of the columns, Water drains from 
the central well. 


the Rock Troll 


A secret ladder and passage down into the sewers beneath the bathhouse is 
revealed. Climb down the ladder, keeping your sword sheathed (or Dijkstra 
orders you to put it away), and follow him along the dank brick corridors... to а 
rock troll named Bart, who is banging its head against a sewer wall. Ask about 
Dijkstra's troll (he won it in a card game), then concentrate on the hole in the 
wall leading to the fast-moving effluent tunnel. Beyond it is Dijkstra's vault, 
Which was filled with countless valuables, until someone made off with most 
of it. Agree to help and ask about: 


» Witnesses (none other than Bart and the thieves, and the bathhouse didn't 
report any incidents on the day of the robbery) 


* The approximate value (Dijkstra doesn't immediately tell you, but after 
you insist, he rattles off a list of valuables that could pay for a small 
invasion force). 


* The hole in the wall; Bart attempts to explain (*boom" referring to explosion 
that blew open the hole in the wall, and "bad mushrooms" referring to pops 
mold with its toxic spores that grow in the sewers, They knocked the troll out 
and would kill most others). 


Now ask about who he used to track the thieves down. He mentions а 
lummox named Fonce—they both took an antidote to the mushroom poison, 
and explored the tunnels until Fonce vomited up the antidote and lost his 
protection, dying in the process. As he was dragging the body out, Dijkstra 
saw something monstrous in the poison mists, but can't elaborate further 
(though he can insult you some more). Now start your sewer exploration, 
taking the remaining antidotes from Dijkstra before you go. 


ITEM: Quest Item: Pops’ Mold Antidote (3) 


Г 4 A'SWIG'BEFORETTHESEWER TOL 


This antidote is critical to surviving the sewer exploration. Take this when you're 
close to the mold spore clouds. I lasts for 360 seconds. 


EVEN WORSE-SMELLING THAN NORMAL 


E OBJECTIVES: 


After optionally 
speaking to Bart and 
gathering almost по 
useful information from 
the rock troll (aside 

from the fact it heard a. 
hissing noise from the 
wall while it was taking 
a “turdy dump”), begin 
your Witcher Sense 
inspection of the scenery: 


‘© The blast in the wall indicates it was blown open from the inside. 
The bathhouse drain pipes converge at this point. 


* Step through the blasted wall into the sewer tunnel and search the initial 
chamber. There is a grate, and bits of pipe clear across the chamber—it was. 
а powerful blast. Perhaps a bomb, and not a spell? The objective updates 
when you find both these clues. 


Г 4 CHEC 'OUR"MINI*MAP 


The current objective now appears on your mini-map; follow itt 


Now head to the open grating (east), and take one of the Pops’ Mold Antidotes 
to continue. 


* There are three pipe gratings on the outside curve of the tunnel (to your right) 


Further down the tunnel, prepare to slice apart a drowner lurking in the poison 
mists. Close by is an easily-overlooked emerald ring. Evidence that the thieves. 
used this tunnel to escape. Continue down the tunnel to a connecting chamber. 
Slice two more drowners apart, then examine a corpse. This is Fonce, the thug 
Dijkstra hired. Follow the current and tackle two more drowners ahead. 


Continue through an open gate into a large, wooden-walled storage chamber 
with a couple more drowners, and steps up to a balcony. There's no need to 
ascend. Check the iron gate to the west (along the sewer current) to find part of 
a silver cylinder with runes etched into it. A bomb part? Just beyond the gate is 
an exit to the canals of Novigrad (where the thieves probably loaded their loot 
onto a barge). 


Happen the Еш 


Your objective updates; retrace your steps through the poison mist, back into 
the cellars and pass Bart, then climb the ladder up into the columned bathhouse 
room. Now, maneuver your way through the bathhouse to Dijkstra's library office. 


Tell him you're done investigating. You show him the bomb fragments, and 
inform him of the ingredients you smelled. Answer however you wish. After some 
talk about chemical reactions and sugar, tell him the bomb was found inside 

the pipe, and in pieces. You both deduce someone flushed the bomb down 

from a bathhouse роо! inside this building. Use your Witcher Senses to uncover 
the following 


* There is a film of oil on top of one of the pools, southeast of your starting 
location, On the pool step opposite the oil is a silver lid matching the cylinder 
base you found. You summon Dijkstra. 


Dijkstra tells Happen (his eunuch) to drain the pool. Ask about Happen's loyalty 
if you wish (itis beyond question), then inspect the pool. The grate has been 
removed. Happen rattles off the names of those who used the pool on the day 
of the explosion: Margrave Henckel? Impossible! He's been dead a year! Time to 
search his home, and pronto! 


PARDON MY BEAUCLAIROISE, BUT WHO 
F--KING NICKED MY GOLD? 


| OBJECTIVES 


Head out of the 
Bathhouse and into the 
Town Square, then head 
west toward the Golden 
Sturgeon. Henckel's 
townhouse is across 

the street from it, 
although it looks rather 
run-down. "Knock" on 
the door using Aard and 
step through the splinters, to the residence where you can easily spot footprints 
leading upstairs, and onto a landing. Check the table nearby for some wine and 
an odd note, It contains а riddle to read. 


ITEM: Quest Items: Bottle of Wine, Mysterious Note 


| OBJECTIVES 


Adjacent there is a small room stocked with wine. You reckon the number of “your 
birth year" may refer to Dandelion or Ciri. Examine the wines belonging to the years 
1251-1254. You place the bottle in the open slot for 1251 and there's a satisfying 
click in the room next to you. The door the footprints lead to is now open. 


Inside this secret room (where Dandelion probably planned the heist) is the 
following to inspect using your Witcher Senses: 


» Clues suggesting the bomb was created in this room. 
* Instructions on how to build a bomb, signed by “Kalkstein.” 
* Some spilled wyvern oil. 


• A chest at the foot of a bed, with a letter from Dudu on it. You read it. It is 
addressed to Ciri and tells of Commander Menge seizing the treasure and 
taking Dandelion. 


ITEM: Quest Item: Letter from Dudu 


You hear footsteps from downstairs. Time to investigate 


Triss Merigold 


You're surprised to see Dijkstra and Triss Merigold. She's been called upon to 
provide help deciphering the rune on the bomb. Tell Dijkstra all signs point to 
Commander of the Temple Guard; Caleb Menge (though you can ask about him 
trusting you first. During this conversation, you can attempt a lie (that Henckel 
is still alive and orchestrated the heist with Menge), but Dijkstra doesn't believe 
you, and Triss steps in to further your commitment to completing this task, It is 
agreed to pay Menge a visit at the docks, and find out where Dijkstra's gold is 
being held. 


You can also tell Dijkstra that you and Triss were together, but this is in the past 
(and the less romantic choice compared to telling Dijkstra he's using you both). 
After straying from the topic (talking about your relationship with Triss), you both 
focus on the task at hand. But this isn’t simply about finding the gold; it's about 
finding Dandelion. Triss tells you to meet her at the Eternal Fire shrine (east of 
the harbor) around midnight. You'll infiltrate the witch hunter barracks from there. 


KEEPING YOUR COOL, OR TESTING 
YOUR METTLE 


IBJECTIVE 


Move roughly southward 
from Henckel's 
townhouse, crossing the 
canal and heading to the 
brothel district, just east 
of the docks. Locate 

the shrine to the Eternal 
Fire (as shown), and 
meditate until midnight. 
Triss arrives, telling you 
the barracks is a fortress, and sneaking in would be impossible. Fighting into the 
structure would cause Menge to easily flee, so a more cunning plan is needed. 
Cuff Triss with her shackles (opt for а flirty response if you wish). The plan is to 
present her as a prisoner to Menge personally. Agree to this, and personally thank 
Triss if you want to make her blush. 


You automatically arrive at the Witch Hunter Barracks, where your captive quickly 
draws a crowd of Menge's men. The men immediately want to remove Triss from 
your vicinity, You can: 


Stay calm, and request an audience with Menge (telling the witch hunter leader 
you have knowledge regarding Philippa Eilhart's whereabouts). Make sure all. 
your conversation responses are measured and don't insult the foes. You're able 
to gain entry into the building with the Leader and Triss. Consult the section 
marked “Infiltration”, below. 
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Tell the men they aren't about to "do any ripping," or make any other 
conversation choice that seems more insulting or hints at violence, and you 
blow Triss' plans completely. A massive fight breaks out and all foes must be 
vanquished. Consult the section marked “Eradication,” 


Itis imperative that you don’t attack Menge and his witch hunters И you wish to 
help Dijkstra obtain his lost loot. If you manage to keep your cool, Dijkstra becomes. 
available during Main Quest: Brothers in Arms; Novigrad (page 244), to request help. 
for the Battle of Kaer Morhen, so this is an important decision to таке! 
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INFILTRATION: NAILED IT 


OBJECTIVE: | 


You're led up the central stairs of this outpost. 

Stray too far from Triss, and you're warned to keep 
up. Ignore this, and the witch hunters turn hostile 
(leading to the “Eradication” solution), Triss is 
handed off to a torturer, who reckons losing a few 
fingernails might loosen Triss’ tongue (before it's cut 
off), Answer with: 


+ "Fine, take her.” Or, 


# "Fine, but no torturing,” (which raises the suspicion of the hunter; answer 
callously or use Axii Level 2 so your cover isn't blown). 


TRIPPING UP TO S, 


TRISS 


Throughout this infiltration, you have numerous chances to save Triss, and give the 
game away that you're not here to provide information on the whereabouts of more 
sorceresses, Choose any conversation answer other than the ones listed here, and 
the witch hunters grow too suspicious, your cover is blown, and the “Eradication” 
plan must be completed instead. 


While Triss begins her torture, you're ordered to sit down with Menge. He offers 
you a drink (interestingly, the goblet is silver; he's making sure you're not a 
doppler), Answer with: 


# “Why not” 


Menge shoos away Kurt the witch hunter leader, and the conversation turns to 
testing you regarding the wine and goblet. You can elongate the conversation if 
you wish, but don't ask to release Triss. Answer with: 


# "Your hunters are torturing Triss, but haven't been paid." 


The muffled sounds of fingernail extraction can be heard as Menge tests your 
‘mettle, Hold firm! He's impressed you turned in your lover. Answer with: 


# “Witchers do anything for gold” or “Triss betrayed me first." 


This pushes the conversation forward more quickly. Be sure you listen for 
Triss biting the torturer, after which she's gagged. Menge is surprised at your 
callousness; perhaps you can make a deal after all. He asks about Philippa. 
Make sure you don't choose “I'm looking for this treasure,” and instead, 
‘answer with: 


+ "Free my friend Dandelion.” 


Menge refuses as he has a magnificent execution planned for him. In his hubris, 
he lets slip that Dandelion is being held in the dungeons beneath Temple Isle. 
Menge stands, drops a couple of notes into a fire, and wants to check in on Triss. 
He finds Kurt and the torturer dead. Triss advances while paralyzing him with 

a spell conjured from her bloodied hand. After stabbing him in the throat, she 
lets Menge fall dead on the torture room floor. Speak with her, telling her about 
Dandelion's location. 


You can tell her Menge burned some papers, but it is too late to salvage them. 
You can acquire whether necromancy is worth trying, but Triss doesn't practice 
such magic. You decide that your friend Dudu might be able to help. Triss finds 
an office key on Menge's body, and a vault key hidden in the lining of his tunic. 
She hands both to you to give to Dijkstra. This might not be enough, but should 
keep him off your backs. For now though, it's time to find a way out of this place 
The quest paths now merge, as you return to Dijkstra 


ITEMS: Quest Item: 


ey to Menge's Kı 


‘ey to Dijkstra's Treas 


ERADICATION: EXECUTING MENGE 
WITHOUT BREAKING A NAIL 


| OBJECTIVES 


# If you made a verbal error during your conversation with the witch hunters, 
they turn on you and a fierce battle begins. Since there are around 16 of them 
to face, it's usually best to remain in the exterior courtyard. Cut down foes that 
appear in the yard first, before venturing into the barracks itself. After a hard- 
fought slog up the central stairs and a confrontation with a witch hunter torturer, 
more guards that Menge summons, before you enter Menge's office and face 
down the commander himself. 


After cutting him down, Triss appears and comments on your lack of subtlety 
Search the desk for a letter and book; reading the note (in your Inventory menu), 
before speaking to Triss again. She finds an office key on Menge's body, and 

а vault key hidden in the lining of his tunic. She hands both to you to give to 
Dijkstra. This might not be enough, but should keep him off your backs. For 
now, it's time to find a way out of this place. The quest paths now merge, as you 
retum to Dijkstra. 


ITEMS: Quest Items: Letter to Caleb Menge, Meng 
Menge's Key, Key to Dijkstra's Treasury 


Holy Tome, 


INFILTRATION AND ERADICATION: 
OUTPOST EXTRACTION 


| OBJECTIVES: 


Whether you used 
wanton or targeted 
violence, you must 
leave here by the 
following route. Using 
Menge's Key, your only 
exit option is to find the 
door in the northwest 
comer of Menge's 
office, and open it. Step 
onto a wooden balcony 
down the side of the 
building. Triss tells you. 
she's going to stay 
here to burn the place 
down. Optionally help 
her by using Igni on 
any flammable objects 
located along the 
building's wall 


Leave the outpost without attracting attention by jumping on the crates 
near a torch, stepping onto a shed roof adjacent then dropping down into the 
outer courtyard. 


The main doors to the outpost barracks are locked, forcing you to improvise. Turn 
and look for a bricked-up arch in the northern part of the walled compound, and 
utilize Aard to shatter the crack up the middle of the brickwork. Rush through, 
and you're apprehended by Dijkstra's (sorry, Reuven's) henchmen, and taken to 
the docks. 


INFILTRATION END: | ALWAYS PAY MY DEBTS. 
EVEN TO LIARS. 


f OBJECTIVE 


Dijkstra isn't pleased that you didn't return with a cartload of valuables, But you 
до have the key to the vault, and hand it over, Since you've figured out where 
Dandelion is, Dijsktra tells you never to lie to him again. You part ways and head 
off to inform Priscilla. 


Enter, then step behind the open door to start hiding. You're surprised as Triss 
arrives, explaining she learned of the place from Dijkstra, and wanted to see this 
= z = through to the bitter end. 


ERADICATION END: A TOAST TO YAMURLAK 


BJECTIVES: __ 


When the spy appears at the house, he’s not eager to talk. However, with 
some convincing from Triss (and her magic torture tricks), he becomes more 
talkative—you can choose to let her continue using her magic on the spy or 
ask her to stop. Either way, the spy will talk, He reveals that Dandelion is in the 
dungeon on Temple Isle, awaiting his execution, 


Dijkstra isn't pleased 
that you massacred 
Menge and didn't 
return with a cartload 
of valuables. But you 
do have the key to the 
vault, and hand it over. 
Dijkstra tells you never 
to lie to him again. But 
there's the letter from 
the spy calling himself “Yamurtak.” It details how to arrange a meeting, Dijkstra 
tells you the spy usually shows up in a ruined house, in Farcorners, around 
midnight. How does Dijkstra know this? He's a former spy himself. You part ways 
and head off to attempt a rendezvous with this "Yamurlak." 


Both you and Triss know that this spy can't be released after your conversation. 
You can choose, however, if Triss should wipe his memory or kill him. You then 
decide that your doppler friend Dudu might be able to help—by impersonating 
the recently-killed Menge to arrange Dandelion's escape. 


THE VERY END: DANDELION'S PREDICAMENT 


| OBJECTIVE 


Head to the Eternal Fire shrine directly east of the Hierarch Square signpost, in 
the eastern part of town, and use your Witcher Senses to uncover the lockbox on 
the southeast pillar. Interact with it to place the Holy Tome and signal for the spy 
to show up. 


Priscilla. 
; OBJECTIVES: 
All that remains is to head to the Kingfisher Inn (off Hierarch Square), 


locate Priscilla in her bedroom, and inform her of Dandelion's predicament, 
This quest now concludes. 


Now head southward, passing through the Glory 
Gate and out of the walled part of Novigrad, to the 
nonhuman shanty town of Farcomers. Locate the 
empty house after meditating until around midnight. 


> If you completed this quest and obtained information on Dandelion from Menge 
while under cover, without violence (until the very end), you can call upon Dijkstra 
to help you during Main Quest: Brothers in Arms: Novigrad. 


t you completed this quest and obtained information on Dandelion from Menge 
while massacring him and his men, you are unable to call on Dijsktra's help 
during Main Quest: Brothers in Arms: Novigrad. 


Related Quests: Main Quest: A Poet Under Pressure; IT IS NOT IN THE STARS TO HOLD OUR 
Main Quest: Ciri's Story: Breakneck Speed, Main Quest: Get Junior, - DESTINY, BUT IN OURSELVES 
Main Quest: Count Reuven's Treasure, Secondary Quest: Carnal Sins, 
Main Quest: Ugly Baby 

Locations: Kingfisher Inn (Novigrad), The Butcher's Yard Theater, 
Puffins' Townhouse, Novigrad Docks 


Characters: Priscilla, Irina Renarde, Nissa, Sofus the Bull, Hal, 
Abelard Rizza, Maxim Boliere, Dudu Return to the Kingfisher inn off the Town Square in Novigrad, close to the Ubbizi 


Enemies: Bandits, Fatso, Enraged Townsfolk Townhouse, and head up the first flight of steps, onto the landing, then take the 

Recommended Item: 120 Crowns door on the right into Priscilla's room. You tell her of a plan to find the doppler 

Dudu, convince him to assume the form of Captain Menge, order Dandelion 

moved to Oxenfurt, and attempt an extricating ambush along the way. 

I Ask Priscilla about Dudu, and she mentions he was friendly with Irina Renard's 
theatrical mummers’ troupe. Suggest the idea of staging a play with a hidden 


|| This quest starts automatically once ‘Main Quest: Count Reuven's Treasure and message to Dudu in it, and lure him out that way. Priscilla agrees, but with а 


Main Quest: Get Junior both conclude, after deciding you must locate your doppler аў — much more grand plan: to write an entirely new play. Agree to work on the play 
friend, Dudu. at once, after which Priscilla throws ideas at you. Choose the following: 
me title of the play ("The Doppler's Salvation" or “A Changeling Rescued, or the 
Witcher's Triumph”). 


4 # Whether the play is a comedy ога melodrama, 


| OBJECTIVE 
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Priscilla 
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| These choices affect only how successful the play is, and your reward for staging 


it (a cut of the profits). In addition, after the comedy concludes, everyone leaves 
peacefully After the melodrama concludes, there is a riot. 


A few hours later, Priscilla has some semblance of the play ready, and requests 
you present it to Irina Renarde over at the Butchers’ Yard off the main square. 


OBJECTIVE: - 


Exit the Kingfisher Inn, run south along the edge of 
the Town Square, making a left and right toward the 
Ubbizi Townhouse, which overlooks The Butcher's 
Yard where the troupe are practicing. The door is 
locked and a Ticket Seller requires you pony up 
some funds. 


* (50 Crowns) The only way into this area is by 
purchasing a ticket. 


Irina Renarde 


Bards are strumming, and the mummers are learning their lines with Irina 
Renarde offering constructive criticism. Talk to Irina, telling her you're here to 
‘speak about Dudu. In her back room, you explain your most cunning of plans. 


She agrees, but she requires some additional preparation: 


* Ushers are needed for protection (as the Novigrad audiences can sometimes 
be alittle... “difficult” with the tendency to pelt the troupe with bricks and 
‘sharp implements). Find some muscle on the docks. 


* Heralding the new play across the city is important, so the Puffins (a group of 
street artists) must be approached to help out. 


After optionally asking for the locations of each group of helpers, set off to hire 
them. This can be done in either order, though the Puffins are closer to your 
current location. 


IF MUSIC BE THE FOOD OF LOVE, PLAY ON 


| OBJECTIVES: 


Quickly dash to the 
northeast, into the tall 
looming wattle-and- 
daub slum houses 

in The Bits district, 
close to the Southern 
Gate, in the middle of 
Novigrad's maze of 
muddy alleyways, This. 
leads to an unassuming townhouse with a poster and graffiti outside. Push open 
the glass door, and enter the Puffins’ Townhouse where a mournful lute is being 
played. They aren't in the best of moods, as they're facing constant harassment 
from Fatso's gang, who are intent on driving them out of Novigrad. Offer to deal 
with the thugs. 


Nissa (of the Puffins) Fatso 


Exit the townhouse, and continue east down the wooden steps, to a street comer 
where a group of thugs loyal to the Church of the Eternal Flame are bullying a 
peasant. These are nothing more than common bandits, and they certainly have 
o kind words for you. You can: 


* Tell them to go away. Now. 
• (50 Crowns) Attempt to bribe them to leave. 
* (Ахі Delusion Level 2) Befuddle them into leaving. 


Ali choices lead to the same conclusion—a fight. Draw your sword and make 
mincemeat of these three bandit thugs. Feel free to utilize your fists or steel 
sword during the fracas. After realizing their error in challenging you, Fatso and 
his men are sent packing. 


The Puffins appear, thank you so profusely it borders on verbal harassment, and 
agree to advertise your play without the need 
for payment. 


# Hire the Puffins, and more of Novigrad's citizens come to watch your play. If it's 
а melodrama, there is a larger angry mob rioting afterward, too! 


# Ignore the Puffins’ predicament, and don't expect a large crowd to appear at your 
opening night. 


TO DO A GREAT RIGHT DO A LITTLE WRONG 


| OBJECTIVES: 


Sotus the Bull 


Travel west toward the southern part of Novigrad docks, where the rowdy 
townsfolk and dockhands live. Follow the curve of the dockside until you 

reach the commotion of a street fight. Strike up a conversation with a sizable 
gentleman called Sofus the Bull. Tell him you require his services to provide 
protection for the play. But Sofus and his brother Hal are only interested in arse- 
kicking. You can: 


* (70 Crowns) Offer to pay him for his services. He agrees. 


=  (Fistfight) Or agree to а bout with Sofus and Hal by the docks. Utilize fists only, 
and prepare for fisticuffs. Winning or losing the bout stil results in Sofus, Hal, 
and his toughs agreeing to help you. 


0, HAD | BUT FOLLOWED THE ARTS! 


OBJECTIVE 


Head back to the Butcher's Yard theater. Sous 
toughs are already positioned either side of each 
entrance, Enter the main bullding across from the 
courtyard, and speak with Irina. Now discuss the 
script. She's taken a look at the script, and must 
discuss a few hiring choices. You can: 


* Only choose yourself in the role of the Witcher. 


de Choose either Priscilla or Irina herself in the role of 
the Princess. 


Zoltan Chivay 


# Choose either Aleblard Rizza (competent, but uninspiring) or Maxim Boliere 
{outstanding but usually drunk) in the role of the Prince. 


Conclude the conversation by telling Irina you need to learn your lines (you 
actually don't, but this pauses the quest in case you wish to meditate or 
otherwise prepare). Agree to start the play when you're ready. Naturally, 
Zoltan shows up; he'd rather shave his beard than miss the opportunity to 
watch you prancing in a codpiece. 


TO BE, OR NOT TO BE 


The play begins. It consists of three Acts. Depending on your previous choices, 
the following occurs: 


DECISION 1: THE PUFFINS 


# Decision 1: If you hired the Puffins to promote the play, the courtyard is packed 
with expectant townsfolk. 


# Decision 1: If you ignored the Puffins and they didn't promote, the courtyard 
still has a sizable audience. The only difference is a larger XP reward for helping 
the Putfins. 


DECISIONS 2-6: A COMEDY OF ERRORS 


Throughout this 
melodrama or comedy, 
you are forced to recite 
some lines written 

by Priscilla 


# Decision 2: During 
Act |, you are 
required to step on 
stage, and deliver 
оле of two lines: 


“I kill monsters for pleasure...” causes you to flub your line. 
2: "To slay beasts most foul...” causes you to complete your line. 


# Decision 3: During Act Il, you must deliver another one of two lines: 


3: "Perhaps ‘midst the quests...” causes you to deliver your line with gusto. 
3: "Maybe he's hid..." causes you to flub your line. 


# Decisions 4, 5, and 6: During Act IIl, you must deliver three sets of lines, as the 
play reaches its zenith: 


"If the maid loves him..." causes you to flub your line. 
‘Seems men's hearts...” causes you to complete your line with feeling. 


5: "But a lack of morals...” causes you to flub your line. 

5: "But a base heart..." causes you to ace your lines, and deliver а 
performance worthy of an understudy! 

6: "No monster is һе...” causes you to deliver a final, impassioned 
speech to bring the house down! 


6: "Show love for the dopplers...” causes you to stumble, hashing the line. 


The amount of XP you receive (150 for a perfect reading, or 110 if you flub all 
of your lines, and an amount in-between for partial success) depends on how 
perfect your delivery is. 


DECISION 7: THE PRINCESS 


de Decision 7: If you 
chose Priscilla as 
the Princess, she 
appears rather 
radiant, but alittle 
stiff in delivering 
her lines. Expect 
additional monies 
as a reward, if you 
choose her. 


Decision 7: If you 
decided on Irina as 
the Princess, she 
appears a little too 
old for the role, but 
gives it her all. 


There is no other 
difference, aside from. 
the acting. 


DANGER ALERT 


Locations: The Butcher's Yard Theater (Novigrad), Seven Cats Inn, 
Isolated Hut 
'oltan Chivay, Priscilla, Halflings and Dwarf, Dandelion 
: Redanian Guards, Drowners, Witch Hunter 


DECISION 8: THE PRINCE 


$ Decision 8: If you 
picked Abelard 
Rizza as the Prince, 
expect a moderately 
entertaining 
performance by this. 
professional, and 
additional takings as 
a reward. 


$ Decision 8: If you 
favored Maxim 
Boliere as the Prince, 
expect a slurred 
tipsy thespian that 
sometimes forgets 
his lines. 


DECISION 9: THE COMEDY OR MELODRAMA 


$ Decision 9: If you 
decided the play 
would be a comedy, 
you beckon a guard 
with a scar up onto 
the stage as part 
of the play, and the 
third act finishes 
without incident. 


* Decision 9: 
If you decided the 
play would be a 
melodrama, you 
beckon the guard up. 
onto the stage. 
At this point, the 
Eternal Fire fanatics 
(and Fatso) start 
yelling at you for 
blashempy, and a fight breaks out. Defeat around eight bandits and enraged 
townsfolk, with the help of Sofus’ toughs and Zoltan, = 


BOLDNESS BE MY FRIEND 


| OBJECTIVE 


The play was a triumph!? Now quickly head into Irina's quarters, and meet Dudu 
(in halfling form). Speak to Dudu about his escape from Whoreson's, after which 
you can optionally ask him to change into Ciri for you. The effect is... odd. Now 
tell Dudu that Dandelion has been found, and Dudu's help is needed in the most 
cunning of rescue attempts. This quest concludes, and Main Quest: A Poet Under 
Pressure begins (once Irina rewards you for your amateur(ish) dramatics). 


CRITICAL PATH 


FORESEEN AT THE RAVINE 


[ OBJECTIVES 
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Travel eastward out 

of Novigrad, passing 
the Seven Cats Inn via 
the road by the river to 
reach the ambush point. 
‘As you approach the 
objective, head up the 
‘grassy embankment to 
the north, then around 
to a small campfire and 
some low brick ruins where Zoltan is waiting. He and some of his fellows have 
set the ambush for a convoy transporting Dandelion from his prison on Temple 
Isle (north Novigrad) to Oxenfurt. 


# M you helped Dijkstra with his treasure hunt during Main Quest: Count Reuven's 
Treasure, you can meet him back in his bathhouse office, and he agrees to send a 
small band of his men to help you with the ambush, 


Explain to the dwarf your intentions regarding raising suspicion or that an 
ambush is simpler (your choice). Then Priscilla arm es an unwise move on 
her part due to the danger—bringing a note from Dudu. The convoy leaves at 
dawn, but she stays whether you ask her to leave or not. Zoltan challenges you 
10 а game of Gwent while you wait. Agree or don't. Then wait until you hear the 
sounds of horses approaching, 


PLUCKING A DANDELION 


[ OBJECTIVES 


Zoltan's forces cut trees 
from the sides of the 
ravine and a band of 
dwarves attack. There 
are reinforcements; 
Redanian forces hiding 
їп а rear caravan, and 
the ambush takes a turn 
for the chaotic. During 
the commotion, a guard 
bolts on horseback, taking a bundled-up Dandelion with him. Leave the fighting 
Immediately, and begin to chase the abductor. Scramble up the ravine to the 
grass field above, and whistle for Roach. He soon disappears, forcing you to use 
your Witcher Senses to track him. 


Slow to a canter within the objective area, and spot the horse prints, following 
them roughly northeastward to the right of а lake. Beware of drowners along the 
lake shore. These creatures are out in force and around eight should be tackled. 


Follow the horse tracks across a field, onto and off a road, back onto the road, 
and then northwest off the road again. Canter back onto the road and turn right 
(northeast) at the sunflower field. Then slow and ask around a farmer's camp 
‘on the road ahead (southeast of Beanston). One of the Townsfolk tells you a 
horseman rode through here with a “wench” squealing and wailing with a sack 
on their head. That's got to be Dandelion! 


DANGER ALERT 


QOO 


NO SANCTUARY AT THIS TEMPLE 


| OBJECTIVE: 


You are Ciri. You're being chased through the streets of northern Novigrad. 
Whoreson Junior's men are after you, and are yelling at the Redanian Guards to 
ive chase, From your starting point, dash southwest up the cobblestones and 
through the portcullis gate. Dandelion raises the portcullis, motioning you to 
mount a horse. It is advisable to choose the more docile mount on the left 


Just beyond the camp 
is a fork in the road. 
Dismount and inspect 
a strange object on the 
side of the right road. It 
is a perfume bottle— 
the heady aroma of 
“Nuits de Beauctair.” 
Your Witcher Senses 
pick up the scent trail 
Follow the smelt into the woods, heading northeast up a side road, then into 
heavily forested hill. Just ahead is a dwelling in the woods (Isolated Hut Marker), 
evidence the horse was limping, and finally the abductor's horse itself. The beast 
collapsed on the grassy path. There are voices, too. 


Approach the trio of little folk—a dwarf and two halflings are moaning about a 
hunter who bundled another man into their home, and locked himself inside. 


Tell them you're here to remove this "hunter," and ask if there's another way 
into the building. One of them hands you a key. Head to the hillock behind the 
Cluster of structures, and locate this trapdoor (as shown). Unlock it, and descend 
the ladder. 


ITEM: Quest Item: 


Walk through the cellar, where the halflings spend their time (it seems) daubing 
paint everywhere. Head west to the opposite end of the cellar, and look for 

a second ladder. Climb up into the Isolated Hut. You can hear Dandelion's 

voice... until he annoys the guard so much he's gagged. Burst through the door, 
brandishing your steel sword and cut the witch hunter down where he stands. 


You untie Dandelion, who is surprised to see Priscilla and Zoltan waiting outside. 
You attempt to steer the conversation away from Dandellon's inflated opinion 
of himself, and quiz him about Ciri's whereabouts. He remembers the last time 
he saw her; on Temple Isle running from Whoreson's теп... This quest now 
concludes, as the halfling painters hand you one of their works 


SPOILER ALERT X X. 


Locations: Temple Isle (Novigrad), Elector's Square, 
Temple of the Eternal Light 

Characters: Cirilla, Dandelion 

Enemies: Redanian Guards, Whoreson's Men, Bandits 


MORE HASTE 


ND MORE SPEED 


If you're slow or caught by guards, you may be overwhelmed and easily cut down. 
The following route should be utilized as quickly as possible. 


Gallop along the main cobbled road, passing too many enemies to keep track of (at least a dozen). Head past some wooden barrels and defenses, passing a crossbow 


ambush and the signpost 


TYING UP LOOSE ENDS IN NOVIGRAD 


The conversation returns to Geralt, Dandelion, Zoltan, and Priscilla. You focus on 
the information you discovered during your adventures in Novigrad: 
* The fact that Ciri isn't in Novigrad. 


* Depending on how much of the adventure you have completed (in Velen and 
Skellige), this quest ends with the following options: 

# M you have completed Main Quest: Family Matters and Main Quest: Hunting а 
Witch, you reckon exploring Skellige (Main Quest: Destination Skellige) is in order. 


Race up the hill until Dandelion yells at you to leave your horse. You have at least 


eight of Whoreson's men to battle on the high road lit by braziers. Slay them ай, # M you have completed Main Quest: Nameless, you think Main Quest: Family 
then wait for Dandelion to approach the door. Matters or Main Quest: Hunting a Witch are both good plans. 

Run up a large set of stairs toward the Temple of the Eternal Fire. You tell # M you haven't completed up to either sets of quests in Velen or Skellige, you are 
Dandelion to run, while you try to fend off more bandits. The temple guard now ata loss at what to do. 

join the fray, with the Reverend Nathaniel Pastodi attempting to arrest all of the 


de. M you've completed Main Quest: Family Matters and Main Quest: Hunting a Witch, 


troublemakers, After being surrounded, you have just enough time to teleport ac well as Moin Quest: Nameless; Mala Dunst Ugly Baby automaticaly begins. 
away. Dandelion is less lucky. The quest then concludes 
# In addition, there are Secondary Quests available for Dandelion, Zoltan, Triss, and 


the Assassins plotting regicide. All of these are detailed in the next section, 
RITICA H 


SECONDARY. QUEST: CABARET 


It's a short jog across and along the northern side 
Related Quests: Main Quest: The Play's the Thing, Secondary Quest of the canal. Locate the footbridge above the canal 


Carnal Sins М that leads to the rear entrance of The Butcher's Yard 
Location: \озетагу and Thyme (Novigrad), Butcher's Yard Theater, J Theater. Enter inna 's quarters (the brick building), 
Sophronia's House, Polly's House, Rautlec's House, Vegelbud and request the dull sword. She happily obliges 
Residence (Gustfields) 
Characters: Priscilla, Dandelion, Irina Renarde, Sophronia, 


Crimson Avenger, Polly, Hubio, Hank Rautlec ITEM: Quest Item: Blunt Sword 


Enemies: Bandits 


Recommended Item: 200 Crowns AHERO IS BORN = 


| OBJECTIVES: 


TROUBLE IN PARADISE ques а 


| OBJECTIVES: 


|| This quest becomes available once Main Quest: The Play's the Thing concludes, and 
| Dandelion is rescued. | 
" - — —-__ 


Return to the Rosemary and Thyme, and head inside. 
You witness the tail-end of an argument between 
Priscilla and Dandelion. She storms off, and he 
whines to you about being called a "whoremonger 
and a witless hack.” He hopes to change the more 
risqué nature of the Rosemary and Thyme. In fact, 
he is planning a cabaret. Though you may have 
advice about Dandelion using a bank, or your own Dandelion 

coin, simply agree to help Dandelion. A past fling of 

his—Sophronia—has a merchant father, and the coin could come from her. But 
to win her over, there must be a ruse most cunning. It involves a dull sword from 
Madame Irina, and a meet-up outside of Sophronia's house at sunset. 


Sophronia 


Head northward into the Gildort District, along the 
raised thoroughfare above the bathhouse, then 
head to the courtyard just south of the main market 
square, near a small fountain. If Dandelion hasn't 
shown, meditate until just after sundown. He's 
fashionably late, and pitches you a plan—he needs 
Sophronia to believe him to be a hero who can save 
her from a bandit. You're playing the part of the bandit. You can agree, disagree, 
ог be incredulous at the stupidity of it al. Before there's апу more time to argue, 
he shoves a handkerchief to hide your face, and tells you to meet him back at 
the Rosemary and Thyme in the morning, after you scare the woman. You have. 
oo opportunities to try the following: 


| CRITICAL pere 


The Crimson A 


nger 


| OBJECTIV 
3 5 # Read from the card Dandelion gave you. 


# Or improvise. 


201 


202 


Either plan results in an interruption from Dandelion—or as he now wishes to 
be known, the Crimson Avenger—who intends to defeat you with swordplay. 

If you're adept and parrying and try to teach Dandelion a lesson, he protests. 
Instead, simply try some ineffectual counter attacks and let him strike you until 
“combat” concludes. Sophronia is really getting into the live-action roleplay part 
of this, and offers to bandage up Dandelion inside her house. Meanwhile, you're 
asked to leave. 


| OBJECTIVE 


Head back to the Rosemary and Thyme (meditating 
until morning if necessary. Inside, Priscilla is 
speaking with а dwarven set builder. He turns to you 
to choose the interior decoration. 


# Choose a theatrical look 
(this is Dandelion's preference). 


# Choose a boudoir look. 
# Let Priscilla decide. She chooses a theatrical look. 


After speaking about Dandelion to Priscilla, choosing any answer you wish, 
you agree to find the fellow. 


POLLY PUT THE CHOREOGRAPHY ON 


| OBJECTIVES: _ 


Polly 


Dandelion is west and a little south of the Rosemary 
and Thyme. Find him banging against the door of 
Polly, Dandelion’s preferred choreographer, and her 
fiancé who doesn't trust Dandelion's motives. You 
offer to break down the door, but Dandelion reckons 
there's a spare key around here, somewhere. Use 
your Witcher Senses and look under the wooden 
bucket to the right of the bench and front door. 


ITEM: Quest Item: Key to Polly's Home. 


Once inside, Polly's fiancé has some choice words for the dandy, and you're 
able to ratchet down the verbal assault by choosing your own threatening words 
(you have two attempts, the first choice is a verbal put-down, but the second 
results in fisticuffs). Once Dandelion butters Hublo up, swears the Rosemary and 
Thyme is no longer a brothel, and offers to pay Polly handsomely, he relents 
Polly agrees to help, leaving you to converse with Dandelion as you wish 


PLACATING THE PLACARD-MAKER'S 
COLLECTORS 


Hubo 


OBJECTIVES. 


Next, Dandelion needs to stop by Hank Rautlec's, a famed portrait artist 
(apparently). He's in charge of the placards for the Rosemary and Thyme, and 
Dandelion already ordered some from Rautlec, but they haven't arrived yet. Ask 
about Rautlec if you wish, then offer to get the placards. His place is a few doors 
northwest of the Golden Sturgeon, Head north, across the canal, then northwest 
to the entrance shown in the previous picture. Enter the modest establishment, 
and two bandits are sifting through his better works of art. You can: 


* Stop them from stealing, resulting in combat with the two foes 
* Tell them you're only interested in the placards. 


Either way, a spot of fisticuffs is in order. After the two bandits are beaten down, 
they tell you where the halfling is—over at the Vegelbud estate, losing his last 
crowns at the races. 


OFF TO THE RACES 


OBJECTIVES 


Hank Rautlec 


The Vegelbud Residence is a lavish mansion with formal gardens and its own 
countryside racing road. It's east of here, and requires Fast Travel or a gallop on 
Roach. You'll find Rautlec by a small caravan near the race seating and bookie 
caravan, talking to Count de Luverten. The Count has coaxed the halfling into one 
more bet, but if Rautlec’s horse loses, he'll be indebted for a lifetime, There are 
ways to solve this problem, of course. You сап: 


de Persuade him that you'll race, and then win it. If you win, the halfling is most 
appreciative, and tells you he'll deliver the placards. If you lose, you can pay off 
his debt (275 crowns now), or ignore Rautlec and let him flee. Either way, you 
return to Dandelion, 


# (200 Crowns) Simply pay off the debt. He's shocked by your generosity, and tells. 
you he'll deliver the placards, Head back to Novigrad. 


4 Ignore Rautiec's plight, and head back to the Rosemary and Thyme to tell 
Dandelion he'll have to live without his placards, 


> HORSINGARO! 


D 


Be sure you're familiar with the finer arts of horse racing, and the twists and turns 
of this course. Why not gallop around the circuit once or twice on Roach, before 
speaking to Rautlec? 


QUEST CONCLUSION: OPENING NIGHT BUTTERFLIES 


Back at the Rosemary and Thyme, Dandelion is either thrilled at the “theatrical” 
facade of the place, or a little miffed at the boudoir décor. Either way, he aims to 
christen the place “the Chameleon.” Priscilla nips off to change her dress, and 
Dandelion orders a round of drinks to celebrate. Agree or refuse a drink. Then 
answer Dandelion however you wish, when he begins to talk about Priscilla 
(again). The conversation drifts on, as this quest concludes, and Secondary 
Quest: Carnal Sins automatically begins. 


DANGER ALERT 


Related Quests: Secondary Quest: Cabaret 1 
Locations: Novigrad; Rosemary and Thyme; Vilmerius Hospital, Gildorf 


Sewers, Novigrad Mortuary, Meyer and Meyer Woodworkers Shop, 
Vegelbud Estate, Crippled Kate’s, Warehouse 12 е 
Characters: Dandelion, Priscilla, Joachim von Gratz, Fabian Meyer, 
Hubert Rejk, Reverend Nathaniel Pastodi, Gus Meyer, Ingrid 
Vegelbud, Patricia Vegelbud, Sweet Nettie 
Enemies: Drowners, Water Hag, Poor Townsmen, Dogs, 
Vegelbud Guards, Vampii 
Recommended Items: Axii Delusion Level 3; 200 Crowns 


THE ACT OF A DEMENTED MIND 


‚ OBJECTIVES: 


| 


|| This purely optional quest automatically starts at the conclusion of Secondary 


Your dandy friend is wearing a groove in the 
Rosemary and Thyme floorboards, pacing up and 
down in anticipation of Priscilla's arrival. When 

a messenger arrives to tell you both that she's 
been hurt, you both speed to Vilmerius Hospital 
The doctor (Joachim von Gratz) describes her 
condition as critical. Answer the doctor how you 
wish regarding the method of the attack (she was forced to drink a caustic fluid 
after being immobilized in some way). Ins isn't the first victim to be mangled in 
this manner, either. Dandelion pleads for you to help find the person responsible. 
Agree, to continue this quest. Or arrange to meet him outside the Kingfisher Inn, 
if you need to prepare, Joachim seems helpful. He offers to take you inside the 
morgue via the sewer entrance, so you can inspect the previous victim. 

Head to the sewer grate by the side entrance to the Kingfisher Inn, and descend. 
You appear with Joachim in the brick-walled dankness under the city. 


Joachim von Gratz 


Joachim seems to 

be part vigilante, as 

you speak to him 

While ridding the intial 
corridors of a couple 

of drowners, Two more 
lollop your way along 
with a water hag, before 
you can climb a wooden 
stairwell to a brick 
balcony and upper tunnel to the west. Follow Joachim up the stairs and then а 
ladder, and finally a door into the mortuary itself 


WE SEEK THE CORPSE OF A 
DWARVEN WOODCARVER 


| OBJECTIVE 


SPOILER ALERT XX 


Inspect the bodies on the gurnies using your Witcher 
Senses. One has been mauled by necrophages. 
Another is human, not dwarven. The dwarf lies in 
the northeast part of the area, near the autopsy 
posters. Tell Joachim to start the autopsy, in any of 
the following areas: 


Reverend Nathaniel Pastod! 


* Head—hair is burned, eyes are scooped out. 
An incision made into the voice box, possibily with a scalpel. The murderer 
performed a tracheotomy. The mouth is bumed and blistered like Priscilla's 
There is gray dust around the eye sockets, too; burning coals were placed into 
the sockets. 


© Torso—deep wound to the left of the rib cage. A scar the length of 
his stomach; examine both. The scar is an old wound, but the stomach 
indicates the heart was carved out. Joachim delves into the wound and 
produces a small bal. rape egg from an amphibian. This was the 
murderer's doing. Open the abdominal cavity, resisting the stench of 
formaldehyde, This was ingested! 


* Hands—welts on his wrists, indicating he was tied up, Someone took а ring 
off his finger. 


* Legs—he kicked something with his right foot. 
• Genitals—early stages of syphilis. 


Afterward, you can tell Joachim your deductions (ritual murder, punishment, 
по motive, or you'd prefer not to share your conclusions) as you wish. You're then 
interrupted by the coroner (Hubert Вејк), who tells you the name of the dwarf 
(Fabian Meyer). Hubert isn't happy that Joachim is doing his job for him. 

Ask how they know each other, then where the woodcarver's body was found 

(at his workshop near Farcorners, and dragged to the morgue by Eustace the 
corpse collector). Continue the investigation there, after Hubert covers for you 
once the prickish Reverend Nathaniel arrives, and closes the mortuary down. 

On the way out, chat to Joachim about Nathaniel's past as a torturer who now 
wears the garb of the Eternal Fire. 


SEEKING SACRILEGE: ASKING THRICELY 


| OBJECTIVES: 


The following objectives can be attempted in 
any order. 


Explore the The Bits District as you're not far from 
Eustace's location, near the recently deceased. 

He recalls the dead dwarf. Ask if he searched the 
corpse, and if there are others bearing the same 
wounds. There are all ordered to be burned by the 
Reverend. After you accuse Eustace of stealing from 
corpses, the conversation tums tense. You can 


Eustace 


* (Axii Delusion Level 3); Befuddle him into revealing what was in the 
dwarf's pockets. 


* (200 Crowns): Bribe him into telling you what the dwarf was carrying. 


* Threaten him. This doesn't phase Eustace, as he knows he has an important. 
job, and protection from the likes of you. 


Either the delusion or bribe allows you to learn he found trinkets and baubles on 
the dwarf corpse, as well as a vellum letter. It has the name "Priscilla" written on 
it! End the chat with a punch or an utterance. 


E 
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OBJECTIVES: 


Gus Meyer 


Travel to the main road near the Tretogor Gate, face west and knock on the 
large wooden door. You're greeted by Fabian's brother Gus, and his two toothy 
attack dogs. Ask the dwarf about the murder, and his brother's enemies (none, 
though he liked whores). Then use your Witcher Senses to find the following: 


* A bonfire of statues, probably deemed too revealing by the Eternal Fire. 
* Bloodstains where Fabian lay. The murderer dragged something heavy here. 


* The sermon of a concerned citizen. Read it, to find some prose regarding 
depravity in these parts 


* The workshop door; Gus opens it, providing you checked the drag marks and 
the blood, then talked to Gus. Check the corner inside for some formaldehyde. 
There are also more blood stains and an overturned chair. 


Now speak to Gus again, talking about his sculptures if you wish, but also about. 
what exactly happened. The burning of the sculptures seems to be a lesson for 
the dwarves, .. and the whole city. 


ITE 


A: Quest 'oncerned Citizen's Sermon 


| OBJECTIVE 


Journey to a seedy part of The Bits, close to the city wall near an ivy-covered 
shack, where а lady shows you a bit of leg. Hey, isn't that Whistling Wendy, the 
whore from Henselt's camp who helped you find the kaedwenians conspirators 
(in Witcher 2? It leads to a dead-end. Pry the Concerned Citizen's Sermon off 
the wall, and optionally read it. t's а diatribe about filth polluting the city. Then 
Inspect the area with your Witcher Senses: 


* There's blood on the ground, Possibly Priscila's. 

A brazier, seemingly out of season for this time of year. 
* A man's footprint, who took a step back. 

* Formaldehyde splattered on the ivy. 


It's only when you try 
10 leave that the gates 
are closed, and three 

‘of Whistling Wendy's 
brothers attempt to beat 
you to death, Use fists 
(as they've mistaken 
you for the murderer), 
though swordplay 
works, too, Afterward, 
the whore seems taken aback, realizes her hastiness, and tells you about her 
relationship with Priscilla (who treated her well, but jested about the Eternal Fire), 
and that her attack wasn't the first. 


ACRISIS OF FAITH 


| OBJECTIVES: 


During your previous objectives (usually after the second of the three are 
completed), you're stopped by a guard and told there's been another murder! You're 
to report to the coroner at once, back at the Mortuary. Hubert is waiting before he 
starts the autopsy. Ask about him and von Gratz if you wish. Then begin the grisly 
evidence-removal. The coroner produces a parchment made of human skin. 
“Patricia Vegelbud." Not the heiress?! Off to her estate, and don't spare the horse! 


| OBJECTIVE 


E № 


Ingrid Vegelbud. 


Whistle for Roach, and depart to the Vegelberg Estate, close to Wheat Fields 
(signpost), Speak to a gate guard, who is at pains to let you into this compound. 
You reach Lady Vegelbud's daughter Ingrid, who doesn't believe you, but seems 
content to check on her mother. Follow her past the fountain, where servants аге 
burning a bonfire of holy books and reliquaries after Patricia's crisis of faith. You 
enter the mansion, and reach Patricia's bedroom. 


Inside, you find Lady Vegelbud tied to the bed, and not in a good way, The 
murderer is escaping! Sprint across the room, down the stairs, and then head 
outside. You're forced into combat with a few guard dogs, and then around five 
Vegelbud guards, Progress to the area around the stairs, and you're stopped by а 
crossbow-wielding guard, who takes you prisoner. 


Back with Ingrid, she admonishes the guard for his ineptitude, and asks why 
her mother was targeted. You can answer as you wish, though the clues you've 
found should indicate the choice that's most accurate (that she blasphemed) 
Head to the bedroom and inspect Patricia Vegelbud's corpse, where you find the 
note for the next victim: “Sweet Nettie—Crippled Kate's,” 


A KNOCKAROUND GUY 


| OBJECTIVES 


Sweet Nettie 


A fast gallop (or a Fast Travel) to the mouth of the canal at the western docks 
in Novigrad allows quick access to the brothel known as Crippled Kate's. 

Ask inside, and you're told she's with a customer. Sprint upstairs (all the way 
to the top floor), and enter a bedroom where Nettie sits, stripped and tied to a 
chair, and about to be intruded by none other than the Reverend Nathaniel! 
He's annoyed with the interruption, and vows to see to you first. Answer him 
within the timer (choose any option), then listen carefully to his response, as he 
tells you he's not the killer. Your response? 


* That he almost convinced you. This leads to Quest Conclusion #1 
* Ask who left the letter on Patricia. This leads to Conclusion #2. 
* Tell him to mind his manners. This leads to Conclusion 42. 


QUEST CONCLUSION #1: COGITA ANTE SALIS 


| OBJECTIVE 


This deviant in priest's clothing cannot be allowed to live! Battle him in the 
bedroom, and then untie poor Nettie. She tells you he wanted to do “everything,” 
which included hitting her so she passed out. Though the man was a monster, 
Nettie's account doesn't seem to quite tally with the sheer inhumanity of what 
the previous victims underwent. Oh, well. 


the quest is solved. 


‘Some time later, you may stumble on another victim of the psychotic attacker, 
| revealing you made the wrong decision. Check the note on the victim directíng you 
to the mortuary, and a second note. Then complete Conclusion #2 if you wish. 
— 


QUEST CONCLUSION #2: IN FLAGRANTE DELICTO 


OBJECTIVES 


This deviant in priest's 
clothing cannot be 
allowed to... wait, what 
did he say? He wants 
to calmly talk to you, 
and you quickly figure 
out that the coroner is 
the only one that knew 
where Nathaniel would 
be, Now it's the turn of 
the Reverend to point you in the direction of his erstwhile friend. He's at warehouse 
twelve procuring formaldehyde. Now he'll get back to Nette... until you: 


(Axil Delusion Level 3) Befuddle him into leaving her alone. This ends with 
Nettie being freed and Nathaniel unharmed. 


* Stopping him with a stern warning. This ends with Nettie being freed after you 
slay Nathaniel. Untie poor Nettie, but her account doesn't seem to quite tally 
with the inhumanity the other victims underwent, so Nathaniel isn't the man 
you want. 


Journey further into 
Novigrad Docks District, 
and open a side door 
just left of the main 
(locked) gates. 


Hubert Rejk is caught 
red-handed. Though 
his cool disposition 
belies his true form as 
a higher vampire! After waffling on about the symbolism present in his murders, 
and his concurrence with the Eternal Fire Church's diagnosis of Novigrad as а 
fallen city, you can answer him as you wish; each of the three choices leads to 
а grotesque transformation, and a battle against this vampire! Defeat it, using 
tactical knowledge gleaned from the Bestiary. Once it's dead, the quest is 
solved properly 


END: DANDELION AND CALLONETTA 


| OBJECTIVE 


Return to the Vilmerius Hospital, where von Gratz and Dandelion are seeing 
Priscilla's wounds heal quite quickly. Dandelion vows to see her through this 
hardship, and write her a song. The quest concludes, after which you can speak 
to von Gratz at length about his background, if you wish 


DANGER ALERT 


SECON 


Related Quests: Main Quest: Count Reuven's Treasure, Secondary _ 8 
Quest: Collect “em All!, Secondary Quest: The Soldier Statuette — 
Locations: Rosemary and Thyme (Novigrad), Zed's Pawnbrokers, 
The Golden Sturgeon, Caesar's House, Novigrad City Wall, Sewers 
Characters: Zoltan Chivay, Zed, Ravik, Caesar Bilzen 
Enemies: Duke, Earl, Bandits, Ringo, Cleaver's Henchdwarves, Drowners 


UP TO HIS NECK IN S--TE WITHOUT A SHOVEL 


| This quest is available once you complete Main Quest: The Play's the Thing 
(page 197), and all of Dandelion's Secondary Quests. 


‘This quest involves the location and gathering of certain high-value Gwent cards. 
There are actually nearly 200 of these to gather throughout your adventures, and 
many allow you advantages over the opponents you play against. For further { 
information, check Secondary Quest: Collect ‘em All! (starting on page 486) 


ipiis ی‎ 
On your way back to the Rosemary and Thyme, you may encounter a heated 
argument between your friend Zoltan, and a group of bandits led by a Duke. 
There's threatening talk, which you verbally break up. 


After the unfriendly folk have gone, Zoltan confides 
that Duke and Earl are pretenders to the criminal 
underworld chieftains of Novigrad. Keep prying, 
and Zoltan eventually reveals he owes a wee sum 
to Franis Bedlam, King of Beggars. To pay him back, 
the dwarf is taking up Gwent—not playing the 
game, but collecting the rarest cards. He has 

a buyer, but he's missing three critical rare cards. 
Care to help? He needs the following: 


Zoltan Chivay 


* Fringilla Vigo. 
* Faoiltiama 
* John Natalis. 


Zoltan reckons one of his pawnbroker friends (Zed) 
might have these cards. His shop is only a few steps 
away to the southwest (and north along the main 
thoroughfare up from Glory Gate). 


ZED'S DEAD, BABY. ZED'S DEAD. 


Duke 


E 
E 
E 
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Run southwest along 
the main road, and ир 
the wooden steps to 

the locked door above 
Zed's stall. There are. 
sounds of commotion 
coming from inside. 
Head back downstairs, 
climb the ladder by 

{һе woodworkers, then 
ascend to the roof ledge 
before stepping to the 
edge and leaping across 
to Zed's roof, Enter 
through the attic door. 


Drop down into the 
bedroom, where you 
can examine the body 
of Zed—he's quite 
dead. Descend via the 
interior steps, and you intrude into a conversation between two bandits. They 
have one of the cards you seek, but can't find the other. Draw your sword and 
pulverize them. 


‘Once the intruders have been defeated, inspect the corpse of the bandit called 
Ringo, and you can gather the first Gwent card you seek, along with the keys to 
this abode (allowing you to unlock the door you couldn't access on your way here). 


Now start to methodically check the room for the ledger. There are a couple of 
scattered chests, but the area of real interest is а scratch mark under the stairs 
Use Aard to remove a small false wall beneath the steps, allowing you to pry 
open a chest and gather the ledger. Now return to Zoltan. 


ITEMS: Other Item: Faoiltiama Faolitarra (Gwent Card], Quest Items: 
Key to Zed’s Pawnbroker’s, Ledger of Income and Outlays É 


‘Speak to Zoltan about the cards. The ledger shows Zed's been selling cards to 
‘somebody called Caesar Bilzen, and another called Ваууу. Ask who these fellows 
аге (Cleaver's clerk, and someone Zoltan doesn't get on with, so they must be 
visited alone). Your two new objectives appear, and can be completed in either 
order (though it's better to visit Ravik first). 


(OPTIONAL) A LIFE-OR-DEATH GAME 
OF GWENT 


Ravik is in the lower drinking chambers of the Golden Sturgeon, due west of 
the Town Square. As you arrive, he's being threatened by "Earl," one of the 
henchmen you encountered earlier. Through conversation, you are presented 
with one of two choices; 


* (Gwent) Play Gwent, with Ravvy's life on the line (you lose, and he dies). If you 
lose, they quickly kill Ravvy, forcing you to fight. If you win, they attack you, 
but Ваууу survives. 


* Or simply have the bandits kill Ваууу, and slay them afterward. 


Claim the Gwent card from Ваууу (either his corpse, or "persuade" him with 
conversation if he's alive). 


ITEM: Other Item: John Natalis (Gwent Card] 


HIGH SPIRITS WITH CAESAR BILZEN 


| OBJECTIVES 


Caesar Bilzen 


Meet Zoltan at Caesar's house, in the southeast corner of the Town Square, and 
talk about hoodwinking the dwarven fisherman. You must sneak upstairs while 
Zoltan keeps him occupied with some Mahakaman spirit 


The ruse begins while Caesar asking if you fish. Answer however you wish. As 
the drink starts to flow, you're asked how zander tastes (answer how you wish), 
and how you enjoy catching fish (bombs or live bait; answer how you wish) 
When Zoltan nudges you to find more to drink, take this (or the previous choices 
to leave) as a cue to start searching the premises. 


Atop the stairs, inspect the large room using your Witcher Senses. The cabinet 

with the knife on it opens when you inspect the knife itself, Inspect the drawer, 
and gather a Triangular Key. Now head over to the bookcase, The right one has 
a triangular hole in the wall, Insert the key, and the left bookcase slides open to 
reveal a secret door. 


ITEMS: Quest Нет: Triangular Key, 
Alchemy and Crafting: Dwarven Spirit 


Open the secret door, climbing more stairs to a hidden top floor. Here, there's a 
variety of treasure to gather or leave, but before departing, be sure to grab the 

Jade figurine on a small cabinet, and the Fringilla card on a display table ahead 
and left of the top of the steps (after you enter the room). 


ITEMS: Quest Item: Jade figurine, Other Item: Fringilla Vigo 
(Gwent Card] 


| OBJECTIVE 


Head back down to the drunken dwarves, and let Zoltan know you're ready to 
leave. Caesar is about to protest you not returning with any spirits, when two 
masked dwarfs crash through the front door. They are henchdwarves of Cleaver, 
опе of the "Big Four" crime bosses of Novigrad. You can 


* Stay and stop the abduction. 
* Leave, and not fight the two henchdwarves. 


Afterward, you can tell Zoltan about Caesar's collection and his obsession 

with the Nilfgaard. Tell Zoltan about the Jade figurine you pocketed, and he 
suggests you show it to Triss (beginning Secondary Quest: The Soldier Statuette, 
on page 397). 


END: THE CATFISH IS THE KING OF THE PONTAR! 


| OBJECTIVES: 


With all three cards pocketed, you can now meet Zoltan's Gwent card buyer, over by 
the city wall, through the brick archway. Standing over the corpse of the buyer is the 
Duke, who has murdered the poor fellow. As bandits surround you, Duke flees. Give 

chase while Zoltan mops the floor with the mercenaries. 


Sprint to the open door 
opposite, climb the two 
ladders in the stone 
towers, passing a fallen 
guard with Duke's fist 
imprinted in his face. 
Тит right (southeast) 
and run along the 

city wall battlements, 
through a small tower, 
then another, and into a second larger gatehouse. Descend all five ladders until 
you reach the sewer entrance, 


Enter the sewers, ignoring Duke ahead of you (the grating between you both is 
locked). Тит right (northeast), heading down a tunnel ramp and engaging two 
drowners in combat. Face left (northwest) and use Aard to destroy a weak wall 


DANGER ALERT 


Then sprint ahead, into a cistern chamber where drowners have sliced into the 
hapless Duke, who lies wounded on a wooden platform. Choose to leave him to 
bleed out, or kill him quickly. 


/ 4 EARLYDEATH FOR DUKE 


If you caught Duke earlier, you don't need to venture down into the sewers. 


Back at the meeting place, Zoltan has dealt with the bandits. Inform him of 
Duke's demise, and then choose whether you want to claim the dwarf's three 
Gwent cards (to add to your collection), or share the bag of coin. The quest 
then concludes. 


ITEMS: Gwent Cards: Faoiltiama, Nat 


Fringilla. OR, 


|! @ SECONDARY QUEST A MATTER OF LIFE AND DEATH 


Related Quests: Main Quest: Count Reuven's Treasure, 1 
Secondary Quest: Now or Never — 
Locations: Triss’ Townhouse (Novigrad), Fishmarket, Etihat's Tailor 
Shop, Vegelbud Residence 
Characters: Triss Merigold, Vegelbuds Servant, Etihal, 
Moritz Diefenthel, General Morvran Voohris, Sigismund Dijkstra, 
Margrave Vladimir de Cret, Lady Ingrid Vegelbud, Albert Vegelbud 
Enemies: Whoreson's Henchmen, Bandits, Rich Townsman, 
Witch Hunters, Witch Hunter Officer 
Recommended Item: 260 Crowns or more 


WHAT'S THE BEST PRICE ON A TROUT? 


| OBJECTIVES 


| This quest becomes available once Main Quest: The Play's the Thing concludes, 


ind Dandelion is rescued. 


Head into The Bits district of Novigrad, finding the leaning townhouse where Triss is 
currently hiding out. Beware of Whoreson's henchmen, who may be active (and must 
be defeated) in this area. Enter the townhouse and ascend to Tiss’ room. She tells 
you Lady Ingrid Vegelbud has sent her a message. She is prepared to help mages 
escape from Novigrad, but this isn't charity; it is a quid pro quo. She's supposed to 
find out more from a servant of the Lady's, who has arranged to meet at the fish 
market. You can offer to help, tell her not to go near, and offer other advice. However, 
it is decided that you'll wait nearby, while she meets this mystery man. 


Journey southwest 
across Novigrad, toward 
the Town Square and 
the fishmarket just 
south and a little west 
from there, close to 

the canal bridge. The 
servant himself is 
dressed as a townsman, 
and stands close to the 
bridge. Speak with him regarding "trout," and he isn't happy to deal with you, 
but he has little other choice. He tells you to follow him. 


| OBJECTIVES 


He heads south across the canal bridge, under the stone archway, before he's 
set upon by three bandits! Fight them off quickly. Triss soon appears, telling you 
the bandits worked for the witch hunters. Ask what's going on, and you're told 
Lady Vegelbud's son, Albert, has taken an interest їп alchemy, and the Temple 
Guard knows of this heretical pastime. Bribery isn't working. Posit that Albert 
might have to flee away from his mansion. This is to take place at a forthcoming 
masquerade ball. You can сай this idea good or bad; it's still taking place! You're 
given an invitation, and told to wear a fox mask so you're easily let in by the 
Vegelbuds' estate guards. Opt to head there immediately, or after you prepare. 
Triss is adamant you look the part. Which means visiting Elihal's shop. 

What's more, Triss wants you to wear a doublet! 


FOXY LADY 


| OBJECTIVES 


= 


Find Elihal's tailor shop in the nonhuman shanty 
town adjacent to Tretogor Gate. Speak with Elihal 
and inspect his fineries. 


He has four masks on offer, but only the fox one was 
requested by Triss. 


* Purchase the Fox Mask (100 crowns), or all of 
them. If you want to wear a mask, too, buy at 
least one more mask, as well as the Fox. 


hal 
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* (Optional) Then purchase an “elegant” (any of the six styles). Then buy 
breeches (any of the three styles). Finally, purchase the footwear (either of the 
styles). Expect to pay no more than 60 crowns for all three items. 


Assuming you bought the outfit, change into it before you meet with Triss again. 
Now head back to Triss’ townhouse. She certainly doesn't scrub up too badly. 


# Ifyou ignored her request to dress up, she's disappointed in your attire. 
# If you purchased and are wearing the clothes she requests, she's thrilled. 


You hand her the fox mask and head off to the Vegelbuds' estate. You're allowed 
in, but without any weapons. Let the party commence! 


FINDING A PANTHER ON THE PROWL 


| OBJECTIVE 


Wander up the formal gardens until you're harangued by a slightly sotted rich 
townsman, who mistakes Triss for a common strumpet. After getting his dander 
up, you can: 


# Tell him he's asked for it, put up your dukes, and pummel this rude nobleman 
until he yields in a bout of fisticuffs. 


or tell Triss to get out of here, and step away without incident. 


Feel free to walk around the gardens, listening to the merry makers and revelers. 
When you reach the stone steps to the large wooden doors, Triss bumps into an 
old friend, Moritz, He isn’t the most pleasant of mages, and you can interrupt 

or let the conversation continue. After Moritz leaves, answer Triss however you 
wish, She'll tell you about Moritz later. 


Through the door and 
Into the upper gardens. 
you go. Head right 

at the fountain, and 
onto the grassy area 
where there's a Gwent 
tournament underway. 
You have a couple of 
interesting players to. 
beat (and gather some 
rare cards from). Your first match is against Margrave Vladimir de Cret. 


1Т'$ОМНЕ СА 


If you're a Gwent card collector, and also wish to play against as many opponents as 
possible, definitely take part in this. It's the only time you can gather some cards and 
challenge these players! 

Need help formulating a plan to beat de Cret? Check out some Gwent tactics on 
page 92. 


General Morvran Voohris Sigismund Dijkstra 
If you head toward the maze area, right of the fountain, you bump into a man 

in a lion's mask—who turns out to be the Nilfgaardian Gerenal Voohris! You 
have a quick and pleasant conversation. Now mingle among the aristocrats and 


noblefolk, finding the large food tent where a pig-nosed Dijkstra is troughing. 


Lady Ingrid Vegelbud 


Speak with him if you wish, before heading toward the hedges to the left of the 
main fountain. Lady Vegelbug is there, speaking to some friends. She ushers you 
to a private location—the well. 


You may ask about the witch hunters, before starting the extrication of Albert 
As Ingrid describes him as a “dimwit,” he might not fully understand the threats 
that face him. She tells you he wears a panther mask, and the kidnapping should 
start once everyone is suitably sloshed. 


Proceed to the right side of the curved staircases, 
through the garden arch to а hedgerow bench where 
Albert is regaling some quests with some tall tales. 
Speak with him, and it's obvious he's both an idiot 
and drunk. After explaiing who you are, agree to 
meet once the fireworks start, at the entrance to the 
hedge maze. 


Albert Vegelbud 


INCH BY INCH, LITTLE FROG... 


P OBJECTIVES 


Tiss hopes you might pass the time sitting on a garden bench with her. Oblige 
(or spend some time playing more Gwent first, if you want). Head back through 
the gate, into the lower gardens, and find the bench tucked away behind a privet 
hedge. Sit down, and Triss sips from a wine goblet. You bring up Moritz, after 
which Triss seems to waver in the belief of her abilities. You can 


** Tell her she's charismatic, Or has personal charm. 
or the mages don't have anyone else helping them. 


The latter doesn't win you any favors with Triss. You pull her close as a lost 
reveler wanders by. Triss professes her drunkenness, laughing at the таев 
nude statues. Then she bolts for the garden maze! Quickly follow her down the 
stone steps of the maze entrance, before following the mini-map and chasing 
Triss into the middle of the maze. 


‘She leaps on the edge of the fountain, and falls. You catch her just as the 
fireworks begin to spark and thunder. 


# Kiss Triss as the fireworks start. 
© You don't have time for such frivolous activities. 


You put Triss down, after which Albert makes an appearance, You switch masks 
to confuse any potential pursuers. 


END: MORE FIREWORKS 


OBJECTIVES: 


Retrace your steps out 
of the maze, using the 
тар to guide you if you 
aren't sure of the route 
to take. Head up the 
stone steps to the small 
hedge courtyard where 
a female reveler is 
looking for Albert. You're 
then surrounded by two witch hunters and an officer. 


Without swords, you're using your fists and feet to punish them. When all three 
are dropped, weave your way up and out of the stone stepped exit, and into the 
lower gardens. It is now a simple matter of heading north down the gardens 
toward the stables, where you meet Lady Vegelbud, Triss, and Albert. After a brief 
chat, Triss and Albert depart as the quest concludes. 


RADOVID'S IRON FIST 


it 


|| This Quest starts once Main Quest: Count Reuven's Treasure, and Secondary Quest: 
A Matter of Life and Death have concluded. The quest starts once you leave 
Novigrad, and return to any of the city gates. 


— 


The combined forces 

of Radovid, his witch 
hunters, and the Eternal. 
Fire have transformed 
the city of Novigrad into 
a death trap for anyone 
even considered to be 
a mage. Approach a 
gate, and you may see 
a hapless victim being 
accused of witchcraft for brewing a herb potion! Attempt to enter the city, and 
you're stopped by the Temple Guard, who demand to see your pass. What pass? 
One that confirms you aren't a mage 


Tell the guard you don't have a pass, and he begins to instruct you on the ways 
to prove you aren't a mage so you can get one. Fortunately, he's stopped by a 
second guard, who hands him the pass, whispering ‘regards from Sigi Reuven” 
as he leaves. You are now free to move about the city, but be prepared for an 
increase in witch hunter activities across town. One of the mages burning in the 
town square, for example, was Triss' "friend" who you met during Secondary 
Quest: A Matter of Life and Death. The situation for the mages is getting 
desperate, Can you help? 


Before you do, you may wish to engage in one (or both) of the following 
quest activities: 


PLAN 1: SOMETHING SMELLS OFF 


This Quest begins when you find the bandits mentioned below. 


Bandit 


Head to the filthy street junction just north of the Golden Sturgeon. A trio of 
bandits beckon you over (find them near the rickety fence). They hope you can 
help them find an injured mate of theirs. Agree to help to further this quest. 
Ask for clues, and they tell you he came from the sewers. 


Pick up the scent using your Witcher Senses along the cobblestone street just 
northeast of the bandits, Examine the following as you locate the scent: 


* Boot prints with traces of sewer slime. There's a mark on the ground nearby, 
t00. Continue to the wiped handprint on the stone wall. Head down an 
alleyway just left of the handprint, heading north. Head up the steps to the 
market stall, Then continue northwards along the long, shallow stone steps 
to the outer wall of the witch hunters’ compound, and the man you seek is by 
the bushes. 


SECONDARY QUESTSNOVIGRAD, CLOSED CITY 


This isn't a friend of the three bandits, but rather a Witch Hunter, lying wounded 
and ready to be Killed by them. Feel free to: 


# Let the murder occur, and obtain payment (a small amount of crowns) from 
the bandits. 


# Stop the murder, killing all three bandits and receiving a shocked thanks from the 
Witch Hunter. He wasn't expecting help from the likes of you. The wounded Witch 
Hunter asks to be patched up. You can agree (you automatically appear inside the 
hospital), or leave him to fester. 


# At this point, the quest concludes. 


PLAN 2: A HAUNTING WE WILL GO 


Í| This Quest begins when you find any of the three keys. You don't have to speak to 


the noblewoman to start the quest, though this is the optimal path, 


Head to the Temple District of Novigrad, and locate the noblewoman (she's at 
the north end of the main covered bridge), who seems to be having trouble 
with some supernatural entities in her abode. Agree to help her, and she leads 
the way. 


| OBJECTIVE 


Follow the woman northwards, along the main street, to her dwelling — part of 
the imposing stone gatehouse — and defeat two witch hunter guards inside, 

You accuse her of attempting to trap her, and she's sly with her answers before 
giving up some rather interesting information; the first of three treasure keys! 
Perhaps this is the reward to take? It seems so, as the woman promptly flees the 
scene. Now check the corpses of the foes you slaughtered for a Warrant (either 
body has one), 


Open your Quest Items inventory and read the warrant you picked up. It refers to 
three bandits said to be in possession of magic contraband: 


* Lussi the Fox, hiding on Temple Isle near the bridge. 
* Fritz, hiding near the Crooked House. 
* Walter, last seen in the Lacehalls (Putrid Grove). 


It seems Lussi was the startled noblewoman you just spoke with. Now to find the | 
other two! | 


PLAN 2: FINDING THE SECOND 
TREASURE KEY 


| OBJECTIVE 


You have one key already. Now to find the other two. These can be approached 
in either order (though the following route is optimal), and the general objective. 
location was listed in the warrant: 


CRITICAL PATH 
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The further of the two 
bandits has dropped. 
his key, which can be 
found close to the area 
just behind (south of) 
Crippled Kate's brothel. 
Simply find the bag 
behind the back door, 
оп the deck, near the 
small market square. 


ITEM: Treasure Key (2 of 3) 


PLAN 2: FINDING THE FINAL 
TREASURE KEY 


The nearer of the two bandits is close to the Crooked House (where Triss 
Merigold resides), Head there, until the objective area appears on on your mini- 
тар, and begin searching using your Witcher Senses. 


DANGER ALERT 


OO 


ONDARY, QUES 


Main Quest: A Favor for Radovid 
Locations: Triss’ Townhouse, Kingfisher Inn, Gildort Sewers, 

Novigrad Docks 
Characters: Triss Merigold, Anisse, Berthold, Olivier, Sigismund Dijkstra 
Enemies: Temple Guards, Witch Hunters, Drowners, Rats, Katakan 
i Delusion Level 1 


Recommended Items: 


CULLING OF THE MAGES 


| OBJECTIVE 


| 


|! тив quest starts once both Main Quest: А Favor for Radovid, and Secondary Quest: 


|| A Matter of Life and Death, both conclude. Triss has asked you for help, and you 
| must oblige her in helping those hiding from the witch hunters. 


d Ifyou ignore this quest, on the mages are massacred by witch hunters 

ue results of which are seen during Act tit: Main Quest: Blindingly Obvious) 
‘and you cannot hope for a romantic involvement with Triss. Consult that 

| Quest (see page 258) for further information. 


> If you complete this quest, you have additional interactions concerning 
‘nonhumans becoming scapegoats, during Main Quest: Blindingly Obvious. 


> If you convince Triss to stay during this quest, she becomes your love 
|| interest. If you've already convinced Yennefer of this tact, prepare for an 
: Secondary Quest: Three to Tango! 


The temple guard and witch hunters are guarding 
the streets by Triss’ townhouse. You may speak with 
them; they are “scrubbing the fungus clear." Speak 
with a threatening tone, and you have the three of 
them to dispatch. Or, a more subservient tone allows 
you to walk away. 


Afterward, enter the leaning townhouse (known 
as “The Crooked House”) and ascend the stairs to 
where Triss is talking to her frightened landlady and landlord. 


Triss Merigold 


+ Ifyou fought the foes down on the streets, they are furious at you attracting 
attention to this place. 


# If you walked away from the foes down on the streets, they are discussing Triss' 
rent payments. 


There's a Concerned 
Citizen's Sermon on 

the ground, near some 
wooden stairs. Head 
up the stairs, turn right 
into the dwelling, and 
find the remains of Fritz 
inside. He's long dead. 
Stay inside this hovel, 
head up the stairs, to a 
small landing (past a torch recently used), and search the desk for a key and note. 


etter about treasure 


ITEMS: Treasure Key (3 of 3), 


| OBJECTIVE: 


The reason to find the keys in the order listed is due to the fact that the safe all 
three keys unlock is adjacent to the desk you found the letter about treasure on. 
Read the letter, then turn left, unlock the safe (which holds a variety of excellent 
treasure), and conclude this quest. 


POILER ALERT ЖЖ 


[5] 


: NOW OR NEVER 


Triss attempts to calm the couple down, and offers them her necklace. 

You can let her give away this cherished possession, or lightly threaten the 
landlady. Either way, the two of them leave. As sheltering a sorceress is a crime 
punishable by death, Triss tells you they risked a lot, Answer her how you wish. 
She tells you Novigrad has been locked down; the temple guard and witch 
hunters now stop even common folk with lucky rabbit's-foot charms as they look 
for mages. Ask how you can help (to continue this quest), 


‘She is unsure whether to move the mages hidden below the city streets to the 
docks, or to try and find two wayward mages (Berthold and Anisse) who haven't 
rendezvoused in yet. Answer how you wish (though don't tell her you can't help 
if you want to continue this quest). Triss wants to know whether to help these 
two lost mages (and put the others at risk) or head straight to the Kingfisher Inn 
(where the others are hiding) and abandon the two to certain death. You can: 


* Tell her “we should help Anisse and Berthold." The quest continues. 


* Inform her that she shouldn't “risk everything for two people." You can now 
head directly to the Kingfisher Inn. 


GOING TO BITS 


OBJECTIVE: 


The waylaid mages are hiding somewhere in The 
Bits district. Follow Triss out of the townhouse and 
roughly east down some wooden steps. Triss spots 
а patrol; usually witch hunters or temple guards 
numbering three or four. You can: 


Berthold 


• Hide at the corner of a building, waiting for the 
patrol to pass, before continuing. 


* Or face questioning if spotted, and combat afterward. 


Then it's northward into the alleyway within The Bits, and up into a dwelling on 
your right, just before the stone steps. Something is amiss as you race up the 
interior stairs. Witch hunters are already in the room! Finish them both with gusto 
(and with speed, as they can slay either of the mages you are rescuing. 


• Ifone of the mages died, the other is devastated. 
* If both survived, Berthold isn't keen on leaving. 
Speak to them both: 


e (дуй Delusion Level 1) The only way to coax them out is to befuddle them. 
They agree to meet you where the others. 


UNDER THE KINGFISHER'S NEST 


| OBJECTIVES 


Follow Triss up the stone steps, and then in the general direction of the 
Kingfisher Inn. Along the way, Triss may spot a patrol—usually witch hunters or 
temple guards numbering three or four. You can: 


* Hide at the corner of a building, waiting for the patrol to pass, 
before continuing 


. Or face questioning if spotted, and combat afterward. 


As you near your objective, she speaks about how times have changed for 
mages, then heads roughly west, through an arch and around a low stone wall 
to the side entrance of the red-bricked facade of the Kingfisher Inn. Once inside, 
prepare for one of the following: 


# it you rescued Anisse and Berthold, repel three witch hunters who have already 
discovered a group of mages inside. Do not rest until they are slain. You stoop 
over the corpse of Olivier—you were too late to save him. Speak with Triss, 
‘answering with compassion (or not), then follow her. 


# I you ignored Anisse and Berthold, step into the inn, and you're greeted by Olivier. 
You speak with him, and are quickly lead downstairs after Triss. Follow her. 


A secret wall slides open. You descend into a reasonably spacious brick cellar full 
of robed folks, some huddled and others standing. Listen to them if you wish. 


BLOODLETTING IN THE SEWERS 


| OBJECTIVES: 


While Triss checks on survivors, you're surprised to see Dijkstra, who tells you 
he's here to help extricate the mages out to Комі. Exchange banter (choose 

any option), before Triss begins to speak. The escape route has been planned. 
Agree to start planning the route through the city's sewers. Move north, and head 
through the open gate. Then descend the sloping tunnel, following it around to an 
initial encounter with two Drowners. Be sure Triss is behind you. Tur left (west) 
at the junction. 


Head north from the chamber with the wooden barrel scaffold, to what seems 
like a dead-end. You tell Triss to relax, and strike out at the western wall with 
Aard. This opens a crack, leading you into a secret library chamber! A wealth of 
reading material is available here. Loot any tomes you wish, then crack open 
the loose brickwork in the southwestem corner of this chamber, Step into а 
subsequent tunnel, tackling a drowner incoming from the west. 


The drowner was guarding an iron gate. Fortunately, it is unlocked. Head down 
the tunnel. Triss hears rats. You spot two more drowners—attack them along 
with Triss' magic backing you up. Then push open another gate, leading you into 
a brick balcony on the perimeter of a large and foul-smelling room teeming with 
rodents! Triss greets the news with revulsion, but it's nothing she can’t handle. 


| OBJECTIVE: 


Continue around the balcony and down the wooden steps to the ground level. Push 
back the rats with judicious use of Igni. Along the way, you spot strewn corpses. 
You're right under the main square, and ‘The Cleaver’ has his headquarters here, 
That's not a coincidence. Head south to the set of wooden steps. The gate beyond 
is sealed, so head up the steps, and proceed along an ascending tunnel. Stop at 
the landing for a moment as Triss inspects her bite wounds. Now continue up and 
easterwards battling three more Drowners at the top of the tunnel, This upper area 
is a dead-end (come here to clear it of foes). Take the side tunnel to the south, 
back down the last short tunnel steps you just walked up. It leads to this small 
chamber of scattered debris and a high window (as shown). 


| OBJECTIVE 


Head west, down a 

new tunnel, entering a 
junction chamber and 
west again, through an 
open gate and down a 
tunnel curving around 
to the right (north). Then 
it's a sprint west, past a 
corpse propped up near 
an eerie light. Check the 
slumped body—it has been drained of blood. The reason for this death is in the 
next chamber (west); a prowling katakan that should be dispatched. Then it's up a 
series of curved tunnels east and west, all the way to the Novigrad docks 


QUEST CONCLUSION: ONE LAST FAREWELL? 


E OBJECTIVES j 


Climb the wooden 
wharf to reach Dijkstra's 
men, then the man 
himself. The boat isn't 
in the best shape, but 

it should make the trip 
to Кои. 


CRITICAL PATH 


You have a brief 
opportunity to verbally 
tussle with Dijkstra 
(answer how you wish) about your affections for Triss, before a physical tussle 
with the advancing witch hunters becomes inevitable. Kill all six of them, 
advancing onto the main dock if fighting becomes cramped. 


Triss returns with the mages. She'll never forget what you did for her. 
At this point, you can: 


> Tell her "farewell" and she forlornly boards the ship, which sets sail for Kovir. 


> Tell her, “stay with me" and she tells you she can't do this again, with you, 
You both had your chance. You can tell her: 
“бо, ГИ miss you,” and she boards the boat. 
"Let's try again,” and she refuses, and boards the boat. 
“1 love you,” and she still boards the boat. 


2n 
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Return to Dijkstra, who 
tells you of his own 
falled love story (which 
you can listen to or 

nol). Then, only if the 
following circumstances 
have been fulfilled, 
Triss returns to shore, 
shocked at your 
passion. You need to: 


> Kiss her during the masquerade ball (Secondary Quest: A Matter of Life and Death). 


> Not have told her that you couldn't help her with the mages, at the beginning of 
this quest; you must agree to help. 

> Tell her "I love you" at this point. Answer her politely (don't say she's “changeable,” or 
anything unpleasant) and she tells you she knows a spot where you can watch the ships.” 


Related Quests: Main Quest: Get Junior 

Locations: Temerian Partisan Hideout, Hanged Man's Tree, Mulbrydale 
Characters: Vernon Roche, Ves 

Enemies: Nilfgaardian Soldiers 


TEMERIA: THAT'S WHAT MATTERS 


OBJECTIVES: - 


Quests line. 


| This quest is available once you complete Main Quest: Get Junior. It is worth 
‘completing as soon as possible, so you can continue the Assassins’ Secondary 


Journey into the territory of Gustfields, northeast of 
Oxenturt, and locate the Temerian Partisan Hideout 
Where you first met Roche. Find him in one of the 
many crags, talking tactics with his guerillas. 


Ask him about the "problem" he mentioned, апа 
he tells you that Ves took a couple of men across 
the river to Mulbrydale, to stick it to the Nilfgaard. 
Unfortunately, thls went against Roche's direct 
orders. Не hopes you'll track her down and stop her before she puts herself and 
Roche їп danger. Agree to help. 


Vernon Roche 


* Without Triss—You bid Dijkstra farewell, who tells you he needs some help 
with the assassination of King Radovid, and a meeting has been arranged at 
the Passiflora (Secondary Quest: A Deadly Plot), and the quest concludes. 


* With Triss—You recline at the lighthouse, watching the mages’ ship sail 
away, and engage in a spot of majestic revelry. Triss is now considered your 
girifriend (whether ог not Yennefer is, too!). After your trist with Triss, you climb 
down the lighthouse, and run into Dijkstra, who tells you he needs some help 
with the assassination of King Radovid, and a meeting has been arranged at 
the Passifiora (Secondary Quest: A Deadly Plot), and the quest concludes. 


Carnal Know! riss Merigold 


POILER ALERT 


|J 


OBJECTIVES. 


Head across the river to Hanged Man's Tree (where 
you began your Velen exploration), and speak with 
Roche who is already waiting for you. You both look 
down the hill and, since the village of Mulbrydale 
isn't on fire yet, you trust Ves hasn't launched her 
attack. No, wait. There's yelling and smoke. Ves is 
here alright! 


Vos 


Sprint after Roche, down the road and into 
Mulbrydale, and begin a pitched battle with up to a dozen Nilfgaardian soldiers. 
They attack in groups of around three or four. 


Roche can handle himself, so you may wish to tackle the soldiers who aren't 
engaged in combat. Head southwest, to the far end of the village, as quickly 
as you can (even if that means breaking off combat), if Ves' health drops 
dangerously low. 


Ves is valiantly battling near a merchant's tent. Help her out by slaughtering 
the well-armed (and armored) forces here, drawing the attention of the enemy 

to yourself. When you bring down your final Nilfgaard, Vernon Roche greets Ves 
with a furious diatribe, mainly concerning Ves decision to dress inappropriately 
for battle 


END: STOPPING THE LEADER’S PLEADING CHATTER 


It appears the leader of the Nilfgaard is still alive. Ves wants him dead, while 
Roche wishes to show mercy. You can: 


+ Side with Ves, and the pleading leader gets swift dagger to the throat, courtesy of 
a troubled Roche. 

# Side with Roche, leave the pleading leader alive, who thanks you profusely. Ves is 
seething, though. 

Either way, Roche tells you to count on him if you require any help in the future, 

as the quest concludes. 


> Complete this quest, and you may call upon Vernon Roche and Ves when 
assembling allies during Act Il: Secondary Quest: Brothers in Arms: Velen, 


ALERT 


SECONDARY, QUEST: A DEAD 


Converging Quests: Main Quest: Get Junior, Secondary Quest: " 
Eye for an Eye کان‎ 

Locations: Passiflora (Novigrad), Border Post (Velen), Troll Cave 

Characters: Marquise Serenity, Sigismund Dijkstra, Vernon Roche, 
Gregor, Rogg, 099, Pogg, Thaler 

Enemies: Wolves, Rock Trolls 


Gregor 


ONLY A DEAD RADOVID MEANS 
A FREE TEMERIA 


A patrol reported it abandoned soon after. You're then given a Transit Pass (if you 
don't have one already), and allowed access southwards, across Halver Isle. 


ITEM: Quest Item: Transit Pass. 


Cross the river, galloping southward, and take a narrower track off the main road, 
and into the woodland close to the battlefields. Expect a small pack of wolves to 
attack as you reach a small, green wagon. With your Witcher Senses, stoop and 
find the following: 


[| This quest is available once you complete Main Quest: Get Junior, and Secondary 


Quest: Now or Never. 


* There are signs of a scuffle, and someone was knocked out and dragged off 
You discover a strewn boot. There are also shoes on a faint woodland trail 
heading southeast. 


Follow the scattered 
shoes carefully, until 
you find a rough wagon 
trail and a rock troll 
farther upslope. Prepare 
something approaching 
a conversation with the 
troll (named Rogg), who 
is collecting the shoes. 
He tries to hide the fact. 
that his friends (Ogg and Pogg) have someone in their cave, They haven't eaten 

him, but want him to make them more shoes. = 


DUMB AS A BAG OF 066, POGG, AND ROGGS 


| OBJECTIVES: 


Marquise Serenity Sigismund Dijkstra 


When you receive 

the call to meet up 

with Dijkstra, head 
toward the fanciest 
whorehouse in ай of 
Novigrad (the Passiflora) 
just northeast of St 
Gregory's Bridge, where 
a private chamber has 
been arranged 


Reach it, and you're greeted by Marquise Serenity herself, looking a little 
different since the last time you saw her. She opens a secret door, allowing 
access up a hidden staircase where Dijkstra greets you, and he gets down to the — Close by the troll are the remains of an old mining quarry, Approach and 

details of the assassination almost immediately. look around, until you spot the entrance close to some old wooden scaffold. 
Enter the cave, looting chests if you wish, until you reach the huge main cavern. 


the f iling of f three с 1 
You can justify the forthcoming killing of Radovid in one of three Conversational You're surprised and slighty amused to see your old friend Thaler. 


ways, Then you're introduced to an operative you're familiar with—Vernon 
Roche. He has found no other way of winning the war for Temeria. As for your 
role, you are to find one of their co-conspirators who ventured out to тее! an 
informer, and hasn't returned with critical information. He was travelling as a 
cobbler before he disappeared. You are to meet Gregor—a Redanian soldier who 
has seen Radovid's unstable nature and wishes to rid the world of his king—who 
has further information on this itinerant shoemaker. Agree to find both of them. 


CRITICAL PATH 


TRACKING YOUR QUARRY 


|, OBJECTIVES: 


Who better to teach Ogg and Pogg, the two nearby trolls, how to curse? Now to 
extricate him from his predicament. The trolls aren't ready to let him leave. 
You can: 


• Choose the first conversation choice (at either time), which is threatening, and 
fight Ogg and Pogg. Closely followed Бу Rogg 


Travel south from Novigrad, through northern Velen to the Border Post signpost 
at Halver Isle, just before reaching the bridge to the island on the shore of the 
Pontar river. Bring Roach to a canter and find a shifty-looking Redanian guard. 
Gregor has been expecting you, and you both take a walk. He motions to the END: STILL TART AS ROTTING RHUBARB 
hanging corpses; killed over trumped-up charges using rules from the king. 
That's Gregor's motive for helping you. Talk turns to the cobbler, who came Learn more about how Thaler survived since the last time you saw him, as you 
through here on a wagon. reach his wagon. He'll find his own way back to Novigrad, and is ready to set 

Dijkstra and Roche's plans in motion. For now though, this quest concludes. 213 


* Choose the second conversation choice (both times), which allows you to 
leave with Thaler under the pretense of finding leather for their shoes. 
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DANGER ALERT 


. SECONDARY QUEST REDANIAS MO 


Related Quests: Main Quest: Get Junior, Secondary Quest: An Eye for an 
Eye, Secondary Quest: A Deadly Plot, Secondary Quest: Reason о! State 


Locations: Oxenfurt Port, Est Tayiar, Triss’ Townhouse (Novigrad), 
New Port Inn (Ard Skellig], Kaer Morhen 

Characters: King Radovid V, Witch Hunters, Triss Merigold, 
Yennefer of Vengerberg, Redanian Soldier 

Enemies: Nekkers, Ifrit, Witch Hunters 

Recommended Item: Axii Delusion Level 2 


A CONTRACT FROM THE MAGE MURDERER 


| OBJECTIVES: 


| 


| This quest is available immediately at the end of Main Quest: Get Junior. It begins. 
when you visit King Radovid V aboard his ship. It is usually wise to complete this 
| once Secondary Quests: An Eye for an Eye and A Deadly Plot are over, 


You arrive at Radovid's ship, moored off Oxerfurt's 
bay after the summons, and speak to the sunken- 
eyed weasel of a ruler. He isn't one to mince words; 
he wants the sorceress Philippa Elhart found. 


He ordered her eyes gouged out, but this apparently 
hasn't dissuaded her troublemaking and recent 
escape, He wants her alive, and brought to him. He 
по longer trusts the Lodge of Sorceresses. You can answer however you wish, 
but the results are the samie—travel into the mountains and find her. 


Witch Hunter Leader 


Journey northeast of Oxenfurt, into the wooded hills, following the pathways 

оп horseback until you reach the top of a hill and discover a set of ivy-covered 
ancient ruins. There's a series of outer pillars caked in lichen and moss, with an 
inner archway and tiled entrance area where a group of witch hunters are nursing 
their wounds. They've had great difficulty attempting to enter these catacombs 
known as Est Tayiar. You explain who you are and who sent you. The leader 
motions to one of his men, who shows you a tile block imbued wwith power. 


ITEM: Quest Item: Wall Tile. 


THE PERFECT HIDEOUT... FOR AN OWL 


| OBJECTIVES: 


Drop down the hole, 
and descend into 

the tunnel the witch 
hunters have excavated. 
The stairs lead down 

to a barred gate 
archway with a magical. 
barrier beyond. 


а SPOILER ALERT ЖЖ 
T WANTED 


Go back up the stairs a 
few paces, and examine 
the indent in the ivy wall 
(Witcher Senses help 
find it). Press the tile 
into the wall, and the 
barrier is removed. 


Descend to a junction 

chamber with two 

arches on either side. 

In front is a sheer drop into a cavernous lower chamber where you must go 
(without falling and killing yourself, of course). The right arch leads to a ledge 
and a nasty drop). The left arch leads to a portal, which is actually working. 
Step into it. 


You enter a stone chamber with rocks and rubble, and a few scattered barrels. 
Use your Witcher Senses: 


* There is a remex (an owl feather) with its edge frayed. 


Head up the stairs to the southeast, turn left, and engage a group of nekkers 
down some more steps. After slaying both of them, descend to a deactivated 
portal on a stone ledge. Approach the power cell (an activation crystal), and use 
your Aard Sign to spin it into activation. Then step into the portal 


DROPPING IN UNANNOUNCED 


` OBJECTIVES 


Alone witch hunter is brandishing his sword. Lost and disoriented, his inspection 
of the area has convinced him that a meeting of sorceresses is set to take place 
here. However, in order to protect himself from creatures visiting this area, 

he has removed the nearby portal's power cell. Naturally, you need the power 
cell to continue. You can: 


* (Axii Delusion Level 2) Tell him to behave and give you the crystal 


* (Fight Fight) Tell him he's in a world of hurt, and literally beat the power cell 
out of his hands. 


Aside from denigrating your antics, expect no more annoyances from the witch 
hunter. Inspect the chamber you're stuck in. There's another feather (a Sign of 
polymorphy) and a chest containing some love letters written to Philippa (from 

а woman scorned by her as she discarded her for... Dijkstra?!). Now run up the 
stairs to the deactivated archway portal. Fall off here and you die, so turn around, 
place the power cell into the wall alcove to your left, activate it with Aard, and 
step on through. 


ITEMS: Quest items: Power Cell, Letter to Philippa 


You step into a chamber 
of three nekkers that 
attack you immediately 
Slay all three and 
inspect the remains of 
Philippa's laboratory. 


There's another feather 
оп the ground, and 

an opening that leads 
down some ledges into 
a small watery cave. Attack four more nekkers in this lower cave area, before 
exploring it thoroughly. There is a power cell to gather. Grab it, head back up into 
the laboratory, and up the steps to the portal platform. Once again, insert a power 
cell into the wall alcove to your left, activate it with Aard, and use the Portal 


Now finally on the lowest level of this maze, dash forward (northeast) toward the 
central tiled pathway lit by braziers. At the far end you are greeted by a guardian 
summoned by Philippa—an Ifrit to slay. Once the fire elemental is snuffed, head 
up the stairs, through two archways and into Philippa's private quarters. 


| OBJE 


Amid the broken furniture, rubble, and discarded equipment, your Witcher 
Senses pick up the following: 


‘© Agates that Philippa wore around her neck. These are covered in blood for 
unknown reasons. 


• Blood-stained surgical instruments indicating she operated on someone. 
* Notes that are so charred they are unreadable. 
* The remains of her megascope, scorched and covered in soot. 


• A heavily-chipped crystal from the megascope. Your favorite sorceress friend 
will know what to do with it. 


ITEMS: Quest Items: Agate, Polished Crystal 


Depending on your previous quest and romance choices, you may optionally take 
the Polished Crystal to be examined by: 


de Triss in Novigrad. 

de Yennefer in Skellige. 

de Yennefer in Kaer Morhen. 

Or, you can ignore the sorceresses completely, and return to Radovid. 


Exit Est Tayiar the 
same way you entered. 
Access the portal and 
ascend to the hole 
below the exterior 
ruins. You notice that 
the witch hunters. 

are discussing your 
efforts, and their leader 
aggressively demands 
1o learn what you've. 
found out. You can: 


Be as rude as you wish, or attempt to hide the fact that you found the 
megascope's crystal. It matters not; you must fight the five witch hunters. 


Or you can hand over the megascope's crystal to the leader immediately. 
You aren't able to visit either Triss or Yennefer, and should head back to 
Radovid's boat for your reward. This isn't recommended. 


OPTIONAL (TRISS): 
GAINING TRUST WITH TRISS 


| OBJECTIVE 


Take the crystal to Triss only if you haven't yet completed Secondary Quest: Now or 
Never, and Triss has sailed to Kovi. u this quest has not occurred or Triss is your love, | 


interest, this objective is accessible. 


Assuming you didn't give the crystal to the witch 

hunters, head west into Novigrad, visiting the Glory 
Lane district (east of the Hierarch Square signpost), 
and find the leaning townhouse where Triss resides. 


Triss is surpised and a Ийе disgusted that you 
accepted Radovid's contract. You want to see 
what the crystal can tell you about Philippa before 
any decision about Radovid is made. Images are 
encoded in the crystal—a conversation between Philippa and her sorceress 
friend, Margarita Laux Antille, about reviving the Lodge of Sorceresses, and 
attempts to restore Philippa's vision. 


Triss Merigold 


‘Afterward, you mention that Radovid would like the crystal. This troubles Triss, 
who implores you not to do it 


End your chat by: 
de. Leaving the crystal with Triss. 


# Taking it with you to show the king (though you can return it to Triss before you 
meet with Radovid if you change your mind). 


OPTIONAL (YENNEFER): REVELATIONS 
WITH THE RAVEN-HAIRED ONE 


Fourcrvis 


| — 


{| The objective to take the crystal to Yenneter is available only if you've already begun 
‘Act i of the Critical Path (Main Quest: Ugly Baby), but haven't yet completed Main. 
| Quest: The Isle of Mists. 


Yonneter of Vengerberg 


Assuming you didn't 
give the crystal to the witch hunters, make a long trek to the island of Ard Skellig, 
visiting Kaer Trolde Harbor and heading up into the village along the coast, into 
the New Port Inn and Yennefer's chamber. Or, if Yennefer is in Kaer Morhen, then 
head there. 


Yennefer is mocking in regards to Radovid's cruelty, You want to see what the 
crystal can tell you about Philippa before any decision about Radovid is made. 
Images are encoded in the crystal—a conversation between Philippa and her 
sorceress friend Margarita Laux Antille about reviving the Lodge of Sorceresses, 
and attempts to restore Philippa's vision. 


Afterward, Yennefer is angry that no more of the transmission can be deciphered, 
and is adamant that the crystal must not be allowed to reach Radovid. You are told 
more about the Lodge of Sorceresses, and the restoration of sight. End your talk by: 


# Leaving the crystal with Yenneler. 


# Taking it with you to show the king (though you can return it to Yennefer before 
you meet with Radovid if you change your mind). 


END: DO YOU SIDE WITH THE SORCERESSES? 


[| OBJECTIVE 


Return to Oxenfurt Port, and speak with the Redanian Soldier to access Radovid's 
galleon. Radovid asks what you have learned. You can be evasive, or mention 

the crystal, or that she is trying to restore her eyesight. But Radovid is only 
concerned with the crystal, and your past decisions influence how this quest 
completes, and your reward (or lack thereof): 


E 
5 
5 
3 
E 
E 
Е 


* Ifyou hand over the crystal, you are paid and Radovid mentions he'll hand the | 
crystal to his captive mages to examine. | 


* If you already handed the crystal over to the witch hunters when exiting Est 
Tayiar, you learn they took the credit for finding the crystal, and are nothing 
but a coward in their eyes. Radovid has no proof they are lying, and refuses. 
to pay you. 


If you gave the crystal to Triss or Yennefer, you may elect to tell Radovid about 
what Philippa was planning, or you may remain evasive. Either way, without 
the crystal (and therefore proof), he refuses to pay you. 


After one of these occurs, the quest concludes. 
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CRITICAL PATH QUESTS: 


ACT I: SKELLIGE - 


In which three vast territories are thoroughly explored. 


The third is the rugged archipelago of Skellige, home to 
the fiercely proud islander clans. After a stormy ocean 
crossing an old friend from Clan an Craite is found, and 
long-forgotten secrets across the islands are uncovered. 
Whether you help the islanders crown a new ruler is а 
choice only you can make. Further revelations abound. 
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Related Quests: Main Quest: The King is Dead— Long Live the King, Main 
Quest: The Nilfgaardian Connection; Main Quest: Pyres of Novigrad _ 

Locations: Novigrad Docks, Golden Sturgeon, Crossroads [Ard Skellig], 
Kaer Trolde Harbor (Ard Skellig] 

Characters: Captain Liglad, Captain Wolverstone, Steingrim, 
Trofast, Bran of Clan Tuirseach, Yennefer of Vengerberg, Ermion, 
Crach an Craite 

Enemies: Pirates, Wolves 

Recommended Items: 1,000 Crowns 


Т 
This quest starts automatically once Main Quest: Imperial Audience concludes. 

| Evon though you are able to commence tis Main Quest wich ows you to 

| thoroughly explore Skellige, you are free to start, stop, or go back to any other part 

| of the Main Quest in any of the other major land masses of this realm. Your choices 

| аге as follows: 


* Main Quest: The Nilfgaardian Connection, and commence the Main Quests across 
No Man's Land (Velen) (see page 156). 


* Main Quest: Pyres of Novigrad, and commence the Main Quests across Novigrad 
(this quest) 


| • Main Quest: The King is Dead—L ong Live the King (page 219), and commence 
the Main Quests across Skellige. { 
— 


SOUSED AT THE GOLDEN STURGEON 


| OBJECTIVES: 


Yennefer has already transported herself to the wild 
isles of Skellige, and to meet her there you must 
arrange safe passage on one of the ships that are 
setting sail. Begin by heading into Novigrad, and 
locating the Novigrad Docks signpost. Work your 
way around the dockside wharfs, checking your 
mini-map for three possible vessels. 


One is captained by a lady who isn't interested in 
heading to Skellige. The second is currently captainless. The crew say the 
Captain is off drinking somewhere. This is Captain Wolverstone—his ship is the 
Atropos. The third is moored farther around the harbor, Speak with Captain Liglad 
aboard the vessel. He's not interested in sailing to Skellige either, but he does 
recommend speaking to the drunk and unreliable Wolverstone, who's currently 
draining the Golden Sturgeon dry of ale. 


The Golden Sturgeon is on the harbor walk, and easy 
to find. Enter this drinking establishment, and speak 
to Wolverstone. He is about to set sail for Ard Skellig, 
the largest of the Skellige islands. 


* (1,000 Crowns) Once you hand over some 
monies, he agrees to take you. You can pause, 
adventure throughout Novigrad and Velen if you 
wish before returning, and confirm you wish to 
leave for Skellige when you're ready to depart. Main Quest: Destination 
Skellige now commences. 


During the voyage, you're woken from your sleep by shouts from the deck. 
The Atropos is being boarded by pirates! Expect around eight of them. Support 
the crew and tackle the foes nearest you, mopping them up in combat. With the 
pirates repelled, Wolverstone looks ahead at a fierce storm, and yells at his crew 
to cut the tether lines to the pirates’ ship. The longboat drifts away, while the 
Atropos is dashed against an iceberg 


KNOW THE WAY TO KAER TROLDE? 


| OBJECTIVES 


Steingrim 


You wake up on a gravel beach with splintered flotsam everywhere, and a 
fur-shawled islander picking at your equipment. This man of Skellige (named 
Steingrim) is proud, prone to violence, but can be friendly. Depending on your 
conversation choices, you gain knowledge about the location of Yennefer 


# Be pleasant with your chat, and you end the conversation with the islander in a 
civil manner. 


# Tell the man you'll slap him after he insults Yennefer, and start a fistfight. 
This can end with victory for you (after which, the man is suitably impressed), 
or victory for him (after which, your handiness is called into question). 


** Choose offensive comments and the chat can degenerate into combat. This сап 
also occur if you unsheathe your sword during the fistfight. Steingrim shouts to 
Trofast (his hunting wolf) to attack you, deal with both of them. 


— PUTUREFPASTER | 


17 Steingrim is still alive, you may see him during the Secondary Quest; King's Gambit 
а — 


A 1,000 CROWNSIN'YOUR POCKET 


Before going anywhere, check the immediate area and gather loot from the 
shipwreck. Behind the ship you can find the body of Captain Wolverstone. Search his 
pockets and gather the 1,000 crowns you paid him for the voyage. 


Follow the path east and then north, whistling for your horse if you wish to 
cover more ground. Stay on the path and discover the Crossroads signpost. 
Continue to gallop north along the winding road, turning left (west) just before 
the gates of Kaer Tolde, and descending down into Kaer Trolde Harbor (signpost). 
Dismount and move to the far (west) end of the harbor. 


THE FINAL VOYAGE OF GOOD KING BRAN 


Crach an Craite 


The body of King Bran of Clan Tuirseach is carried out to a longship. The chief druid Ermion is conducting the eulogy as you meet up with Yennefer. You can flirt, or ask 
her about Bran (he was respected, but his wife wasn't). Crach an Craite now speaks about picking a successor in their war against the Black Ones. Flirt with Yennefer 
again, or ask more pressing questions. The longship is set ablaze, and sails into the sunset. 


After the eulogy, you can ask Yennefer what she's leamed. She tells you 
something strange happened on Ard Skellig—a disaster brought about by 

a burst of magic. However, Ermion isn't letting her near. Crach then approaches, 
knowing you'll be at the wake. As will Yennefer, who hands you a key and hopes 
you'll wear something complimentary to her—something not reeking of a 
thousand hunts. Main Quest: The King is Dead—Long Live the King 

now commences. 


DANGER AEN 


MAIN QUEST: 


o00 


Related Quest: Main Quest: Destin: 
Main Quest: Echoes of the Past 

Locations: Kaer Trolde Harbor, Kaer Trolde Keep [Ard Skellig] 

Characters: Yennefer of Vengerberg, Birna Bran, Cerys an Craite, 
Blueboy Lugos, Otrygg, Holger Black Hand, Svanrige Bran, Odalryk, 
Hjort, Donar an Hindar, Madman Lugos, Crach an Craite 

Enei Bears, Wolves, Earth Elemental 


ion Skeltige, 


ATTIRE BEFITTING A WITCHER 


| OBJECTIVE 


Continue along the harbor path into the cluster of buildings and small gatehouse 
below the main hike up to the keep. Remain close to sea level as you head north 
and turn left (west), opening the door leading into Yennefer's Room (which is 
adjacent to the Old Port Inn). Yennefer has certainly spread out her belongings, 
Which can be inspected using your Witcher Senses 


© There's a book, beauty cream, a megascope for her magic, wardrobe with 
Yennefer's clothes, and a stuffed unicorn that might bring back memories. 
The traditional Skellige outfit (in a choice of two colors) is hidden in the comer 
chest, by the megascope. 


ITEM: Quest Item: Traditional Attire 


# Pick the clothing up, access your Inventory menu, and change your clothing. 


+ Or ignore the clothing (or pick it up but don't wear it). 


Yennefer's preference is for black and white clothing, and this extends to your. 
outfits, it seems. Feel free to ignore her wishes, turn up in just underpants, or 
wearing whatever you wish. You receive an appropriate comment from Yennefer 
accordingly. If you still have your Nilfgaard outfit from your audience with the 


| emperor during the Prologue, that works too. | 
— — — — — _ 


ў 

I 
\ 

| 


Then, exit the room and head up to the keep. 


MAY OUR HORNS ECHO 'MIDST THE CLIFFS 
AND PEAKS 


| OBJECTIVE 


The journey to Kaer Trolde Keep is quite a climb 
Head to the main road uphill, heading north through 
the first gatehouse, across the wooden bridge, and 
up through the long overhang with the spectacular 
view of the gorge below. Kaer Trolde Keep looms 

up, cut from the granite mountain it sits on. Wind up 
through the tunnel, and slow down as you cross the 
gorge bridge. Yennefer is speaking to Birna Bran, the 
widoW of King Bran. 


Queen Mother Birna Bran 


[| it you completed some or al the quests in Velen (No Man's Land), and/or Novigrad, 4 
| you share the information you've found out with Yennefer at this point. 


SPOILER ALERT XX 


THE KING IS DEAD LO G LIVE THE KING CJ 


1 is a discussion bordering on an argument about rights of lineage. 
Mother promptly leaves, and Yennefer looks you up and down. 
# M you dressed up as she requested, you receive a compliment. 


# I you didn't, a verbal dressing down is all you receive. 


| OBJECTIVE 


Stride into the keep and 
speak with Yennefer 
about attire, until you 
reach the great hall, 
where a servant named 
Arnvald motions you 

to your seats. You're to 
break bread with the 
offspring of Skellige's 
jaris. Cerys an Craite (daughter of Crach), Blueboy Lugos (firstborn of Madman 
Lugos), Halbjorn (son of Holger Blackhand) and Otrygg (son of Donar an Hindar). 


Cerys an Craite Blueboy Lugos 


There's some light 
banter, and a mention of 
Cerys’ brother Hjalmar, 
who isn't here (he 
walks his own path). 
Then conversation turns 
to a race up the mount. 
Eager to prove herself, 
Cerys challenges you. 
You can: 


Halbjorn, son of Holger Otrygg an Hindar 


* Agree, and the race starts, 


* Decline, and finish the conversation without leaving the hall 


INTERLUDE: THE RACE TO HJALMAR'S AXE 


| OBJECTIVE 


CRITICAL PATH 


You appear along 
one of the icy paths. 
Kaer Trolde Mountain. 
Blueboy blows his 

hom, and Cerys sets 

off running at quite the 
pace. Sprint up the 
slope on the marked 
path shown in your 
mini-map, looking for lit 
torches to guide your way, and timing every clamber up a ledge. Don't stray 

off the path, which is easy to do, try running and leaping if you're slowed down 
by deep snow, and try not to cut too many corners or you may end up slipping 
and falling. Once you reach the rock tunnel, sprint to the top, where the axe can 
be found. 
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INTER-ISLAND ANIMOSITY 
OBJECTIVE —  — 


Jarl bo 


1 Jarl Donar an Hindar 


Jarl “Madman” Lugos 


After electing to drink or not, you excuse yourself from the youngsters. Walk the 
banquet hall, checking your mini-map to see four locations (marked j of interest: 


Follow Yennefer to Holger Black Hand and Birna are talking. Bran's son, Svanrige, 
is also there but keeping silent. The discussion is heated—literally, as they ate 
talking about custom of the wife of a king being immolated during the tuneral— 
‘and Birna curtly departs. Holger tells you she still thinks she's ruling the islands. 
Share a toast or decline a drink with Holger, before moving on (or speaking to 
him again about Faroe, the wet and windy rock he presides over). 


. 


Skellige Widows—there are two widows of Skellige; you can ask what 
becomes of them, but no one mourns here. Tears are replaced with 
vengeance. These women don't birth any cowards. Yennefer likes the women 
of these parts. 


The Jarl and his Seer—by the window, Jari Udalryk (Јал of the Brokvar Clan 
of Spikeroog) is receiving some bad news from his seer Hjort. Speak to them 
about omens. He reads your future and it seems dark. You toast the departed 
King (or refrain), and Yennefer remarks that Udalryk is apparently a very ill man. 


The arguing Jarls—by the far (south) door are two old men yelling obscenities 
involving goats at each other. Jari Donar (of Hindarsfjall Isle) and Jarl Lugos 
have heated words, and insult Yennefer in the process (you can stand up for 
Yennefer and insult Lugos too, which turns into a fistfight that you can win or 
lose), Afterwards you are pulled away before the situation worsens. 


THE TRIAL OF TAXIDERMY 


| OBJECTIVES 


The door behind the arguing јап is open, allowing you to head downstairs 
(southward) deeper into the keep. Yennefer is here to visit Ermion’s laboratory 
(without an invitation). Follow Yennefer, keeping behind her so you don’t attract 
апу guards, and speak to her about the Mask of Uroboros (which she intends 
to steal). This stairwell stroll and a pair of doors are guarded by a murder of 
crows—Ermion's spies. 


‘Simply head to the nearby window, walk outside, cross the outer balcony to 
the next window, and open it. You appear past the door, with more stairs down, 
through a portcullis and into a mysterious room. It is filled with stuffed animals. 
Use your Witcher Senses and uncover the following: 


* There are four bears, ten wolves, and four deer. All motionless. 
* There is a roughly hewn altar with a basin of water for teleprojection. 


A door to the side is locked, and you cut yourself opening it. The room is filled 
with an eerie glow. Those animals aren't stuffed, they're alive! 


| OBJECTIV| 


Does this room smell 
like mushrooms? Weird. 
No matter. Brandish 
your sword and begin 
to slash at the three 
animals attacking you 
(usually a bear and two 
wolves). Once they've 
been removed, expect 
three wolves and a 
bear. Slice and dice them, before the last foes (a wolf and two bears) must be 
defeated. Then you collapse in a heap, unaware that you were hallucinating and 
the animals were still stuffed! Still, the side door is open now. Head on through 
(to the west). 


MAKING THE EARTH MOVE 


OBJECTIVES: 


Continue down more 
stairs and into Ermion's 
laboratory. Here there 
are two types of items 
to inspect, of varying 
interest to you: 


“Glittering” objects 
which are usually notes 
and other marginalia 
from Ermion, to add to 
your Lore knowledge. There are also objects that appear in red when you utilize 
your Witcher Senses. These are of importance, and some must be found in order 
to continue. Find the following 


œ Acorrespondence letter on a sideboard. 


* Ermion's pipe on a small table near the fireplace. 


A book—Tales of the Wild Hunt—on a small table by the main pillar. 


A large goblet of dwarven triple mead on the bedside table. 


* Aset of ornate boiling casks atop а low bookshelf. A laboratory worthy of an 
imperial alchemist. 


* A wooden goat on a plinth, sitting on a barrel. According to Yennefer, this 
might have been whittled by Ciri (as Ermion was Ciri's tutor during childhood). 


* Ahuman skull, sitting on a small circular table. Wait, is that a child's skull? 
* Ermion’s wand, propped up against a wardrobe 
* An extremely large pine cone, on the table by the bookcases. 


* A sword placed into a stone. Try as you might, you can't pull the blade out; 
mainly because this is a vice! 


A larger-than-lifesized statue deep in thought. There is an outstretched hand 
to place something in. Perhaps the mead goblet? Slot it into place, and a 
section of wall rumbles open. 


ITEMS: Quest Items: Ermion's Correspondence, 
Tales of the Wild Hunt, Mead, Skul 


| OBJECTIVES: | 


Head down the steps into а cavern under the keep, where Yennefer spots (and 
takes) the Mask of Uroboros floating in this strange roughly-hewn chamber, 
Alas, it is guarded by a lumbering earth elemental! 


OUT OF ELEMENT? END: OATHS OF THE OFFSPRING 
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You finally make a retur to the wake, where you witness а Skellige tradition 

All the candidates for ruler place their weapon onto an animal skin, as a symbol 
of their will to rule. Crach substitutes for his son Hjalmar, who has already 
departed for Undvik to slay an ice giant. There's a surprised murmuring when 
Cerys, the only woman with such machinations, throws her dagger onto the pile. 


This terrifying entity can be a real pain to slay, so be sure to adequately prepare 
before the fight Gust after the secret door is opened), and read up on the best tactics 
to slay earth elementals in the Bestiary. 


When the Elemental crumbles, the room begins to fill with gas! You now have 
15 seconds to look around. Just enough time to gather the valuable loot from the Afterwards, you appear with Crach and Yennefer on one of the keep's crenelation 
slain elemental, With no way out, you implore Yennefer to teleport you both out promontories. Crach pledges help to find Ciri, but you need to ask for assistance 
of there. But she needs you to have a clear head, and you must choose from two with Ermion. He supports Yennefer's decision to seek out the anomalous magical 


options quickly! blast elsewhere on Ard Skellig. Then Crach has a request of you. 

ge We're gonna choke and die: You tumble onto a feast table in Kaer Trolde, in • His son Hjalmar has sworn an oath to kill the giant of Undvik: Secondary 
between the drunk revelers. You avoid any carnal knowledge with Yennefer. Quest: The Lord of Undvik. 

ge Damn, | wanna kiss you, Yen: You tumble back into Yennefer's bedroom back in * His daughter Cerys has sworn to lift the curse of Udalryk on Spikeroog: 
Kaer Trolde Village. She's torn part of her dress. Secondary Quest: Possession. 

Tell her you should get back to the wake, and she finishes up with her sewing œ Yennefer is off to change, and explore the area around the anomaly. 

and you both return to the great hall Main Quest: Echoes of the Past. 

Tell her you wouldn't mind watching, and you appear to Yennefer clad only in Agree to help Crach. You now have three important tasks to accomplish, in any 

a loin cloth. You both catch up on lost time. After some bedroom (and unicorn) order you like. But for now, this quest concludes. 


antics, you both return to the great hall, 


Carnal Knowledge: Yennefer of Vengerberg 


SPOILER ALERT XX 


Related Quests: Main Quest: The King is Dead—Long Live the King; OBJECTIVE 

Main Quest: Nameless 
Locations: Redgill, Druid’s Camp, Cataclysm (Ard Skellig) 
Characters: Yennefer of Vengerberg, Ermion 
Enemies: Foplets Quickly head downhill in a roughly southerly direction down the path, in sight of 
the cataclysm, where acres of forest have been stripped to skeletal remains from 
the previous blast that Yennefer seeks to investigate. 


Ermion and the other druids descend too, starting a spell in the hopes that they ges 
might halt any disaster the Mask of Uroboros would cause. You find Yennefer 

engaged in electrical combat with a group of foglets. Engage in combat with 

them, helping her slay these tricky foes. 


|, This quest becomes available automatically once Main Quest: The King is Dead 
Long Live the King concludes. It is mandatory, and must be completed to continue 
| the Main Quest, As you may have concluded any number of other quests before 


starting this one, the journey to the Druids’ Camp cannot be accurately plotted. Afterwards, the wind whips up as Yennefer explains the mask summoned the 
| The following is the optimal method of reaching this location on eastern Ard Skellig. foglets. The device apparently reveals the past, but only in certain places with 
a strong magical imprint. She hands the mask over to you. She wants to read = 


ONLY IGNORANT FOOLS BELITTLE MYTHS your mind and see what you see. There's little point in arguing. 


Sail to the deserted port village of Redgill on Ard Remember to quickly put the mask on and take it off using the Quick Slot item menu. 


Skelligs easter coast. There's litle here now but 
steps up to a winding beach pathway that meanders 
vaguely westward, and finally ends up at your 
destination—the Druids’ Camp. Or, гек up the coastal 
hills and into the woods, heading directly for the 
camp. When you arrive, Yennefer is already having a 
rather heated discussion with Ermion. You can: 


MAGICAL BLASTS FROM THE PAST 


| OBJECTIVES 


CRITICAL PATH 


er of lente em 
Follow Yennefer to an area where the earth is ripped apart and a waterlogged gully 
exists where a path once was. Place the mask on and you see two shadow figures 
step from a portal. Geralt claims one of them was Ciri! Remove the mask when 
Yennefer decides to move to the next area of magical force, 


» Join in the conversation, reminding the two of 
them that their behavior isn't appropriate. 


© Wait for this initial salvo in the argument between 
Yennefer and Ermion to subside. Then begin a 


proper conversation, Engage a foglet, slicing It apart before donning the mask again. This time a group 


of shadow figures are torn apart by a blast of bright light, This is the impact spot 
of the cataclysm. But Ciri and her companion escaped. 


Make conversation choices as you wish. Ermion 
is furious that Yennefer has taken the Mask of Ermion 

Uroboros, and relates the myth of the mask. As he 

recalls the history of the device, and you answer Ermion in any way you wish 
regarding Yennefer's thievery, there's an ominous sound, and you fail to see 
Yennefer. She has snuck away during your talk with Ermion! She used the mask! 


Remove the mask, and follow Yennefer for a third time, When she stops and you 
don the mask one more time, you see a shadow figure attacking another, and 
the second fleeing through a portal. It appears Ciri escaped, but may have been 
wounded in the process. Ciri's magical residue indicates that she traveled to. 
Velen from here, but her attacker is closer by. 
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Defeat another summoned foglet, then continue to follow Yennefer down the hill, moving toward the east. Wear the mask when instructed to see two shadow figures 
battle each other, one defeating the other. Yennefer deduces Ciri has a powerful ally—a mage most likely—and you're about to wonder what happened to this person 


when the weather starts to clear up, and Ermion strides into view. 


END: FORESHADOWS OF THE FUTURE 


Ermion's apoplectic fury is abated when you inform him of a trail that seems 
to indicate Cirî's whereabouts. When you hand back the mask, Ermion tells you 
it has lost its power. Once you tell him you need to examine one more trail, he 


| OBJECTIVE 


grants your progress. You're looking for a corpse, someone Ciri's companion killed. Head south with the watery ditch on your right. Yennefer lifts a fallen tree from 
the ditch, and you discover the body of a Wild Hunt Rider. The armor is clean, with no blood or sword nicks. Ermion is frightened by this revelation, and tells you the 
Wild Hunt was already seen on the Isle of Hindarsfjall. hey ransacked the village of Lofoten. Yennefer proposes that you both travel there via teleport. Agree and Main 


Quest: Missing Persons begins. 


st: Ech st, Main Que 
Clothing, Main Quest: Т 
t: The Mysterious Pas: 


t: Namele 


Secondary Quest: In Wolf's Calm Befo 


the Storm, Si 
Main Quest: Ugly Baby 

Los Lofoten (Hindarsfjall), Freya 

Character 


ondary Qu: nger 


Yennefer of Vengerberg, Prieste 
Tordar, Morkvarg 


Enemi 


T T 
| Main Quest: Missing Persons is available automatically, once Main Quest: Echoes 
ol the Past concludes. It is mandatory, and must be completed to continue the 
Main Quest. 


Secondary Quest: In Wolf's Clothing (see page 423) is a closely related quest, and 
|| any mandatory elements of this quest are featured in this section. While that quest 
{| concentrates on killing a cursed werewolf, Main Quest: Namelss concentrates on 


| uncovering the fate of the Craven one. М 


RAZED HUTS AND FRESH GRAVES 
| OBJECTIVE _ 


Yennefer transports you to the Isle of Hindarsfjal, 
and correctly remembers the way to the village of 
Lofoten. Head north from the Cemetery into the 
center of the village where the Skellige women 
(priestesses of Freya) are conducting some kind of 
ritual, Yennefer interrupts the ceremony, and you ask 
the whereabouts of Ciri, the “ashen haired” one. 


Yennefer of Vengerberg 


DANGER ALERT 


QQQ 


Gardi 


of Vengerb 


SPOILER ALERT XX X 


Apparently, Ciri was seen before the Wild Hunt attacked, in the stables with 
‘a man named Craven (who is cursed by the other priestesses). Ask if Craven 
has a name. He did until he was struck from the Saga of Ancestors after fleeing 
the village during the attack. This Craven character attempted to clear his name 
by traveling to Freya's Garden to defeat Morkvarg, the vilest man ever to inhabit 
Skellige,” who stole, killed children and pregnant women, and attacked his own 
clan's lands. Answer how you wish. Afterwards, you realize this monsterous 
Morkvarg has a complex curse upon him. You both decide to head to Freya's 
Garden in the hope of finding, and dealing with both Morkvarg and Craven. 


IN"WOULF'S'CLOTHING 


At this point, you may wish to concurrently complete Secondary Quest: In Wolf's 
Clothing. М you do, consult (page 423) for the additional objectives. Secondary Quest: 
In Wolf's Clothing can also be completed before you begin Main Quest: Missing 
Persons, if you wish. 


NAMELESS: CRAVEN SOME 
WEREWOLF COMBAT 


| OBJECTIVES 


Accompany Yennefer to Freya's Garden; a walk along 
the main road heading northeast (exchanging thoughts 
about Craven and his chances against the monster). Or, 
meet her at the gate if you journeyed from talking to 
Tordar. At the gates, you hear gnawing sounds and 
muttering. A huge, sinewy werewolf is devouring 
some meat, but it spews the contents out of its 
gullet and curses; an important clue for Secondary 


Morvay 
Quest: In Wolf's Clothing. It lashes out at you through the gate, and flees toward a 
large oak tree deeper into the gardens. He doesn't seem to be receiving visitors. 
Main Quest: Nameless now begins. 


SPOILER ALERT XX 


The gate is locked, so follow Yennefer up the steps. Travel across the ivy-covered 
stone bridges connecting various parts of the garden together, then head 
northwest, into the very middle of the garden to a huge and sacred tree. You 
pick up the trail of Craven immediately (he cut himself to make a blood offering) 
Afterwards, you explain to Yennefer that hunting a werewolf is best done alone 
(she agrees and waits at the tree). 


* Before you head off, feel free to speak to Yennefer again to learn more about 
the garden's history, and engage in some playful banter. 


| OBJECTIVE 


Utilize your Witcher Senses at the tree, and begin to follow a variety of clues 
» Craven's blood by the tree, flowing profusely with a clear trail. 


• A crack between the tree root in the ground. Something is below, but you 
can't tell what. 


© A trail of blood and footprints (he trod carefully) leads you down into the lower 
gardens. Turn right (west) and engage a wolf in combat. 


• А corpse, half-hidden in shrubbery. Morkvarg doesn't eat his victims. 


* Monster tracks by the main gate; there was running and chasing. Expect two 
more wolves prowling the area as you continue in a clockwise search. 


* Anumber of footprints showing where Morkvarg finally attacked. Craven's 
blood is here. 


* More splatters of blood. Craven ran away wounded, after blocking the 
werewolf as he tried to escape. The trail ends at a door that is firmly closed. 
You need to head around it. 


OVERCOMING AN UNDYING LYCANTHROPE 


| OBJECTIVE 


Climb the wall to the right and explore the structures further into the gardens, 
but make a mental note that your path eventually leads you to the arched door 
to the right of the wooden wall. To reach there, sprint past Yennefer at the sacred 
tree, drop down heading northeast, and travel up some stone steps and into an 
overgrown stepped courtyard where there's a wolf to cut down. Move to the 
edge of the raised garden and look down onto a lean-to and small canal. Drop 
down from the lean-to and check the following with your Witcher Senses: 


* There are many prints both old and new. Morkvarg's lair is close. 


| OBJECTIV 


Climb the stone ladder 
embedded into the 

wall, and clamber onto 
the higher ground 
overlooking a sluice 
gate and two levers. 
There Is a ruined bridge 
in this area with а 
locked gate on the other 
side. You can't reach 
that to continue, so inspect this area closely. Utilizing both levers should allow 
you to open the flood gates. Save your progress, and start yanking those levers! 


* The left lever changes the gears of the mechanism to lift up one of the three 
sluice gates. You can see which gate is able to be lifted by watching the three 
wooden mechanism dowels that move up and down between the two levers, 
Simply use the left lever until the sluice gate you want is ready to be moved. 


* The right lever moves the actual sluice gate you have chosen. There are 
three gates. 


DANGER ALERT 


Locations: Lofoten (Hindarsfjall), Drowned Dead Rock 
Characters: Skjall, Cirilla, Astrid 
Enemies: Hounds of the Wild Hunt, Wild Hunt Riders 


YOUR BLOOD NEEDS THAWIN" 


| OBJECTIVES: __ 


* The left gate opens a watery exit outside, and out of Freya's Garden, if you 
wish to leave easily. 


* The middle gate allows access to the further part of the gardens, where both 
а well and a secondary structure are accessible; to further this quest. 


* The right gate is under the waterfall, leading to an underwater cave where 
a key can be found. However, this is only useful during Secondary Quest: In 
Wolf's Clothing. 


Once the middle sluice gate is open, you can continue, 


SLAYINC 


THE ULFHEDINN (WEREWOLF) 


If you're interested in staying the werewolf, its cave is just north of the two sluice 
levers. Refer to Secondary Quest: In Wolf's Clothing for advice. 


Dive into the canal, swimming through the open sluice gate, and climb the stone 
steps to the right, and up onto the higher garden ground you couldn't access 
from the broken stone bridge earlier. Turn northwards and run up the stepped 
garden to a large һай structure. Use your Witcher Sense 

to uncover claw marks on the splintered door. Morkvarg smelled something 
beyond here. 


Inside the hall is a crudely constructed symbol of Freya on the ground, where the 
werewolf was lured. This structure isn't relevant to Main Quest: Nameless, 50 
only use your Witcher Senses to inspect it if you're solving Secondary Quest: 

In Wolf's Clothing 


Return to the exterior 
gardens, and head 
down toward a well by 
a tree, on the other side 
of the door you couldn't 
navigate through earlier 
There are tracks here 
indicating Craven 
entered this well. Drop. 
down yourself, and 
maneuver through the tunnels until you reach a small burrow, and immediately 
inspect the corpse lying here. You've found Craven, or at least, what's left of him. 
There is a key that opens the archway exit back into the gardens, too. Н 


ITEM: Quest Item: Key to the Burrow 


se form) 


After an unpleasant task hauling of the corpse up to the sacred tree, Yennefer 
inspects the corpse, Although putrefaction has set in, Craven's vocal chords are 
intact. After a spot of necromancy, the corpse wakens and begins to tell its tale. 
Main Quest: Nameless halts, and Main Quest: The Calm Before the Storm begins. 


CRITICAL PATH 


Skjall is harvesting 
crabs on the sea shore 
when he's startled by a 
‘woman falling from the 
skies. He drags her to. 
Lofoten and tends to her 
wounds. You waken (as. 
Ciri) with Avallach—the 
elf whose images you 
saw during your cave exploration with Keira (see page 165)—speaking to you. 


Л 


Cirma 


223 


224 


An instant later, Skjall 
is hovering over you, 
being teased by his 
sister Astrid, who 
recommends you 
bathe with the rest of 
the women to warm 
yourself up. You ask 
for help in getting to. 
Drowned Dead rock. 
Skjall leaves to prepare a horse for you. 


| OBJECTIVES: | 


Follow Astrid as she 
talks to you about “the 
man in the mask from 
afar" (Avallach). Head 
out into Lofoten, around 
the village circle and 
old oak tree, and up 
towards the sauna 
where Astrid's mother 
is waiting. Enter a small 
changing room, accessing the mirror. You can: 

# Wrap yourself in a towel and head into the sauna. 


# Head into the sauna without a towel. The conversation turns to a rose tattoo, 
as you've exposed it. 


+ Or ignore the sauna, dress, and leave. However, you must disrobe and enter the 
‘sauna to continue this quest. 


Assuming you wander into the sauna with Astrid, you тее! her mum, talk about 
your red rose tattoo (if you're without a towel), the coals аге doused, and you 
Speak of your homeland (as much or as little as you'd like). The conversation 
moves on to Skjali. Astrid asks if you fancy him. Answer how you wish (obtain 
a blush from Astrid if you remark that you prefer women). Finally, you're able to 
take a quick dip in the cold water outside, head to a jug of whiskey under a tree 
for a shot to warm you up, or take your leave (as Skjall has readied the horses). 


D d ATIPPLEAND ADI 


‘The shot of whiskey and the dip in the refreshing waters are more than relaxing; 
they grant you health regeneration, making the next part of this quest easier. 


END: SKJALLS SACRIFICE 


| OBJECTIVES: _ 


Return to the changing room, put your clothes on, and head out into the village. 
Optionally view the villagers of Lofoten in their daily lives (a young man and his 
father learning how to shoot a bow, a married couple on a hill above you, and 
folks remarking about a coming storm). How right they are. 


At the stables, you may optionally tease Skjall about his feelings for you, This can 
lead to Skjall’s first attempt at a kiss. But your flirting is interrupted by shouts 
from outside. Dash outside, and defend yourself from hounds of the Wild Hunt, 
as well as Wild Hunt Riders who are razing the settlement! You must kill between 
three and four of these foes, now you have cured your weakened state in the 
sauna. Battle until Skjall shouts, then return to the stables. Skjall vows to show. 
you the way to Drowned Dead Rock. You can 

# Thank him. 


# Or ask about his family. This leads to slight conversation changes when Geralt 
and Ciri meet in Act Ill: Main Quest: Child of the Elder Blood. 


OBJECTIVE 


Set off at a canter heading roughly south, following 
Skjall along the road out of Lofoten. Along the 
Cliffside road there are intermittent infractions 

with hounds. Avoid them to stop your horse from 
panicking, and gallop as much as possible. Expect a 
few hounds to attempt to thwart you. 


Replenish your horse's stamina when no foes are close to you on your mini-map, 


You race to a boat along the coast, and are taken aboard by Avallach, cast adrift 
into the waters. Skjall races to help, but is cut down by a Wild Hunt rider. 

The next morning he awakens to see Avallach's boat wrecked on the beach, 

A grotesque homunculus looks over the broken boat. Main Quest: The Calm 
Before the Storm concludes. 


SKELLIGE SEARCH SUCCESSFUL 


Yennefer dismisses y vx 
the wretched carcass * т 
of Skjall the Craven. 
Her ritual has caused 
a great destruction 

in the garden, and 
you are visited by 

the Priestesses of 
Freya, who are both 
betrayed and enraged 
at her, Yennefer expresses little remorse. Answer the priestesses as you wish. 
Afterwards, you focus on the information the dead Skjall told you. Speak to 
Yennefer about the following: 


* The fact that Ciri isn't in Skellige. 


* The ugly creature is linked to Ciri somehow. It could even be Ciri herself, 
cursed by forces unknown. 


NAMELESS (CONTINUED) 


Depending on how much of the adventure you have completed, this quest ends 
with the following options: 


# If you have completed Main Quest: Family Matters and Main Quest: Hunting a 
Witch (Velen), you reckon exploring Novigrad, and starting Main Quest: Pyres of 
Novigrad, is in order. 


# Ifyou have completed Main Quest: The Play's the Thing (in Novigrad), you think 
Main Quest: The Nilfgaardian Connection is а good plan. 


# If you haven't completed up to either sets of quests in Velen or Novigrad, you are 
ata loss at what to do. 


# If you've completed Main Quest: Family Matters and Main Quest: Hunting a Witch 
(Velen), as well as Main Quest: The Play's the Thing (Novigrad), Main Quest: 
Ugly Baby automatically begins. 


# In addition, Yennefer recommends you seek out Jarl Donar (who took the creature 
under his care) and ask him to whom exactly he sold the... gnarled lump you saw 
on the beach. Secondary Quest: A Mysterious Passenger automatically begins. 


# Finally, as Yennefer parts company with you, she hopes you'll meet her in Larvik, 
as she has something to tell you. Secondary Quest: Last Wish becomes availal 
This quest will not start, however, if you already found Uma at Crow's Perch. 


DANGER ALERT 


SEC 


Locations: Larvik (Hindarsfjall] 
Characters: Donar an Hindar 


This quest becomes available automatically after the conclusion of Main Quest: 
|| Ciri's Story: The Calm Before the Storm, and you haven't seen Uma by visiting Crow's 
Perch yet. It is purely optional. 


——— 


SELLING THE UGLIEST MAN ALIVE 


DANGER ALERT 


DOOD 


! SECONDARY. QUEST: THE LAST WISH 


Related Quests: Main Quest: Nameless 
Locations: Freya's Garden (Hindarsfjalt), Larvik, Ingdalen isle, — 
Northern Mountains (Ard Skellig] 
| Characters: Yennefer of Vengerberg, Amos var Ypsis 


Enemies: Sirens, Drowners, Djinn 


DANGEROUS SOMETIMES. 
MALICIOUS ALL THE TIME 


| OBJECTIVES: 


— Drcisiovs i 


[| Tis quest begins at the conclusion of Main Quest: Nameless, 
— — — — 
After finding the Craven in the well of Freya's 
Garden, and speaking about locating (and finding) 
Сіп, Yennefer requests you meet her in Larvik, at the 
warrior's hall. She has something important to tell 
you. You can accompany her to Larvik immediately 
(on horseback), or agree to meet her there later (so 
you can prepare or finish other quests first). 


Enter the wamors hall, where Yennefer is gaining 

the upper hand on some unruly yokels. Speak to her, and she mentions a 

man named Amos var Ypsis, a specialist on djinns. She tells the story of his 
disappearance. Answer how you wish. She wishes to know what became of him, 
but she's particularly interested in his djinn. Feel free to ask more about these 
mystical creatures, before agreeing to help. 


The harbor is а short jog from the warrior's hall, down the hill to where her 
vessel is moored. Speak to her again. She tells you of an incantation on her boat, 
allowing you to see if there are any wrecks on the seafloor. Yennefer takes the 
helm. You sit at the bow of the boat. 


Jari Donar an Hindar 


Head across the heaths and hilly roads to the village of Larvik on Hindarsfjall, 
enter through the gates and run east toward the jarl's longhouse. Speak to the 
Jarl, optionally asking him about his lineage, the news from Hindarsfjall, and 
Skjall's honor. But you're here to inquire about the ugly creature. He tells you it 
was sold to a merchant who asked about the sea routes to Novigrad. Not much 
of a clue, but worth a visit. This quest now concludes. 


POILERALERT X X. 


© 


YEARNING FOR YENN 


If you decide not to help, Yenn leaves on her own, and she cannot be considered a 
romance option from this point. 


| OBJECTIVES: 


You set sail into the 
ocean waters, talking 
of past adventurers. 
Eventually you reach 

an area that Yennefer 
wishes to search, She 
casts a spell to slow 
your heart, allowing you 
more breathing room. 
Leap into the frigid 
waters, and dive directly below the boat. If any sirens are in the vicinity, 
shoot them with your crossbow or magic before you go. 


Below are the remains of a longship, and a few swimming drowners. Avoid 
them as you find the entrance to an underwater cavern, or use your crossbow 
and remove them as a threat, and swim inside (roughly east). Use your Witcher 
Senses on the small half-buried vessel—it sports a Clan Drummond figurehead 
This isn’t the correct boat, so swim back to the surface 


CRITICAL PATH 


Yennefer sails roughly northwest, crossing the ocean toward a pair of small, 
odd islands of thin fur trees and rocks. Before you reach there, watch for the 
white whale if you wish. She then stops and finds another wreck. Dive down and. 
discover a variety of chests and barrels. By the rocks and ship's deck, you find 

а war horn bearing the Clan Heymaey symbols. Check for further chests, and 
gather all the war booty you can from them. There's also a Skelliger's buckler 
from ages past. But this isn't Yennefer's boat. Return to the surface. 


Make sure you attempt a lengthy sweep and open any chests and crates; there are а 
variety of items to gather as you search each wreck, 
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Yennefer continues to travel towards the two islands that make up Ingdalen 
Isle. As she passes between the rocks, she senses something odd. Dive down 
under her boat, and you're astonished to discover a huge crater! However, when 
Yennefer uses your eyes to see this unnatural seafloor, she informs you this 
anomaly is the effect of teleportation, Now swim toward a collection of chests 
and crates (which can be looted), before finding the remains of a boat. Near here 
is a basket cut exactly in half, Close to the boat is something more. A broken 
seal! Yennefer orders you to the surface. 


TOO MUCH STUDYING CAN KILL YOU 


| OBJECTIVES: 


After examining the 
broken seal, Yennefer 
opens a portal and 
teleports you both to 
within a dozen yards 
of the other half of 

the seal. You appear 
atop a snow-covered 
mountain in Ard Skellig. 
Before continuing, quiz 
Yenneter regarding exactly why she wants a djinn. Choose either conversation. 
The topic soon changes to the link you and Yennefer share. She reminds you of 
the time you asked a djinn to bind you both together. Yennefer wants to ask this 
one to take that wish back 


Agree or don't. Yennefer wants to know if there's any magic left between you. 
Take that comment as you wish. You then head towards a ship, left atop the 
mountains of northern Ard Skellig, northwest of Yustlanna's Grotto. Approach the 
wrecked vessel, looting the captain's cabin of treasure if you wish. Then continue 
down into the hull for more chests. The place looks like a laboratory, Gather 
some rare books, then inspect the following: 


• Atrail of blood from a pair of shoes. They lead to a bookcase. Interact with it, 
and you lift it up, revealing the crushed and bloodied remains of Amos. 
An unfortunate accident? Tell her you must search the body. You produce 
{һе other half of the seal. Head back up on the top deck. 


Broken Seat (2 of 2) 


THE SPIRITS OF SKELLIGE FAVOR YOU 


Up at the ship's wheel, 
Yennefer aims to 
conjure and tame the 
djinn. It appears, but is 
too powerful to control! 
Leap down to the deck 
and attack the djinn, 
rolling in and using the 
central mast to avoid its 
electrical discharges. 
Whittle its health down until it weakens. 


MW VULNERABILTTIESPWIN"AGATNST THE DJINN 


When you've read up on its weakness, 
using this guide's Bestiary, this battle < 
becomes a little less fraught. The djinn з 
is vulnerable against the following: 


Dimeritium Bomb 


Elementa ON 


Yennefer captures the djinn, and bargains with it to remove the magic coupling 
you both in return for its freedom. It obliges. Afterwards, you both sit, and 
contemplate your triumph. You can: 


© Comment using language that is friendly and pleasant. 
# Answer using words that are more standoffish. 


Yennfer tells you she was expecting to feel different. But nothing has changed. 
Answer. 


d Agree, telling her you love her. You embrace and kiss on the boat. Just like 
your first. Then you watch the mountains. Afterwards, you return to Yennefer's. 
bedroom in Kaer Trolde. 


# Disagree, telling her you don't want to be with her any more. Yennefer is shocked, 
and you agree to a more formal friendship instead of romance. 


Afterwards, it is agreed that Ciri should be found, but you aren't happy at 
Yennefer's insistence that the emperor should receive a report. Agree or disagree 
with her request—it is decided either way. If you have completed your searching 
of Velen and Novigrad, you decide Uma is important, and you must now head to 
see the Baron, collect Uma, and ride for Kaer Morhen. Your paths will intertwine 
again, as this quest concludes. 


(CRITICAL PATH: CTAN AN GRAITE QUESTS _ 


OOOO] DANGER ALERT 


|! CONDARY QUEST: THE LORD OF UNDVIK 


Related Quests: Main Quest: The King is Dead—Long Live the К 
Secondary Quest: Possession, Secondary Quest: King’s Gambit о. 
Locations: Bridge to Kaer Trolde (Ard stellig. New Port Inn, Martin's - 
Coast (Undvik), Giant's Ship, Hjalmar's Camp, Abandoned Village, 
Ice Troll Cave, Urskar, Clan Tordarroch Forge, Dorve Ruins, 
Ice giant's Cave 
Characters: Crach an Craite, Axel [Navigator], Rante [Survivor], Jonas the 
Innkeep, Harald Houndsnout, Folan, Hjalmar an Craite, Vigi the Loon 
Enemies: Ekhidna, Sirens, Ice Trolls, Devourers, Rotfiends, Myrhylf the 
ice giant 


| This quest becomes available automatically, once Main Quest: The King is Dead— 
Long Live the King concludes. It is purely optional. 
ee —³äAüʃ 


THE TIME TO ACT IS NOW! 


M you don't attempt this quest, and continue your adventuring to the point where 
Act il: Battle Preparations begins, Svanrige Bran becomes King of Skellige, and both 
Hjalmar and Cerys are presumed dead. Harsh. 


ALOST SON ON A BLIGHTED ISLE 


| OBJECTIVES: 


Locate Crach on the exterior battlement crenelations overlooking the gorge. 
‘Ask him about Hjalmar, and his venture. He reckons you should ask some Clan 
Torrdaroch survivors down in the New Port Inn about Undvik and the giant that 
must be slain there. 


| OBJECT 


Jonas the Innkeop. Tante the Navigator 


Leave the Kaer Trolde Keep, and descend to the bottom of the mountain, all the 
way to the harbor, before working back (north) toward the New Port Inn where 
Yennefer is staying. Enter the main tavern, where rowdy drinking and merriment 
abounds, Hjalmar recruited his crew here, so there are three fellows to speak with: 


The Innkeeper, who recalls how Hjalmar cajoled his crew into undertaking а 
mission to cut off “that bloody giant's head." They wanted to take back the 
forge, where the best blades on the islands are crafted. He also points out the 
other two fellows to talk to. 


A Navigator, who tells you to head southwest, watchin g for rocks “protrudin™ 
out of the water, and then watch for swift currents. He also likes to talk; 
amuse yourself with his stories if you wish. 


А Survivor, one of Jar! Harald Houndsnout of Undvik's personal guards who 
failed him when the giant attacked. The Jarl died fighting the giant, while the 
survivor was plucked up by sirens, rescued and brought here. 


F OBJECTIVE 


Leave the New Port Inn, and head southward towards the port, where you can locate 
a boat, It should appear on your mn. map. and allows you to captain a vessel across 
the treacherous seas, heading in a roughly southwesterly path towards the Isle of 
Undvik, from Ard Skellig. Your voyage is relatively smooth sailing: 


Head out in ап easterly direction, passing below (and right of) the Eldberg Lighthouse. 


Then tum slightly to port (lef) and continue in a southwesterly direction across the 
open waters. 


Make a hard turn to port (left) around the ragged rocks as the coast of Undvik 
‘approaches. Then tum starboard (right) slightly, lining yourself up with the 
objective on your mini-map. 


It's advisable to head to either the Marlin Coast (signpost), where you can more 
safely moor your boat, or into the ship's graveyard and a giant ruined whart 
protruding into the ocean (pictured). As you approach, prepare to fight off the 
odd ekhidna. 


| I you're already the seafaring kind, you' know the basics of boating. But even 
‘accomplished navigators may wish to absorb the knowledge about using a boat, 
which is contained within the Training section of this guide. 


MARLIN TO*KAERTROLDEA 


Did you forget to pack something? Need some ingredients or wish to trade? Then be 
sure to access the signpost on the Marlin Coast so you can easily Fast Travel to and 
from this location. 


ROUND THE RUGGED ROCKS 
THE RAGGED RASCALS RAN 


| OBJECTIVES: __ 


As you close in on the masses of jagged rocks the navigator back in Ard Skellig 
warned you about, you should inspect the multitude of ships wrecked here 
over the decades. So plentiful is the wreckage that it blocks the way from the 
beach inland to other parts of the island. Disembark from your boat at Marlin 
Coast (signpost), and comb the beach, using your Witcher Senses to uncover 
the following: 


* А massive barrier sealing the valley where the ruined wharf is located 
(see picture). This wasn't merely the flotsam of countless abandoned 
vessels—the giant erected this barricade! 


* Sea graves (how the islanders bury their fallen) under some pretty weighty 
stones with a simple wooden marker. 


* Ahalf-buried shield bearing the symbol of Clan an Crate. 

• A great number of footprints going in all directions, close to a wrecked ship. 
Judging by the condition of the hull, this was a recent wreck, and was the 
ship Hjalmar used to reach these Freya-forsaken parts. 


M BEACH*COMBINGANDAUTE 


NATE 


Remember that you can continue your beach-combing on horseback. Roach is | 
available to cover ground more rapidly, There are other routes you may take nn 
exploring this island, but the following is optimal, and introduces you to the most 
clues regarding the ice giant and Hjalmar's whereabouts. 


TO THE SIRENS’ SCREAM 


Stray too far southwest along the coast, and you risk incurring the wrath of a group 
ot ekhidna. It is possible to simply roam the island, and pick up this quest much later 
into the exploration of Undvik, if you wish. 


Close to Hjalmar's shipwreck is а trail that leads up (roughly southwest) into the 
granite mountains. Follow this precarious path, Pass across a gorge, which you 
can drop into and clamber out of if you wish. Bodies of islanders Killed in a rock 
slide lie strewn about here. You may follow the deep ravine (accessed from the 

shore near Marlin Coast) farther on, ог continue on the high road, 


Ravine Route—southwest of the village of Marlin Coast, along the shoreline, is this 
cave opening (shown). Head through the gap, into the ravine where the rock slide 
has occurred. Pick your way up and over the strewn corpses of Hjalmar's rotting 
crew. Then follow a narrow and sharply winding path up and onto the high road. 


High Road Route—stay on the high road, and trek past a soldier impaled on a pine 
tree; this hapless fellow must have been skewered by the giant. 


Continue along the precarious path, ascending and crossing a very narrow wooden 
bridge (as shown) with the gorge below you. Prepare to fight off a couple of 

sirens as you pass the corpse of one of Hjalmar's men, slumped close to various 
provisions and baggage that was quickly discarded. 


Follow the winding trail until it leads you into a ravine with almost sheer rock walls 
either side of you. Continue roughly northwest as you reach the far end of this 
fissure. It is here that you spot your first glimpse of the terrible Giant of Undvik... 


SHORT ON NAILS AND TWINE 


OBJECTIVES 


Quietly slipping behind a rock, you peer out at a 
gigantic galleon, seemingly in mid-construction. 
Sirens fitter from the prow and bow of the immense 
vessel. A terrifying thudding sound announces the 
arrival of the ice giant. A behemoth carrying a bowl 
of offal which he slings at the sirens. He places one 
dollop of flesh onto the deck, and departs 


Step out from behind the rocks, and begin to explore 
this strange ship. Be aware of the four sirens darting about—deal with them. 
first. Use your Witcher Senses to uncover: 


* Giant tracks by the ship's hull. He frequents this place. 
* Drag marks indicating a litter (a type of stretcher) was dragged through here. 


Harald Moundsnout 


* Marks close to cliffs behind the ship to the southeast, blocking your path and 
meaning that another way into the island must be found. 
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‘As you're exploring the area around the ship, and plunging your silver sword 
into the last siren, you hear the sounds of a strange lament. А man with a 
thin voice, singing a sad song. It is coming from the deck of the ship. Move to 
the makeshift ladder where the giant threw in some meat, and climb aboard. 
You find a gaunt man with sunken haunted eyes, siting against a strut and 
surrounded by skulls on stakes. 


Converse with him, and you discover the following: 


He's actually Harald Houndsnout, Jarl of Undvik, and now captive of the ice giant. 


He's been subsisting on his crew's flesh, and converses with their skulls as if 
they were alive. 


He's been spared by the giant to build him a massive boat. But they are short 
оп nails and twine. And he's mad as a Nilfgaardian wild dog. 


You're fortunate that he reveals Hjalmar made camp nearby at an old tower, 
and some of his crew escaped with him. You vow to help the Jarl out later, 
and bid your farewell to this addled madman. 


TRACKING THROUGH THE TUNDRA 


| ОВЈЕСТІУЕЅ: 


Follow the marks and look along а rough pathway to the west. Ahead are the 
remains of an old wooden guard tower, built against the cliffs. Hjalmar was 
attacked, judging by the evidence on the ground. Make sure you use your 
Witcher Senses to uncover the following: 


Hjalmar's men were taken by surprise, but fought off the attack. 


One corpse has a broken back, as if he fell from a great height. 


One body is covered in wounds, and must have fought for a long time. 


A felled man fought barefoot after sirens caught him off-guard. 


‘Two people came through here. Separately. Scavengers most likely. 


One man didn't even manage to draw his sword. Another bled to death in 
‘seconds. A third had his throat torn open by sirens, 


Two trails of footprints lead up a hill to the west, and then turn to the south. 
There is also evidence of a track made by a boat being dragged in the opposite 
direction (northward). The human sets of footprints indicate one man (an archer) 
was determined to kill the other 


Ud EVIDENCE'AT-URSKAR 


| You can follow the track of the dragged boat if you wish, which leads to evidence of 
bloodshed on the lake across from Urskar village. But the optimal path is to find one of 
Mjalmar's men first, gain further knowledge, and then return to this boat-dragging trail. 


Follow the footprints carefully across the tundra and the most vague of paths, 
towards a fallen tree overlooking a stream. 

* К seems опе man had to fight off nekkers, and crossed the stream—do the same. 
* One of the men didn't come back for his arrows. He was harried. 


Head west across the stream, and head up the large sloping hill ahead of you. 
There are more arrows in the ground. 


* Further up the slope are nekker corpses. They pursued the men. Check the 
corpses and evidence near the barrels, 


Close to the upturned log on the outskirts of the Abandoned Village (signpost) 
is evidence an archer was determined to kill. The other used this log as cover 
Adjacent is another set of tracks—these lead off to the northwest. Follow them: 


‘© With the tracks are splatters of blood on the ground and rocks—a lot of it, 
indicating the wounded man couldn't have gone much further. 


* The trail of blood and prints leads you to a cave entrance, where one of 
Hjalmar's men is pincushioned with arrows. Close by is a horn that is said 
to drive away sirens. Take it and save it for later. 


ITEM: Quest Item: Hornwall Horn 
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Having problems with those terrors from the skies? Then blow the Hornwall Horn 
when you're being attacked by sirens; the horn causes these airborne foes to drop 
to the ground, making them easier to slay. 


The archer was still alive, but troll tracks at the mouth of the cave indicate the 
man was dragged inside. Blood marks deeper into the cave entrance indicate 
the man was wounded. Head into the cave. 


RESCUING FOLAN FROM THE POT 


| OBJECTIVES: - 


Folan 


Enter the cave and follow the intermittent trail of blood from the archer. 
At the first fork in the cave tunnel, head left, to a large cavern with a massive 
pile of fallen rocks. Engage an ice troll in combat. This chamber has two exits. 
Follow the path to the right, then left up a ledge path. The smell of cooking 
pierces your nostrils. Climb the ledge, and follow the path upward (and 
westward), into a troll's kitchen. 


This rough cavern houses a giant cooking pot, two ice trolls, and a protesting 
Skellige man named Folan (son of UIN). You approach the troll with your sword 
sheathed, as it is possible to free Folan without anyone dying (or bolling). 

The trolls claim they won Folan from Myrhyff (the giant), but they are prepared 
to let him go, providing you can solve their riddle. А troll's riddle? You'd be 
embarrassed if you failed at this... You can 


* Tell them you've had enough, and engage both trolls in battle. 
* Tell them you'll play for Folan, and the riddles begin, 
Riddle #1: "Lots there swim. Not soup, has no fins." The answer is "the sea." 


You reply with your own riddle, which easily flummoxes the trolls. They angrily 
stomp off, but don't offer any resistance. 


BOILING POINT 


Be quick when fighting or riddling with the trolls. If you wait more than ten seconds, 
Folan boils alive, and your rescue attempt fails (simply leave the cave and complete 
the remaining objectives on your own). If you fail to answer the first riddle correctly, 
the trolls ask you a second one, but by this time, Folan has boiled to death. 


Once the riddle (or battle) is over, immediately rush up the rocky ledge and 
access the cauldron lid, prying it open and freeing Folan. You speak with him 

at the cave entrance. Folan is grateful, but once you tell him you're looking for 
Hjalmar, he gets suspicious. This is shortlived though, and he reveals everything 
about the expedition if you ask him the following: You can ask him how he was 
separated, the expedition, that Crach sent you, about the ice giant, or tell him you 
know everything (after which, he follows you), 


HARRIED INTO THE HILLS 


OBJECTIVES: _ 


This objective can be undertaken with or without Folan, and can occur before ог 
after you rescue him. The optimal time to attempt this is after successfully freeing 
Folan from the trolls’ cooking pot. 


After optionally talking about inter-clan animosities with Folan, set off to the 
location close to the ruined guard tower where Hjalmar made camp. Use 

your Witcher Senses to find the tracks showing several men dragging a boat 
northwards. Follow this trail, but head in a roughly southerly direction, towards 
the village of Urskar, to a small lake and wooden jetty. 

Use your Witcher Senses and uncover the following: 


• One of Hjalmar's men who bled to death trying to escape, near the waterfall 
Cross the lake, and uncover signs of a battle, 


* The men attempted to run to some nearby caves. The giant chased them. 
There is a trail of blood heading uphill 


* Scuff marks farther up the path to the south, just after the huts, shows that 
someone tripped and fell, but managed to get away. 


* There's lots of blood 
patches up the trail. 
It leads to a slit-like. 
cave opening. 


* Large claw marks at 
the cave entrance 
indicate the giant 
couldn't squeeze into 
the caves, and gave 
up the chase. 


Head down the sloping cave tunnel. There are more blood pools along the way. 
The sloping path leads to a gigantic grotto, and no way onwards... except 
downwards! Dive off the cliff ledge, into the pool below. 


‘Swim northwards out 
of the pool, There's 
blood on the stone 
shore, and a corpse of 
‘one of Hjalmar's men 
by a ledge. Examine 
the corpse, then climb 
the ledges. Follow 

the splatters of blood 
across a small wooden 
bridge, to more ledge near a second corpse. Climb up, run along a ledge, through 
a small cave opening on your left, to a large upper promontory above the pool, 
with an oak tree at the edge of the precipice 


de. M Folan is with you, expect а few comments on the resolve of his dead comrades, 
as you progress through this cave system. 


There's evidence of a cave collapse here—crushed Skelligers, two dead 
harpies, and more blood. Fight some live harpies, find the ladder and climb up. 
the wooden scaffold, up another ladder passing the ore veins, and take a tunnel 
northward, then to the northeast, battling at least three devourers as you go. 

all the way to a mountain pass and Clan Tordarroch Forge. 


THE CRAITE ESCAPE 


| OBJECTIVE 


The exterior view over the Isle of Undvik is as beautiful as the interior of the forge 
is grotesque. Open the main door into the forge, where more than twenty of 
Hjalmar's men are butchered and hung like sides of beet in this giant's pantry. 


# If Folan is with you, he remarks on this horror. 


The horror is further exacerbated by an ambush from three rotfiends (devourers) 
bursting from a side chamber to the north. Cut them down (or better yet, lob a 
bomb into the enclosed antechamber they spring from, before they spread out), 
then exit the building to the east. Use your Witcher Senses: 


* There are a number of old tracks; the giant comes here often to feed. 


Follow the trail of giant footprints down the pathway from the forge, across the 
gully and northeast to a cliff you aren't able to climb. You need to find another 
way around. 


Step back to the path, then head downhill (northwest), following the path down 
toward the lake, passing some human-sized footprints along the way. Run past 
the lake (on your left), between a fishing hut and small boathouse, and begin to 
climb a wooded hillside gully. The footprints lead up the hill path, toward what 
was one of the main villages on Undvik—the Dorve Ruins. 


Hjalmar an Craite 


Head through the village threshold gate, and you encounter а Skelliger battling 
against some sirens. Help the fellow see off two of these flying foes, after which 
you're introduced to Hjalmar himself. He knows of your adventures, and you can 
speak about your task (to help him), and quickly check on his crew-mate (who 
sadly didn't survive the siren attack). After that, the bull-headed Hjalmar decides 
a dash up to the Giant's lair is in order. 


# M Folan is with you, he and Hjalmar speak about Cerys’ decision to head io 
Spikeroog alone. They also banter back and forth as you climb the hill to the 
giant's lair. 


Did you find some nails in Dorve Ruins, during or after talking to Hjalmar? Then you 
can bring them to Jarl Houndsnout, who uses them on his crew. The man's crazier 
[tran Lugos 
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GERALT THE GIANTSLAYER 


| OBJECTIVES: 


As you set off up the hill with Hjalmar, use your 
Witcher Senses to uncover 
more evidence: 


* Atthe start of the run, check the ground; the 
giant came down the mountain, barged into the 
village, and kicked the gate down from the inside, 


* Further up the slope there are skeletal remains of Vigi the Loon 
the Undvik massacre. 
The sheer number shows that the records are no exaggeration, 


Continue to follow Hjalmar up between the rocky slopes to the cave entrance. 
into the giant's lar. It is blocked by fallen rocks and scree. Speak with Hjalmar 
and agree to help him remove the blockage. Then enter the cave. 


CRITICAL PATH 


| 
А COLD RECEPTION FOR THE UNDER-PREPARED | 
Муун the ice giant is a formidable opponent. This is the only occasion where you'l face an | 

ке giant, and you don't want it to be your last. Be sure you Meditate and prepare potions. 

After a short path to the right, around the roots and 
pieces of ships’ masts, you can nimbly enter the ice 
giants lair, where he is sleeping (along the southwest 
wall). A muffled voice from a makeshift cage of 
boat parts pleads with you to be let free. This is Vigi 
“the Loon,” and Hjalmar warns you to keep him 
imprisoned, lest he live up to his name. 


Муту! the Ice Giant 
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‘Agree, or seek the key to free him while the giant sleeps. 
* If Folan is with you, he's insistent that Vigi shuts up, or gets them all killed. 


de. M Folan isn’t with you, and you haven't visited him yet, this is the point when the 
Ice Trolls eat him; it's too late to save him at this point. 


MYRHYFF'S V 


UP CALL 


Beware of your actions; the slumbering behemoth wakes up if you strike it, cast 
Signs, or step on the patches of ice that crack; leaving you little time to free Vigi. 


Ifthe giant is sleeping, you have a couple of options. You can 


# Find the key to ug s Cage. The key is in a chest along the southeast wall 
of the cave, Grab it, head to Vigi's upturned boat cage, and free the loon; 
‘who promptly yells a blood-curdling cry and launches himself at the giant. 
Combat immediately starts. 


# Or you can ignore Vigi, advance on the sleeping giant, who wakens and 
combat starts, 


ITE 


A: Quest 


Key to Vigi's Cag 


With the giant attacking, you have the benefit of Hjalmar attacking as well, 

(and Vigi if you freed him, as well as Folan providing support fire from his bow) 
Attack the giant, using mainly fire-based attacks. Free Vigi if you wish, but watch 
the giant's attacks too. You can only free Vigi before the combat starts. 


When the ice giant has around a quarter of his health whittled away, he produces 
a large ship's anchor, and whips about its head. As well as being damaging, this 
is brought down with force on Vigi's cage. If he was freed already, this isn't a 
problem, But if he's still imprisoned, he's flattened and dies, Now fight on to the 
bitter end, until Myrhyff of Undvik is finally toppled! 


DANGER ALERT 


OOD 


! 


Related Quests: Main Quest: The King is Dead—Long Live the King, 
Secondary Quest: Possession, Secondary Quest; King's Gambit 

Locations: Bridge to Kaer Trolde (Ard Skettig), Svorlag (Spikeroog], 
Abandoned House 

Characters: Udalryk, Hjort, Skellige Woman, Fisherman, Bergthora, 
Eiric, Cerys an Craite, Aki 

Enemies: Drowners, Sirens, Hym 

Recommended Itei jelusion Level 2 


becomes available automatically, once Main Quest: The King is Dead— 
Long Live the King concludes. It is purely optional. | 
— —— س‎ 


THE TIME TO ACT IS NOW! 


If you don't attempt this quest, and continue your adventuring to the point where 
‘Act Il: Battle Preparations begins, Svanrige Bran becomes King of Skellige. A pity. 


A LOST DAUGHTER ON A HAUNTED ISLE 


| OBJECTIVES: _ 


Locate Crach on the exterior battlement crenelations overlooking the Kaer 
Trolde gorge. Ask him about Cerys, and her adventure. He tells you she's sailed 
there in order to help cure Jarl Udalryk's mysterious affliction, You'll find further 
information out by sailing northwestward to the isle of Sole oog 


4 ULNERABIUITIESMGEGIANT 
Be sure you read up on additional combat 
strategies in this guide's Bestiary. Remember : NS 
the ice giant is weak against the following: "2. 
Ogroid 01 шеп 


CONCLUSION: UNDVIK FOR SKELLIGE! 


After commiserating or congratulating each other about freeing Vigi, you can stay 
here and loot the giant's corpse (and then meet Hjalmar on the beach), or return 
to the beach automatically (the Marlin's Coast signpost), where Hjalmar assures 
you that your prowess will be sung about by the skalds. 


Agree that your actions deserve to be included in Hjalmar's ballad, and you can 
obtain discounts from traders all across Skellige. 


He aims to sail back to Ard Skellig to claim his title, though he's sure others have 
similar plans in mind. Remind him that his sister is one of them, and answer how 
you wish in regards to visiting Spikeroog to help her. The quest concludes with 
you receiving Hjalmar's favorite blade. 


You can complete this quest with or without Folan and Vigi, who are also on the 
beach. However, rescuing one or either of them results in them automatically 
accompanying Hjalmar to Kaer Morhen, if you request Hjalmar's help during 
Act Il: Brothers in Arms: Skellige. 


Д2 _JARLCOMEBACKNOW.Y HEAR? J 


|| Harald Houndsnout is still talking to his skulls inside the giant boat. Return and try to 


F 
— — —— 


POILER ALERT X 


OSSESSION 


Leave Kaer Trolde Keep, and head south toward 
the port, where you can locate a boat. It should 
appear on your mini-map, and allows you to captain 
a vessel across the unforgiving seas, heading in 

a roughly northwesterly path towards the Isle of 
Spikeroog, from Ard Skellig. Your voyage 

is relatively smooth sailing: 


Travel directly towards the large inlet harbor 
surrounding the main settlement of Svorlag. 


Once you disembark on Svorlag's shore, bound up 
the wooden steps to the Jarl's longhouse in the 
southwestern area of the village. Along the way, you 
may hear townsfolk speaking about the Jar's erratic 
behavior. You are met by two guards from the clan 
Brokvar, who let you into this darkened great hall. 
Udalryk and his seer Hjort are talking about visions 
the Jarl is having. Speak to Udalryk about the location of Cerys. All you receive 
is confused mumblings and shouts, after which the Jarl retires to bed. Hort 
suggests you look to the villagers for more information, 


Jarl Udalryk 


# If you specifically ask Hjort where Cerys is, he explains she went to the Abandoned 
House on the top of the mountain. Now you need not speak to any of the villagers. 


THE TIME HAS COME TO GET CERYS 


OBJECTIVES: _ 


Set about interviewing the villagers of Svorlag. Move to where the signpost is 
located, and begin a conversation with a Fisherman, who hasn't seen Cerys for 

a while. Nearby is a rosy-cheeked Skellige woman. She's surprised at all the 
guests from afar that have been visiting, She tells you Cerys was just here, and 
жаз meeting two townsfolk by the name of Bergthora and Eiric (a married couple 
and old friends of the Jarl who live at the east end of the village). 


i" 


Skellige Woman Fisherman 


Bergthora 


Bergthora is a little way to the east, by her modest stone cottage and plucking a 
chicken. She's a friendly sort, and tells you Cerys left to talk to Eiric on the beach 
located on the other side of the island. 


| OBJECTIVE 


Find the path that winds roughly northward, and set off toward the beach 
Bergthora mentioned. Beware of endriaga in the heath along the way. As you 
descend down the slope, you hear shouts of help—a man is marooned on a rock 
with drowners prowling the beach, Bring out your blade and dismember all three 
of them. Climbing down from his perch, he mutters about the "muire d'yaebler" 
(the islanders’ name for drowners). Despite your heroic actions, Eiric isn’t about 
to reveal where an Craite's daughter is. You can 


* Tell him you're worried or have the jarl's blessing. 
( Delusion Level 2) Or befuddle Eiric into telling you. 


Eventually, you pry the information that she went to Udalryk's old family home 
yonder on the hill 


A HOUSE OF DARK TORMENT 


‚ OBJECTIVE 


The hill in question is roughly southwest of your 
current beach location. A direct climb up the 
sheer rock cliffs is difficult and dangerous, so take 
the path back towards Svorlag before heading 
southwest up a series of precarious сїйї ledges 
partly covered in snow. Pass a small stone hut 

to reach the house where Udalryk lived with his 
parents as a boy. Enter via either of the doors. 


Cerys an Спе 


An ill atmosphere has taken hold of this place. Use your Witcher Senses to 
uncover some fresh footprints that could belong to Cerys. Follow them around 
the corner to see her passed out on the wooden floor. You gather her up and she 
wakes with a terrible head pain. She was hit on the head, didn't find the sword 
she was searching for, but still isn't leaving. 


She tells you the sword is named Brokvar, the ancestral sword of Udalryk's clan 
She needs it to lift the curse. She tells you the story of Udalryk and his brother 
AKI, who was given the sword despite Udalryk being the first-born son. Aki was 
killed during a fishing expedition, and Cerys reckons his ghost haunts this place. 
Though you don't necessarily agree with this hypothesis, you agree to help Cerys 
locate this blade. 


| OBJECTIVES: 


Enter the Abandoned House again, and inspect the middle bedroom. Something 
glittering catches your eye; it is a key to the cellar. Take it, and return to the main 
chamber with the fireplace. 


Head to the north comer and unlock the trapdoor here, Descend down the 
ladder into the stone cellar, and look for the table in the middle of the wall with 
the heirloom sword on it. Then head back up the ladder, and onto the large 
wooden deck outside where Cerys is waiting for you. Inform her your search was 
successful. ou can now pay Udalryk a visit. 


AN EYE FOR AN AKI 


| OBJECTIVE 


Follow Cerys down 

the mountain and into 
Svorlag, speaking to 
her along the way about 
Yennefer and a past 
falling out with Crach 
an Craite. Head back 

to the Jarl's longhouse. 
Udalryk is outside, 
nursing ап arm wound, 
and Hjort is convincing him the fresh air is helpful to his demeanor. Udalryk 
doesn't know who you both are, telling you he hears the voices of the gods. 
Converse as you wish, You hypothesize that the voices are connected to Aki, 
and if the sword was returned to his brother, they would stop. Aki's remains lle 
off the shores of the island, in a treacherous area of waters. You agree to place 
the sword near the bones of Aki; you'll recognize them by the family ring the 
skeleton still wears. 


| OBJECTIVE 


Run or swim southeast 
along the shore, to the 
small sandbank and 
islands at the mouth 

of the harbor. Three. 
drowners are here 

to greet you close to 
the largest of the tiny 
islands, with a chest 
and dashed fishing boat 
on it. Slay the enemies, then take a plunge into the objective area. Look for the 
bones slightly northeast of the center of the area, optionally using your Witcher 
Senses to spot the pile of bones near a curved wooden plank and two angled 
rock formations. Despite the buffeting current, swim to the bones and interact 
with the corpse, placing the sword there. 


Surface and quickly swim to the nearest tiny island so you can deal with any 
sirens that may have been attracted to your antics (expect three). You don't 

believe this has solved the curse; an idea proved correct when you return to the 
jarl's longhouse to find Udalryk has poked his own eye out to appease the gods. 


Converse with Udalryk, asking any and every question available. Once he's 
answered, you learn that the “gods” that command him speak from the 
shadows, You take Cerys to a guest chamber, and tell her that you believe 
Udalryk is being tortured by a “hym,” a dangerous post-Conjunction creature 
that latches onto men who commit vile deeds. Speak with Сегу as you wish; 
revealing that the creature can be defeated via trickery or slaughter. Cerys favors 
the former, as Udalryk must be present forthe fight, and might not survive. 

ou favor the latter, as it involves Killing something nasty with your swords. 


# Choose trickery. 
# Choose slaughter. 


You have the option to change your mind when you head baok to the Abandoned 
House. Agree to meet Cerys at the house if you wish to prepare for this battle, or 
head there immediately if you want to complete this now. 


CRITICAL PATH 
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DARK ILLUSIONS 


| OBJECTIVES 


Revisit the Abandoned. 
House, and begin to 
search it thoroughly, 
using your Witcher 
Senses as you move 
from room to room. 


* The main room 
fireplace has solid 
craftsmanship. 


* The middle bedroom has Ciri lying face down on the bed! But this illusion is 
quickly dispelled, and the Hym must be scared to attempt to thwart him. 


» The middle bedroom has a broken mirror—Udalryk must have been 
frightened of seeing the creature manifest behind him, It also is missing part 
of the wall, leading to a large chasm which looks dangerous. 


* ‘The far bedroom has an old cradle which must have belonged to Udalryk 
or Aki 


Cerys walks out and calls you. At this point, speaking with Cerys reveals she has 
a great idea to rid Udalryk of the Hym, but for the ruse to work, she isn't able to 
‘tell you about it. At this point, you can make a final decision: To trust Cerys or to 
try the fighting option. 


TRICKERY: THROW THE BABY OUT WITH 
THE KINDLING 


You wake from a slight doze 
near the stove to the sounds 
of footsteps running towards 
the house. Cerys bolts through 
the door carrying a baby in her 
arms. А moment later, Udalryk 
and his men burst through 

the door. 


She throws the baby at you (as shown), yelling for you to toss the infant in the 
stove! Has Cerys taken leave of her senses too?! You can: 


Refuse, and the quest changes to the “Slaughter” option. The planning stage 
doesn't occur at the longhouse though. You figure everything out on the terrace ot 
the Abandoned House. 


# Comply, throw the baby into the fireplace, shut the door, and drag a screaming 
Udalryk back from rescuing the toasting һайт. Draw your weapon, and fight 
Udalryk's men. After defeating them, Udalryk tries in vain to open the stove door. 
At this moment, the Hym looms out of the shadows. Hjort now appears with the 
child he had cunningly pulled it out of the stove using the back door behind the 
‘oven. Having been tricked, the Hym is forced to depart. 


DANGER ALERT 


ОООО 


| 


Related Quests: Secondary Quest: The Lord of Undvik; 
Secondary Quest: Possession; Secondary Quest: Coronation 
Locations: Kaer Trolde Keep, Fornhala 
Characters: Arnvald, Hjalmar an Craite, Cerys an Craite, Steingrim, 
Birna Bran, Crach an Craite, Hatbjorn Black Hand, Holger Black 
Hand, Hjort, Madman Lugos, Donar an Hindar, Svanrige Bran 
Enemies: Bears, Seamen, Halgrim, Artis 


SLAUGHTER: YOU AND HYM 


| OBJECTIVES 


You walk back to the. 
Jarl's longhouse with 
Cerys, and speak with 
Udalryk and Hjort, 
explaining that they 

are being tormented 
by a Hym, which must 
be forced out of the 
darkness. Udalryk must 
retum to his abandoned 
family home, spend the night in the Hym's lair, and you gather some torches 
(from the outside storage shed) to lighten the ominous nature of the place 
Return to the Abandoned House; Cerys and Udalryk are waiting for you there. 


Place four torches inside the Abandoned House at the indicated locations. 
Return to Udalryk and tell him everything is ready. Udalryk's mettle returns, and 
he tells you this born and bred Skelliger is ready for battle! You tell Udalryk to 
instead think more pleasant thoughts or the Hym may drag him into feelings of 
guilt and despair. 


Enter the house, light the torches to summon the Hym, and begin the fight. 
Focus your attacks on the Hym, ignoring Udalryk's panicked screaming 

When Udalryk flees out of the main room, the Hym disappears. Use Axil to 
mentally calm Udalryk during these moments of insanity. When Udalryk returns 
to the room, the Hym reappears. After whittling the Hym's health down to around 
one quarter, it disappears from view. You realize it has retreated deeper into its 
lair; take the ladder down into the stone cellar and finish the foe. After the Hym is 
slain, lead Udalryk out of the house. 


ДР VULNERABILTTIESPDEATINGAWIETH-DARKNESS 


The Hym is an evil spirit with a variety of attacks and a few weaknesses to exploit. 
Find these out in the Bestiary. 


ITEMS: Bomb: Silver Dust, Oil: Specter, Sign: Igni 


END: OUT OF THE SHADOWS 


OBJECTIVE: 


You speak to Udalryk and tell him he will be tormented no longer. The voices 

in his head were caused by the Hym. Udalryk is still very confused, but you 
reassure Cerys (who is staying with Udalryk) that his mental strength will return. 
You depart on most friendly terms with Cerys, who has proved her worth as a 
warrior and a tactician. The quest now concludes. 


ITEM: Magic Item: Crystalized Essence 


With your help, both Hjalmar and Cerys defied death, and improved their chances in 
me race for Skellige's throne. This quest becomes available automatically, once both 
Main Quests: The Lord of Undvik and Echoes of the Past are completed. It is optional. 


During Main Quest: Destination Skellige, if you killed Steingrim (the first 
|| islander, who found you washed up on the beach), you have no interactions 


| with him at the feast hall. | 
— ——2 


THE TIME TO ACT IS NOW 


FEAST OF THE BEARS 


If you don't attempt this quest, and continue your adventuring to the point where 
Act Їй: Battle Preparations begins, Svanrige Bran becomes King of Skellige. 
The Craite Clan never recovers. 


Race to the feast hall and a scene of bloodletting and chaos. Four gigantic bears 
AT A GOOD FEAST, MEAD AND BLOOD FLOW are loose in the chamber, and are devouring soldiers and guests alike. Spring into 
IN EQUAL MEASURE action, and immediately battle the nearest bear, before rushing to the aid of the 


Skelligers still tackling the three other hairy behemoths. 


K OBJECTIVES — Panic reigns. Halbjorn, son of Jarl Holger, howls as he succumbs to his wounds. 
Holger tries to revive him, but Hjort (Jarl Udalryk's seer) declares him dead 
There is pushing and shoving. Madman Lugos accuses Crach of being 
responsible for the bears. Hjalmar takes this as an insult to his family. Crach and 
Lugos are about to come to blows when Jarl Donar simmers the tension and 
calls everyone to order. Crach is to find those responsible, and kill them, else his 
clan will be cursed for a hundred generations. Speak to Crach now, asking what 
you wish, as he orders Hjalmar and Cerys to investigate. 
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Halbjorn, son of Holge Jari Holger Black Hand Mort 


т: 


Arnvald 


You are summoned 
to a great feast held 

by Crach an Craite in 
which mead would flow, 
and the achievements 
of his son and daughter 
would sway those 
islanders still undecided 
оп who to crown the 
new ruler of Ard Skellig 
Cross the bridge to Kaer Trolde Keep, where you are met by Arnvald. Normally 


Stop for a moment to 
decide who you wish to. 
partner with: 


> “Ри help you, 


the doors to the Keep would be closed during this ceremony, but Crach has made Jarl “Madman” Lugos Jarl Donar an Hindar 
ап exception; you are considered a son of Skellige! Head into the Keep, and Hjalmar”: You help 

down to the feast hall. Crach's son, 

Arnvald tells you this hasn't the backbiting gossip of a Continental banquet: > Or refuse to help anyone at all, stall the quest, and ignore the rest of the ап 
You see Cerys and Hjalmar arguing over their right to the throne. After politely Craite quests. 


refusing the chance at “some fisticuffs with the Vildkaarls" with Hjalmar, 
Arnvald requests you head to Crach's chambers. 


Take a walk through the banquet hall, а! a brisk or leisurely pace: SURREPTITIOUS CERYS: CELLAR SMELLS 
* There are discussions to overhear, about adventures, politics, Cerys and WHERE A TRAITOR DWELLS 
Hjalmar's feats, and other natterings. 2 
# The formidable Steingrimm is also here (If you didn’t kill him during Main Quest: i 
Destination Skellige). While talking to him with Yennefer, he offends her; you can | 
react by leaving him be, challenging him to another fistfight, or slaughtering him. 3 
with a sword, 


You may only choose one, and it influences the rest of his quest, and your adventure! 


| OBJECTIVES: 


There are bards and lute-players singing songs praising both Cerys and Hjalmar, 


While Hjalmar races off 
* You also have the opportunity to talk to Hjalmar again (he's very keen on some to kill some Vildkaarl 
fisticuffs), You can bet with Hjalmar that you can beat a Vildkaarl; the winner beserkers, you take 


receives a sword from the loser, so be sure you have an additional weapon handy! a more measured 
approach with Cerys in 
the feast hall. Ask her 
who died (many; 


. 


You also сап speak to Cerys in the middle of the hall, who is simmering with 
rage, but proud of how she helped Udalryk. 


| camca han 


Exit the feast hall, only her, Hjalmar and 
heading down the steps Svarige have claim to 
and you meet Bima the throne), and what 
coming out of Crach's happened before the massacre. Then look around, using your Witcher Senses: 


chamber, She's in a 
foul mood, offended by 
the bartering for the 
title of king, especially Bima Bran Crach an Cralle Head over to one of the bears, and examine it: 

as her kin Svanrige hasn't a chance at the throne. She aims to leave Kaer Trolde : , 

tomorrow at daybreak. Now enter Crach's chamber. He greets you warmly, Speak " e us er Biot tongue Wo non ШЫ 
to him about his hospitality, his children, and Віта if you wish. Then ask about your 

reward. You are given a prized sword. In the middle of explaining the heirloom, you • (The Torso) Under the fur is a tattoo in the shape of a paw. 

are drawn to a commotion upstairs. Hjalmar isn't the cause this time. 


ITEM: Sword: Glory of the North 


* One corpse has fang and claw marks, and broken bones, It is difficult to say 
what killed him. There are other corpses to examine, too. 


* (The Limbs) Evidence of a sutured old scar. 
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This is a half-man, half-bear. But what caused the transformation? The mead is a 
Clue; you should check the horns, tankards, and bowls. 

* Mead horns are empty. 

* Abowl has the whiff of... mushrooms? 

* Another bowl—one at each table—contains mead and only mead. 


The scent of mead and something earthy fils your nostrils. Head north to the 
open door, and examine the small table to the left of it. You call over Cerys, who 
confirms you are dealing with werebears—known colloquially as beserkers. 
You reveal the beserkers" mead was spiked with what you think is blood. 

Cerys suggests Hjort might be able to help. 


| OBJECTIVE 


Head east from the feast hall, onto the exterior battlements where the remaining 
Jaris are raising their voices about what happened. Listen and speak to them too, if 
you wish. Hjort is praying to Freya. Interrupt him, and hand him the mead hom. He 
immediately recognizes the smell as the mushroom "mardroeme" (or "psilocybe") 
It causes hallucinations in humans, and eases pain in small doses. But how was it 
slipped into the wine? Away from the feast in the cellars; that's where! 


| OBJECTIVES: _ 


Dash after Cerys through the feast hall to the entrance, across to the north 
corner exit, down past the smithy, into a series of descending corridors that end 
at the cellar entrance to the south, Cerys wants to show you where the poisons 
are kept. She walks to some steps, and down to a lower area of the cellar. 
Cerys reckons the stench is revolting, but it's from some Mahakaman spirit 

Use your Witcher Senses to inspect the various barrels until you reach the one 
in the southeast corner that looks different. This is the brew that caused the 
berserkers' transformation. Someone tosses a torch into the cellar, and the high- 
proof spirit goes up in flames. There's no way back. Only into a secret passage 
оп the northeast corner of the cellar, blocked by barrels. Use Aard to destroy the 
barrel blockage and sprint into the tunnels. 


SURREPTITIOUS CERYS: 
BRAN-DISHING EVIDENCE 


| OBJECTIVES: 


Follow Cerys and 
emerge from the 
tunnels without 
incident, You decide 
to revisit the cellar 
entrance to look for 
evidence of the culprit. 


Head south up the 
‘steps, and examine a 
‘set of footprints (using 
your Witcher Senses) at the cellar door. Someone walked through spilled mead. 
Now turn and follow the footprints up the main stairs back up towards the 
‘smithy. On a landing, examine a wall torch: There is a scrap of cloth on it. Cerys 
is shocked; only Arnvald wears this fabric! Race up and out of the cellar corridor, 
across the exterior battlements and smithy, and up into the Keep entrance. You 
‘see Amvald leap on a horse and race off. 


Arnvald's guilt is unquestionable, but bringing him to justice is tricky. Gallop after 
him, following the route down the cliff path and tunnel, out of Kaer Trolde, and 
along the road heading roughly south. He bears right twice; first at the parked 
caravans, and second at the fork in the road, and heads directly to a group of. 
bandit seamen; wearing Clan Tuirseach colors and waiting for him at the beach 
You can end the chase in a number of ways: 


© (Crossbow) While riding, produce your crossbow and knock Arnvald off his 
horse. You're commended by Cerys, and Arnvald is usually alive. 


(Aard or Igni) While riding, use either Aard or Igni to remove Arnvald from his 
steed, Cerys is impressed, and Arnvald is usually alive. 


(Beach Fight) Should Amvald reach the beach, he is expecting to be smuggled 
out of Ard Skellig by these seafarers loyal to his cause. But you can never 
trust these bandits; Arnvald's usefulness has expired, and they attack him. 
Battle five of them, moving to Arnvald's proximity and drawing attacks away 
from him. If you don't, he is easily slain, 


(Losing the Trail) If you aren't quick enough in tailing Amvald, head towards 
the beach area in your own time. You discover Arnvald's corpse on the sand 


After the tumble from his horse, or bandit fight, Arnvald is either dead or alive: 


* (Amvald is alive) He moans on at his hatred towards the an Craites, 
but agrees to implicate Birna Bran and the berserkers at a trial. 


* (Arnvald is dead) Cerys is shocked at the betrayal. You decide to search 
Amvald's corpse, and find a small key. Cerys sees the tartans the bandits 
where wearing, but you tell her not to jump to conclusions. 


Back at Kaer Trolde Keep, use your Witcher Senses to thoroughly search 
Amvald's room: 


* There are strewn clothese everywhere, and a missing shoe. 


* The other shoe is under a small table. Check inside the shoe for another key. 


ITEM: Quest Кет: о Arnvald's Chest 


Close to his bed is an envelope with a particular smell attached to it. Follow the 
scent to a hidden compartment in the northeast corner of the room. Use the key 
to unlock it; inside is a letter. The perfume is Birna's! The letter isn't signed, 

but the evidence is enough. Read on to "Cerys' Conclusion", below. 


CERYS' CONCLUSION: WHOSE HAND DOES 
THE BLOOD STAIN? 

Jarl Donar an Hindar calls a meeting of the Jarls 
together. Lady Bran is accused by Cerys. Birna is 
indignant and refutes the accusation. 


4 (Armvald is alive) He is summoned and testifies 
against Bima Bran. 


® (Arnvald is dead) Cerys explains how Arnvald acted 
on behalf of Bran. 


Svanrige Bran 


Bima scoffs at such accusations until you produce the letter from Birna to 
Атай. This still isn’t enough for the dafs. and they are about to retire and seek 
punishment against the an Craites when Birna's son Svanrige turns against his 
mother! Birna is furious and dismayed, but Jarl Donar orders her chained to a 
rock to perish of hunger and thirst, with sea fowl pecking apart her remains. 
Svanrige will be banished. 


HEADSTRONG HJALMAR: BRIMMING WITH 
BESTIALITY AND BARBARISM 


| OBJECTIVES: _ 


Hjalmar knew you wouldn't turn down an adventure! He rides to Fornhala at a 
gallop. This is the village of the Vildkaarls. You arrive there automatically (the 
village is in southwest Ard Skellig). Question Hjalmar about this tribe, and he tells 
you he suspects they are warriors that transform into bears. 


He seeks vengeance. You can point out that taking one alive would be beneficial, 
but Hjalmar insists witnesses and trials aren't needed for justice in the isles. 
Uncover the following: 


Head up the hill and Hjalmar points out a corpse near some kind of candle-lit. 
shrine. Along the way, discover dead bodies, blood stains, massacred corpses, 
but no women or children in the village. 


At the shrine, you discover clothing from six men. There's a corpse from a 
‘man not part of the Vildkaarls. A bowl with an odd smelling substance inside, 
like incense or bear һай. 


The shrine has carved runes in the language of Hjalmar's forefathers. It is a 
dedication to Svalblod. A deity who demanded human sacrifices. 


A wafting scent from above. Follow it up more steps; there's evidence of blood 
and bile, а slumped body with a broken neck, and a body still warm. 


The trail ends at a longhouse atop the hill. Head inside, and discover dried mushrooms; 
a variety called psilocybe, There's also trapdoor under a bearskin rug. Classic. 


| OBJECTIVES: 


Descend the ladder, and explore an entrance cave leading into a larger cavern, 
where you are met by a hulking great Skelliger named Halgrim. Не scoffs at 

the “weak bloods,” and although they didn’t set out to start a massacre at Kaer 
Trolde, they bear no guilt. Hjalmar quickly grows weary of the conversation, and 
charges in to attack. Face Halgrim, tackling him with your steel sword until he 
stops and tranforms into a massive bear. They bring down the hairy animal using 
your silver sword 


DANGER ALERT 


SECONDARY QUEST: CORONATION 


Related Quests: Main Quest: King’s Gambit, 
Secondary Quest: Brothers in Arms: Skellige 
Locations: Gedyneith е, 
Characters: Cerys an Сгайе, Hjalmar an Сгайе, Crach an Craite, Hjort, 
Udalryk, Donar, Madman Lugos, Holgar 
Enemies: None 


This quest begins automatically after the conclusion of Main Quest: King's Gambit. It 
| is purely optional. 1 


| M you helped Cerys during Secondary Quest: King's Gambit, she is crowned 
Queen of Ard Skellig. 


| же Ifyou helped Hjalmar during Secondary Quest: King's Gambit, he is crowned 
| | King of Ard Skellig. 


| æ It you ignored this tine of quests, didn’t help either Cerys or Hjalmar during 
Secondary Quests: The Lord of Undvik or Possession, you cannot complete 
| this quest, and Svanrige Bran is crowned King of Ard Skellig. 


# The druid Ermion is present at this coronation only if you completed Main 
Quest: Echoes of the Past. 


# M you start this quest during Act Il, during Secondary Quest: Brothers in 
‘Arms: Skellige, you can request Clan an Craite's help under the sacred oak, 
fer the coronation. 


' 


و 


WE ARE SKELLIGE!! 


OBJECTIVES: 


There are more voices further into the caves. 
Hjalmar isn't taking your advice, so progress 
deeper into the tunnel, heading south to a second 
cavern. You watch as a group of three Vildkaarls 
take a mushroom from a druid's bowl. A shocking 
transformation takes place. After the ritual, head 
into the chamber and speak to Artis the druid. 

As expected, the conversation turns to violence. 
Back Hjalmar up and slay the druid, including any 
bears he summons (he brings one at a time, so 
concentrate on defeating him unless you wish 

a constant incursion of bears). Afterwards, you 
discover a letter on the druid's body. It seems Artis 
was to become advisor to the new king of Ard 
Skellig. But the letter isn't signed. Hjalmar decides. 
to return to Kaer Trolde and inform the Jaris. 


HJALMAR'S CONCLUSION: WASHING AWAY 
DISGRACE WITH THE BLOOD OF FOES 


Jarl Donar an Hindar calls a meeting of the Jaris together. Hjalmar offers a 
perfunctory explanation regarding the Vildkaarts’ responsibility. Madman Lugos 
isn't impressed. You step in and vouch for Hjalmar. You also hand over the letter 
you discovered as evidence of a conspiracy. Lady Bran mentions the culprits 
haven't been identified. But Jarl Donar has heard enough. Hjalmar has cleansed 
his clan's name through bloodshed. 


END: AN INVITATION TO A CORONATION 


The quest concludes with you and Crach talking about who will be crowed the 
new ruler of Ard Skellig. The coronation is about to begin. Join them immediately, 
or later. Either way, Secondary Quest: Coronation becomes available. 


Head to the sacred oak of Gedyneith. The coronation starts under the branches 
of this venerable oak. Jarl Donar declares an end to the mourning, and welcomes 
а new ruler of Ard Skellig, commanding power over all the isles of Skellige. 


QUEST CONCLUSION: ALL HAIL QUEEN CERYS! 


# Cerys thanks those that stood by her side and 
pledges to be а good queen, seeking peace and 
prosperity for all. Jarl Udalryk peers up at her 
proudly (with his one good eye). 


fter her speech, you can speak to Hjalmar, who is 
a little dejected, but secretly proud of his sister. 
He's happy to show up Madman Lugos though: 


Queen Cerys an Сте 
Speak to Queen Cerys, and she tells you she plans to rule by listening, learning, 
and listening again. This measured approach should unite the clans, and 
although she'd prefer to avoid war, they will repel Nilfgaard together. 


QUEST CONCLUSION: ALL HAIL KING HJALMAR! 


* Hjalmar knows many here have long awaited 1 
this day; with fist raised, he pledges to strike at 
Niltgaard. The crowd seems divided on the merits 
of this rather impetuous plan. 

After his speech, you can speak to Cerys, who is 


prideful of her charismatic brother. They share the 
same blood which is what really matters. 


a 
King Hjalmar an Crate 
Speak to King Hjalmar, and he tells you he'd rather have beat a bugger like 
Blueboy Lugos instead of his sister. He vows to go at the Black Ones, and grind 
them to dust. They will be driven south, limping and wailing, 


A PROUD FATHER 


Finally, speak with Crach, who is almost bursting with pride. He will always һе 
loyal to Cerys and Hjalmar. Feel free to speak to Jarl Donar, Udalryk, and Hjort 
too. Listen to Holger, and other islanders’ mutterings if you wish. The Skelligers 
celebrate with a bonfire and crackling pig. The quest concludes. 


CRITICAL PATH 
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CRITICAL PATH QUESTS: 


ACT II: THE GREAT BATTLE 


In which a homunculus holds the key to Ciri's whereabouts, and old friends from Kaer Morhen agree to aid you as the forces of the 
Wild Hunt close in from all sides. Alliances previously made are tested, and favors are returned. The White Frost approaches. 
The fortifications of the old keep are reinforced, as the finest warriors and sorceresses assemble. Will that be enough? 
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Related Quests: Main Quest: Fa 


the Wood; Main Quest: 
Main Quest: Disturbance, Main Quest: 
Main Quest: The Final Trial;, Main Quest: No Place Like Home; 
Main Quest: Va Fail Elaine 
Locations: Crow's Perch (Velen), Vizima Royal Castle, Kaer Morhen 
Characters: Uma, Nilfgaardian Cavalry, Emhyr var Emrels, 
Yennefer of Vengerberg, Vesemir 
Enemies: None 


UMAMMA! 


| OBJECTIVES: 


r 
This quest begins automatically only after the following Main Quests have been 
|| completed: Main Quest: Family Matters, Main Quest: The Ladies of the Wood; 
| Main Quest: Nameless; and Main Quest: The Play's the Thing: 


| * If you completed Secondary Quest: Last Wish, and told Yennefer you wanted 
to be with her, then you have additional romance options during Main Quest: 
No Place Like Home. 


J| Main Quest: Ugly Baby is a tracking quest that occurs throughout the entirety 
{| of ай the Sister Quests listed previously. It simply tracks when each of them 
| are completed. 


Return to Crow's Perch in Velen. 


# M you haven't completed Main Quest: Family 
Matters, you must head to the Baron's study, and 
tell him that obtaining Uma may be the key to 
finding Ciri. You are directed to the stables. 


# Ifyou have completed Main Quest: Family Matters, 
you head to Crow's Perch and speak with the 
‘sergeant who took over the Baron's position in the 
castle. He directs you to the stables. 


Head to the upper courtyard where the stablemaster resides. Tell him (in no 
uncertain terms) that you're here for Uma. This occurs without incident. You coax 
the malformed little man towards your horse Roach, grab him by the scruff of the 
neck, and ride off. 


You are stopped while riding through a Velen forest by a group of Nilfgaardian 
cavalrymen. It appears the emperor is displeased with you, and requires you ride 
to Vizima. You oblige 


You arrive at Vizima, where the emperor is finishing a plan of attack with 
General Voohris. After dismissing him, Yennefer enters the emperor's chamber, 
and he orders you to report. Answer how you wish (a flippant approach leads 

to the emperor threatening to сай his guards). You tell him Uma is the key to 
finding Ciri. When he demands more answers, tell him about your adventurers, 
and then that Uma might actually be his daughter in a cursed form. Emhyr asks 
if the curse can be lifted, and Yennefer attempts to utter the curse, with no effect 
оп Uma. You're given half your prize, with the other 2,000 crowns when Ciri is 
returned. You can tell the emperor you don't intend to bring Ciri back, or agree. 
The emperor leaves. 


ITEM: Crowns: 2,000 


You take a moment to speak with Yennefer, pondering how the curse can be 
lifted. Yennefer tells you it must be done at Kaer Morhen, but she cannot teleport 
you both. You seem happy to ride there. Your conversations with Yennefer 

are fraught 


ORDERS FROM VENGERBERG 


Vesemir 


You arrive in Kaer Morhen, and Vesemir welcomes you home, He looks Uma up 
and down, and agrees with Yennefer. This is one ugly homunculus, Yennefer is 
already here (Vesemir remarks she could do with some manners), and he rattles 
off the jobs she's ordered the rest of the Witchers to undertake: Eskel is hunting 
Forktails for their ingredients. Lambert is preparing to fill a phylactery with 
elemental energy. Yennefer herself is assembling a megascope. You can defend 
her, or agree that she's up to something suspicious. 


# You can comment on Yennefer throwing a bed from the window (ask Vesemir 
about this on a subsequent occasion during this quest, and he mentions Triss 
always liked that bed—which might be why it was dashed on the battlements 
below!). You can also head to the main courtyard in Kaer Morhen (left from the 
main entrance), and locate the remains of the bed Yennefer threw away. Use your 
Witcher Senses to find one of Triss’ earrings. Take it and you can give it to Triss 
when you see her next. 


This quest now concludes, and three other quests open up under the Main Quest: 
Ugly Baby. 


Main Quest: Ugly Baby is simply a tracking quest, updating Main Quests: 
| Disturbance, To Bait a Forktail.. and The Last Trial. It also continues after ай three 
| of these conclude. You may now begin any of the three quests in any order. Start by 

| crossing the ruined battlements, and entering the fortress interior first. 


DANGER ALERT 


Characters: Yennefer of Vengerberg, Vesemir, Uma 
Enemies: None 
Recommended Items: Potestaquisitor (given during quest] 


|, OBJECT 


Enter the main fortress interior of Kaer Morhen, and 
head to the southeast tower through the banqueting 
hall. Up the large spiral steps, you eventually reach 
а large circular room and Yennefer exploding both 
magically and verbally, It seems her megascope is 
extremely broken. Speak to her how you wish, as 
‘she explains her frustration with the other Witchers. 
She tells you she will reveal all in time. You can: 


* Ask what she needs you to do, which continues the quest. 


* Tell her you heard what she did with the bed (toss it out of a window), and she 
fumes about you and Triss being together. You may either apologize or pretend you 
had memory loss, resulting in a further angry outburst, and Yennefer tiring of the 
conversation by teleporting you over the lake at the foot of the mountain! After a swim 
and trek back up to the fortress, you can continue this (or any other active) quest. 


Your tasks are to help both Eskel and Lambert, but also attend to the broken 
megascope. Yennefer reckons an energy source nearby is generating 
disturbances, and must be neutralized. She needs to contact a sorceress 
urgently, and hands you an odd-looking contraption known as a potestaquisitor. 
You must use it to find the energy source 


A: Quest Item: Potestaquisitor 


Locations: Kaer Morhen, Old Training Folly, Forktail Lair 
Characters: Eskel, Scorpion 
Enemies: Forktail 


THE NOSE KNOWS 


OBJECTIVES (UGLY BABY): - 


| OBJECTIVE: _ 


Be sure your 
potestaquisitor is a 
selected item, which 
you can whip out 
manually at any time. 
Then begin your search 
for this strange energy 
concentration. Head 
down the stairs, back 
into the grand hall, 
close to where Lambert is tinkering. Begin your sweep with the potestaquisitor at 
this point, moving towards Vesemir and Uma. 


| 


THOUGHT 


Vesemir and Uma have moved into the grand hall as well, and you can have an 
| optional, and completely meaningless conversation with the cursed specimen, 
Talk of Ciri, universals existing as real and distinct entities, and other posits are 

| answered with one-word, gargled variations on "Шта!" 


Just to the left of Vesemir is a large steel cage, and to the left of that are a stack 
of old crates. The energy seems to be coming from these boxes—inspect them, 
then ask Vesemir what's in them, Dimeritium bombs. Vesemir offers to remove 
them while you have а one-sided talk with Uma. 


QUEST CONCLUSION: A SORCERESS SPEAKS 


| OBJECTIVE 


Return to Yennefer, explaining the interference issue 
has been solved. She summons her sorceress friend 
Ida Emean to talk about the elvish curse Uma seems 
to be suffering from. Ida is taken aback as she has 
only heard about this curse in legends. Ida offers 
advice on lifting the curse, and tells you that Ciri's 
blood is likely to be needed to stop an impending 
end of worlds. Answer how you wish, offering more 
measured responses if you're on better emotional 
terms with Yennefer. After a short history lesson about the Migration, this quest 
concludes. If you've already completed the two other quests (with Eskel and 
Lambert), Main Quest: No Place Like Home begins. 


Ma Emean (via Медаѕсоро) 


Exit Kaer Morhen, 

and examine some 
hoofprints at the south 
gate using your Witcher 
Senses. Whistle for 
Roach, and follow the 
horse tracks down the 
road to the river. Cross 
the ford heading south, 
and up the hill, before 
peeling off to the left (southeast) to an old training folly and treasure chest. 

A little further up the grassy hill is Eskel's horse, named Scorpion, standing by a 
‘small camp. Inspect the bottles if you wish. Then search the vicinity for Eskel's 
footprints, and those of a goat. 


CRITICAL PATH 
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Follow the path roughly southward from the camp, checking periodically as 

you view the tracks in front of you. They stop almost immediately, but inspect 

a nearby fir tree to find evidence of a goat rubbing itself against the bark, Track 
the smell along the path that winds up the steep mountain. You pick up Eskel's 
prints again, and the soft bleating of his goat. It is tied to a stake in an open 
grassy promontory to the northeast. Eskel appears, quoting from Adalbert's book, 
and greet you warmly. Continue your friendly banter (answer how you wish) until 
Eskel hears the sounds of an incoming forktail. 


| OBJECTIVES: 


A forktail lands close to the goat, and you must both tackle it in combat. 

Atter it loses around a third of its health, it manages to get airborne. Optionally 
plug it with a couple of.crossbow bolts, before watching it disappear up a steep 
mountain gully. Sprint up this gully (heading roughly southeast), climbing а 
couple of rock ledges as you talk to Eskel. 


Locations: Kaer Morhen, The Boathouse, Old Speartip's Cave, 
Circle of Elements 

Characters: Lambert м 

Enemies: Harpies, Drowners, Water Hag, Bilge Hag, Harpies, Foglets, 
Old Speartip (Cyclops), Rock Trolls 

Recommended Items: Phylactery (given during quest! 


as 


NO WALK IN THE PARK 


| OBJECTIVE (UGLY BABY): - 


)RKTATTVUENERABILITI 


Need help clipping the wings of this alrborne beast? Consult the Bestiary entry 
on forktails. 


" B Nh 


Golden Oriole Draconid Oil Aard 


Grapeshot Bomb 
When you reach the crest in the gully, start descending slowly and use your 
Witcher Senses to pick out the following: 

* Splashes of forktail blood. 


* A set of prints and blood on a grassy ledge. This leads into а narrow tunnel— 
the forktail's lair. 


Head inside, following more splatters of blood, and following the rough tunnel ир 
a natural slope, and around to where the forktail is nursing its wounds. Time to 
finish it off! 


QUEST CONCLUSION: A GALLOP BACK TO 
KAER MORHEN 


After the beast is slain, 
Eskel instructs you on 
the method of retrieving 
the spinal fluid. Answer 
how you wish, even 
when the conversation 
tums to Yennefer's trust 
issues. Then gather the 
fluid and depart. Once 
outside the forktail's lar, 
Eskel challenges you to a race, You can: 


* Accept, and make well-timed use of Roach's gallop and follow the main path 
down the mountain (northwest), then north along and across the river, and up 
and around to the south gate of the castle, Stop galloping just after the river 
ford, then gallop again а few seconds later, and you should beat Eskel, and 
more than bragging rights are available if you win. 


de. Win the horse race to receive additional XP and alchemy recipes. 


de. Decline, and make your way back to Kaer Morhen in your own time. 


After you reach the south gates of Kaer Morhen, this quest concludes, 
If you've already completed the two other quests (with Yennefer and Lambert), 
Main Quest: No Place Like Home begins. 


ITEM: Quest Item: Forktail Spinal Fluid 


Lambert 


Enter the Kaer Morhen fortress, and locate Lambert in the great hall, close to a 
table with a dead ekimmara on it. He's tinkering with a brewing vat, and tells you 
he's irritated after being charged with fortifying the phylactery (a small golden 
box Lambert shows you) with power from the Circle of Elements. 


Answer how you wish, dealing with Lambert's bluntness until you tell him you're 
ready to accompany him on his task. 


ITE 


A: Quest Ite 


Phylactery 


FOG’S THICK AS CURDLED MILK 


When you're ready, 

set off out of the 
fortress by following 
Lambert. He tells you a 
rockslide has blocked 
the mountain path to 
the Circle of Elements, 
0 a pond side 
approach is called for. 
As you depart from the 
battlements, you chat with Lambert about his impression of Vesemir. The view 
down this treacherous series of rocky ledges you clamber down is spectacular. 
As you descend, show off your crossbow skills by bagging a flock of harpies. 
Lambert is impressed by your prowess. Cross two rickety bridges, turn and 
follow a rough path along a gushing stream, all the way down to a ramshackle 
boathouse where Lambert has moored his vessel. Except it isn't there. 

You surmise the wind 
has carried the boat = 
westward. Head in this ” 
direction along the 
grassy mounds and 
marshes at the edge 
of the "pond," until 
you both encounter 
group of drowners 
Expect around five to 


cull, Next, a water hag appears (it may also be a bilge hag). Remove this sagging 


crone with Lambert's help, before you agree to sail across the pond. Lambert 
remembers his previous adventures in the caverns you're about to sail to. Ask if 
this bothers him, if you like. Jump in the boat, and let Lambert take the tiller. 


STEP SOFTLY OR YOU'LL WAKE 
OLD SPEARTIP 


| OBJECTIVES 


You disembark, and 
remark on either 
Lambert's prickly wit 
or that a beast named 
Old Speartip is stil 
roaming these parts, 
Your chat is interrupted 
by the plaintive cries of 
a young boy. You both 
are convinced this is an 
illusion. You can 


* Investigate the voice, starting this objective (previously). 
* Orsimply head into the cave. 


Head west along the shoreline, and you spy a frightened boy. If you walk up to 
him, he slowly dissolves and three vicious foglets appear. This was an obvious 
trap. Lambert half-jokingly threatens to tell Dandelion about how you were 
duped. Answer how you wish. The boy was one of the Witchers’ tykes who. 
drowned during his trial 


Enter the cave by Lambert's moored boat. As usual, a Cat Potion helps your 
vision, When you reach a ledge too high to climb, you both help each other up. 
Head roughly north, climbing another ledge, and use Aard to clear some fallen 
rocks. Continue along the winding cave tunnel, into a large cavern, Ignore the 
upper ledges and continue forward, trading witticisms. Climb a long slope until 
you reach a large cavern with a massive central column. 


If you avoid using Aard on the rocky obstacles along the way to the central 
cavern, and don't make too much noise in the cave, you can avoid waking 

Old Speartip. Fee! free to attack him whatever you decide—those killed by this 
ancient cyclops must be avenged! 


You must walk forward, but if Lambert's noisy footsteps awaken Old Speartip 
himself; a huge hooded cyclops with a nasty pair of huge fists to pummel you 
with shows up. After a protracted battle, Lambert spits on the corpse for Voltehre, 
‘one of his fallen. 


NG'OLUD SPEARTI P 


Ei 


ГТД Ай Quen 


THIS MOUNTAIN TROLLY MOUNTAIN! 


| OBJECTIVES 


Head to the northeast 
wall, сїтї a couple 

of ledges, and turn 
east to reach an upper 
tunnel out into the 
open. Lambert seems 
intent on a combat- 
driven romp through 
this territory of trolls 
Question him how you 
wish. Then turn left (east), and immediately follow the path curving to the left 
(north) up а deep mountain gully. Up ahead, a troll flees from you. You remark 
this is an odd behavior. A few moments later, two rock trolls appear on a high 
ledge, telling you this is their mountain. You can offer a measured or threatening 
response. Try the former, and Lambert interrupts with some unwanted threats of 
his own. Either way, large boulders pelt you both. Immediately sprint northwards 
towards a tunnel entrance. 


z 
E 
3 
3 
$ 
Е 
8 
8 


DANGER: FALLING ROCKS 


Standing and fighting is a bad idea, since you receive nasty damage from thrown. 
rocks, and the trolls are perched on a ledge you can't physically reach. Time to go! 
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Once їп the tunnel, your way is blocked by boulders. Use Aard to clear a path, 
climbing up a ledge and into a higher ravine where three rock trolls stop you. You can: 


# Stop Lambert from ending this conversation violently, and negotiate a way 
to the Circle of Elements by removing and placing your swords on the ground. 
Lambert is understandably reluctant, but the situation is resolved peacefully. 


# Agree with Lambert, and three rock trolls must be faced in combat. 

‘After more witty banter, and heading south up the rough trail to the ancient 
Circle of Elements, you reach your destination. Soak in the view, then listen and 
follow Lambert's instructions: 


QUEST CONCLUSION: A TROUBLED SOUL 


OBJECTIVES: 


Locations: Kaer Morhen 

Characters: Yennefer of Vengerberg, Vesemir, Uma, Lambert, Eskel, 0 
Cyrus Hemmelfart 

Enemies: None 


ANCIENT RITES AND ALCOHOL 


| OBJECTIVES: 


[тв quest is valable once the previous thee quests conclude. Main Quest 
| Ugly Baby also updates. 


Enter the sprawling 
Kaer Morhen fortress, 
enter the main hall, and 
continue to the large 
dining table where your 
brethren are assembled. 
Yennefer orders Eskel 
and Lambert, but 
Vesemir interrupts her, 
reminding her who is in 
charge here. Vesemir has already figured out Yennefer's methods of freeing Uma 
aren't safe. He wants to try a less invasive method. 


* Answer how you wish for all conversations during this reunion. 


Vesemir wants to attempt an ancient rite. Yennefer Scotts at this primitive 
nonsense, He takes Uma, leaving you with Yennefer, Eskel, and Lambert. The 
conversation around the table is strained. After alcohol is introduced, the mood 
lightens up, and the conversation at the dining table continues anew. Eventually, 
Eskel asks if you'd mind raiding the kitchen. Oblige him. You return shortly. 


SNACKS APPEAL, OR SEX APPEAL 


Yennefer excuses 
herself. However, you 
Can stop, and speak 

to her at length about. 
her time with the Wild 
Hunt, what happened in 
Nitfgaard, why she didn't 
look for you, and other, 
more personal chatter: 


Move to each of the unlit torches, and use Igni to quickly light them. Then place 
the phylactery on the smooth stone altar. You wait, and Lambert asks how you 
dealt with trolls during your own trial. Answer how you wish. 


A lengthy chat about Axi, 
bandits, and Lambert's 
troubled childhood occurs, 
after which you begin to 
understand why Lambert 
is so bitter. You gather the 
phytactery again, retum 
to the troll guarding your 
swords, and take your 
equipment You can: 


* Follow Lambert and return (automatically) to the fortress. 
* Elect to stay here and explore this wilderness. 


If you've already completed the two other quests (with Yennefer and Eskel), 
Main Quest: No Place Like Home begins. 


OLER ALERT KX 


# If you're romantically involved with Yennefer, she requests to speak to you. 
You head upstairs where you're propositioned. Agree, and you're able to lie with 
Yennefer for a while. When you return, your fellow Witchers are more relaxed due 
to alcohol consumption. 


® Mf you're not romantically involved with Yennefer, it is suggested that everyone 
get drunk. After unanimous agreement, the mood becomes more relaxed due to 
alcohol consumption. 


© Carnal Knowledge: Yennefer of Vengerberg (Second Occasion] 


You return to the table and speak to Lambert. You speak about Eskel's conquests, 
your relationship with Yennefer, and other matters. You can also choose to play 
Gwent with Eskel. Lambert leaves and returns with a fancy hat sitting on his 
head at a rakish angle, You play a drinking game (choose to skip ог drink as you 
wish), Eskel leaves. There's more drinking 


GETTING ESKEL'S GOAT 


| OBJECTIVES 


Eskel stumbled off in 
a stupor. Use your 
Witcher Senses to 
uncover the following: 


Some spilled 
wine Eskel 
crawled through. 


. 


Follow the prints. 
past the dead 
екіттага on the table, towards the exit to the west. Step outside. There are 
sounds. Of a wounded wyvern? 


* There's blood on the ground. 


Head south, to Eskel's sleeping form. The sounds were from a snoring Eskel. 
You wake Eskel up. Then Lambert has the exceptional idea of turning on the 
megascope, and communicating with that sorceress for some female company. 
You can: 


* Tell him he's a genius. 


* Tell him he's had his last drink. If you choose not to fiddle with Yennefer's 
megascope to call for “female company," you fall asleep, and this quest 
concludes now. 


END: WHO'S WEARING THE TROUSERS? 


| OBJECTIVE 


You now stagger up to Yennefer's scrying chamber, and attempt to use the 
megascope. No matter your protests (or agreements), Lambert reckons that 
the lovely Ida would be thrilled to speak to you three drunks. But in order not 
to scare her during initial contact, he decides everyone must pretend to be 
Yennefer, by dressing up as her. This sound plan seems to have no drawbacks 
(aside from a zero possibility of working), and can check Yennefer's trunks for 
appropriate attire. 


DANGER ALERT 


Locations: Kaer Morhen z 
Characters: Yennefer of Vengerberg, Vesemir, Uma, Lambert, Eskel, 


Enemies: None 


WRETCH ON THE RACK 


OBJECTIVES: 


айас? 


You wake the next morn with Vesemir already back at the fortress. Uma is tied 
to Sad Albert, a torture table. Although his ritual was ineffective, he did notice 
Uma behaved differently under relaxed consciousness. Yennefer startles you by 
actually apologizing to Vesemir. He's found out something critical about Uma. 
Now potions must be brewed in preparation for Yennefer's spelicasting. You're on 
Ingredient-finding duty: 


You receive the formula from Yennefer. Head to the nearby table and gather the 
forktail spinal fluid, as well as all the other ingredients for the potions. 


DANGER ALERT 


Related Quests: Main Quest: The Isle of Mists, Main Quest: Ugly Baby 
Main Quest: The Battle of Kaer Morhen 


| listed in any order you like. Or don't. These “Brothers in Arms" quests are all 
* — || completely optional. 


Find a “glimmering” one, and take Yennefer's trousers. Then put them оп in your 
Inventory Menu. You may also choose to use the megascope without playing 
dress-up. 


ITEM: Quest Кет: Yennefer's Trousers 


The three of you look slightly inelegant to put it mildly. Still, you jabber 
something incomprehensible and not even close to being elvish, and the device 
starts to shimmer. You make contact! Though it's with Cyrus Hemmelfart, 

the hierarch of Novigrad. He appears to be on the latrine. Shouting for guards, 
your “conversation” is curtailed by Yennefer. You're ordered to bed. The quest 
then concludes. 


SPOLERALERT XXX 


Then access your Alchemy menu, choose the formula grass extracts, and 
brew the potion from the following components: 


Ingredient Amou 


Bryonia | CAN 
Ribleaf (m 
Mandrake Root | m 
Forktail Spinal Fluid | 0 
Manticore Polson Gland | % 
Alio Bruxa Tongue 0 


ITEM: Quest Item: Decoctions of the Grasses — 


Return to Yennefer, who takes the potions, and feeds them intravenously into the 
poor wretch on the rack. When prompted, administer the Mother's Tears, Wildrye 
Juice, and Speargrass Sap. Telling Yennefer this is a bad idea simply stalls the 
progression of the trial. After the potions are administered, Uma vomits all over 
Yennefer. You're on clean-up duty. 


You scrub the floors with Eskel, who moans about Ciri being harmed if this trial 
goes wrong. You put your trust in Yennefer. 


END: BACK ON TRACK 


The trial continues well into the night. Yennefer urges you to keep her from 
falling asleep. Choose either story in conversation to tell her. Then Uma begins 
to wake up. Yennefer unleashes her magic, yelling at you to open the phylactery. 
The matter is caught within the box. Uma transforms. The curse is lifted. You 
stare into the face of Avallac'h—the Aen Elle elf sage who helped Ciri. You hear 
Avallac’h murmuring something about the Isle of Mists in Skellige. He summons. 
a strange orb of light. It shall guide you across the seas to this mysterious isle, 
where Ciri's fate may be sealed. These quests now all conclude. 


SPOILER ALERT X X. 


OO’ 


This quest begins automatically once Main Quest: Ugly Baby, and all related quests, 
have been completed, and you are about to set sail for the Isle of Mists. There are 
талу different pre-requisites when assembling a force for the forthcoming battle 
(some of which you may already have completed, or failed), and all are listed below 
{including ones not mentioned in your objectives list). Visit each of the locations 


CRITICAL PATH 


| Beware! This is the last opportunity to complete any Secondary Quests, and other 
tasks that are related to gaining help from certain individuals, before the battle takes. 
place. If you wish to finish up these quests, now is most definitely the time. 
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DANGER ALERT 


SECONDARY QUE: 


EMPEROR EMHYR VAR EMREIS 
LOCATION: Vizima Royal Castle 


POILERALERT X X 
Е BROIH ERS IN ARMS: NILFGAARD 


DANG 


LETHO 
LOCATION: Reardon Manor, near Lindenvale 


Assuming you didn't kill Letho in your Witcher 2 
game save, the man-mountain Witcher known as 
Letho is initially hiding out in a barn on the grounds 
of Reardon Manor, close to the village of Lindenvale. 
He moves to Kaer Morhen providing you complete 
the following: 


Secondary Quest: The Fall of the House of Reardon 
(page 174), and Letho lives. 


DANGER ALERT 


SECONDARY QUEST: BROTHERS IN ARMS: VELEN 


Visit the royal castle, and speak with the emperor. He agrees to send troops, but insists that they are commanded by General Voorhis. 
This isn't acceptable to you, and you're unable to reach an agreement, so you leave 


POLERALERT X X 


KEIRA METZ 
LOCATION: Keira's Cottage, near Fyke Island 


Return to Keira's Hut in No Man's Land, and speak 
to the sorceress. She's happy to provide magical 
support in your battle, providing you've helped her 
Complete the following: 


Secondary Quest: An Invitation from Keira Metz 
(page 171). 


Secondary Quest: 


Kelra Metz. 


Favor for a Friend (page 173). 


Secondary Quest: For the Advancement of Learning (page 173). 
At the end of this quest, be sure to convince Keira to go to Kaer Morhen. 


SPOILER ALERT X X 


SECONDARY QUEST:BROTHERS IN ARMS: NOVIGRAD W 


OBJECTIVE 


VERNON ROCHE AND VES 
LOCATION: Temeria Partisan Hideout 


Locate Roche's 

hideout in a rocky gully 
surrounded by woods, 
north of Oxenfurt. He is 
always willing to help. 
you, but he (and Ves) сап 
only make the journey to 
Kaer Morhen once you 
finish the following: 


Vernon Roche Ves 


Complete Secondary Quest: An Eye for an Eye (page 212). Once finished, 
Roche agrees to help you, and both him and Ves will appear in Kaer Morhen 
(and question your judgment if Letho is also there). 


ZOLTAN CHIVAY 
LOCATION: Rosemary and Thyme (Novigrad) 


Zoltan is positively twitching to spill some Wild Hunt 
blood, and agrees to help you with typical dwarven 
gusto. All you have to do is simply ask! 


Zoltan Chivay 


SIGISMUND DIJKSTRA 
LOCATION: Bathhouse (Novigrad) 


Meet up with Dijkstra inside his office library, 

and request his help in the forthcoming war. Though 
he's not about to lose his Ме on the battlements of 
Kaer Morhen, he does offer you a reward. However, 
you must have completed the following 


Main Quest: Count Reuven's Treasure (page 194), 
and used under-cover techniques (with Triss being 
tortured until she stops the conversation with Caleb 
Menge), and not violence, asking Menge specifically about Dijkstra's treasure 
during the conversation with Menge. Otherwise, you get nothing. 


Sigismund Dijkstra 


ITEM: Quest Кет: Crowns, 


TRISS MERIGOLD 
LOCATION: Triss’ Townhouse [Novigrad] 


Triss is concerned about Сп and would love to 

help you, but she cannot leave Novigrad until all 

the mages are evacuated. You must have already 

completed the following L 


Main Quest: Now or Never (page 210), and the 
mages escape. If you forgot thís quest, you can't 
reach Triss. If you completed this quest, Triss is 
already at Kaer Morhen, and doesn't need to 
be found. 


Triss Merlgold 


DANGER ALERT 


CRACH AN CRAITE 


LOCATION: Kaer Trolde Keep (Ard Skellig), or 
Gedyneith (during Secondary Quest: Coronation) 


Visit Crach in the keep or at the Coronation of the 
new king or queen, and request his help in fighting 
the Wild Hunt. Though he cannot spare any troops, 
and is too old to fight, he bestows you with a family 
heirloom; an exquisitely-forged sword. 


ITEM: Quest Item: Winter's Blade 


CERYS AN CRAITE 


LOCATION: Spikeroog [Skellige], then Kaer Trolde 
Keep (Ага Skellig), or Gedyneith (during Secondary 
Quest: Coronation). 


Crach an Cralte 


Speak to Cerys in Kaer Trolde or at the Coronation. 
Whether she rules Skellige or not, she has important 
duties to attend to, and cannot head to Kaer Morhen. 
To ensure she becomes ruler, you must have 
completed the following: 


> Secondary Quest: Possesson (page 230). 


> Thon Secondary Quest: King's Gambit (page 232). Cerys an Craite 


> Then Secondary Quest: Coronation (page 235). 


HJALMAR AN CRAITE 


LOCATION: Undvik (Ѕкеціде], then Kaer Trolde 
Keep (Ard Skellig) or Gedyneith (during Secondary 
Quest: Coronation). 


Speak to Hjalmar in Kaer Trolde or at the Coronation. 
If he rules Skellige, he has sworn fealty to your 
cause, and will arrive at Kaer Morhen without 
question. If he isn’t King, Cerys agrees to send him 
as her representative—either way, he's coming! To 
ensure he becomes ruler, you must have completed 
the following: 


Hjalmar an Стае 


Secondary Quest: The Lord of Undvik (page 226). 


> Then Secondary Quest: King's Gambit (page 232). 


> Then Secondary Quest: Coronation (page 235). 


Locations: Kaer Trolde Harbor (Ard Skellig), Undvik (Island), 
The Isle of Mists [Island] 

Characters: lvo, Ferenc, Gaspard, Ciritla 

Enemies: Sirens, Harpies, Foglets, Wraiths, Bilge Hags, Fiend 


ARMED U 


READY TO GO 


Beware! Don't venture into the Isle of Mists until you're happy with the decisions you 
‘made in gathering your alliance members for the Battle of Kaer Morhen, since that 
quest begins automatically at the conclusion of this one! 


à — > SPOILER ALERT X X 
SECONDARY QUEST BROTHERS IN ARMS: SKELLIGE C 


| If Svanrige Bran rules Skellige (because you didn't involve yourself in either Cerys 
| Hjalmar's quests), you cannot reach him to request his help. 


ERMION 


LOCATION: Kaer Trolde (Ard Skellig) or Gedyneith 
(during Secondary Quest: Coronation]. 


Though you may have had your reservations about 
Ermion, when you ask him for help in defeating 
the Wild Hunt, he agrees immediately, and makes 
preparations to leave for Kaer Morhen without a 
moments hesitation. Good man! 


FOLAN AND VIGI 
LOCATION: Undvik (Skellige], then Kaer Morhen 


Don't forget about these. 
two lunatics! Assuming 
you met and helped 
them, both Folan and 
Vigi provide an almost 
animal-like ferocity to 
the forthcoming battle, 
and will already have 
made the journey to 
Kaer Morhen (so you don't invite them personally during this quest; just expect 
them to accompany Hjalmar when you invite him). To ensure they help out, you 
must complete the following: М, 


Folan Viol 


> Secondary Quest: The Lord of Undvik; saved Folan from the rock troll's. 
cauldron, and saved Vigi from his prison during the battle with the mountain 
giant (page 226). 


CRITICAL PATH 


IT'S OFF TO WORK YOU GO 


OBJECTIVES: _ 


Avallac'h has summoned a small bright orb to aid you in your travels across. 
Skellige. From your chosen port (Kaer Trolde), navigate across the ocean to the 
strange mists off the coast of Undvik, where you're teleported to the still and 
eerie waters close to the Isle of Mists. Take care not to scrape your boat against 
numerous jagged islands, outcrops, and the rotting skeletons of longships long 
abandoned. Deal with any sirens by stopping your ship and firing at them or 
using Signs. 
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You're heading into а 
place not seen on any 
map. A mystical island 
with a rugged sandy 
shore, and a wharf to 
clamber onto. 


Once ashore, the firefly 
bobs onwards up a 
slight incline. Follow it, 
watching for a couple 
of (what else?) foglets 
appearing. Dispatch 
them, before running 
up along a rocky path, 
with a strange little 
cottage built into the 
stone hillside, close to 
а gnarled tree. Knock 
оп the door, There's 

по answer. Except 

for a sneeze. A gruff voice asks what you want. Tell him about your search for 
the ashen-haired Ciri. Your questions are met with obfuscation, until another 
voice pipes up. There's a group of fellows in this hut—survivors of a shipwreck. 
Answer how you wish, but that door is remaining closed. 


Frustrated, tell them you'll look for the group's lost mates. There are three 
missing: lvo, Gaspard, and Ferenc. It's worth asking where each of them was last 
seen, before you go. Start your search for the dwarves in any order you like. 


ALONG WALK OFF A HIGH COLUMN 


| OBJECTIVE 


The isle of mists is a 
strange, gloomy place. 
Begin by heading down 
the path, then sprint 
roughly northwards 
across the grass and 
strange twisted trees, 
fighting off harpies. 

Run slightly northeast, 
toward and through a 
rocky arch, and onto a lonely beach, then jump the gap in the path down to the 
sand dunes. The coast is littered with flotsam, jetsam, and bedraggled longship 
wrecks, Expect a couple of bilge hags to attack, close to a strange rock column. 


Wait! Did you hear a plaintive call for help? Yes, it’s coming from a dwarf stuck 
‘atop a tall rock column further up (west) along the shore. Run to the little fellow, 
and tell him you've talked to his friends. He's safe from monsters and can come 
down. The chap is delighted, but slips on the way down, and plummets to his 
death. What a dope. 


FERENC FLATTENED BY A FIEND 


| OBJECTIVE 


Cross the island heading roughly south, watching for foglets and weaving 
through strange shrubbery and grotesque woodland, slowing as you reach a 
flatter area. Something large is moving near a large tree. It's a fiend. 


Batter it to death with 
Signs and swords, then 
inspect the diminutive 
corpse nearby. Alas, itis 
Ferenc, all bashed and 
full of fiend claw marks. 


The fiend is vulnerable against the following: 


Samam Воть ben Puffball Bomb 


THE FLEEING SOMNABULIST 


| OBJECTIVES: 


Let's hope for better luck with the last dwarf. Sprint northward from the corpse, 
through the mangled woods, across the debris-strewn inlet shore, and passing 
more twisted and gnarled trees. In the distance is a partly derelict lighthouse. 
Head inside and climb the three ladders to the fire burning at the very top. Also 
present is a snoozing dwarf named Gaspard. Hey, wake up sleepyhead! 


Stoop down and speak to the narcoleptic dwarf. Speak about Ciri, his friends, 
and feel free to leave him here and explore more of the island if you wish. But. 

to rescue Gaspard, tell him his friends told you to find him. Run over to him and 
interact with the dwarf to shake him awake. Then venture onwards, into a thicket 
of foglets. Defeat around three of them, before patiently chaperoning Gaspard all 
the way back to the hut. 


END: A Mist Opportunity 


Upon your return to the hut, Gaspard gives the all-clear, and you explain the 
fates of the two remaining dwarves. You push past them after they tell you they 
fear the ashen-haired woman is dead. In fact, it is a magically-induced coma. 

You embrace as she wakens. Speak to her about Avallac'h, whom she trusts. 

She tells fantastic tales of other worlds. She speaks of visiting the Baron, 
dealings with Whoreson Junior, Dandelion, her journey to the shores of Skellige, 
the cataclysm of magic, the Wild Hunt almost capturing her in Lofoten, and her 
final retreat, into the Isle of Mists. Finally, you leave, but the dwarves have stolen 
your boat. Though the Wild Hunt will know your position, the only choice is for Ciri 
to open a portal, and flee to Kaer Morhen. This quest then concludes. 


Related Quests: Main Quest: The Isle of Mists, Secondary Quests: 
Brothers in Arms, Main Quest: Blood on the Battlefield 


Locations: Kaer Morhen 

Characters: Vesemir, Cirilla, Yennefer of Vengerberg, Triss Merigold, 
Hjalmar an Craite, Folan, Vigi, Zoltan Chivay, Ermion, Lambert, Eskel 
Vernon Roche, Ves, Letho, Keira Metz, Avallac'h 

Enemies: Hounds of the Wild Hunt, Warriors of the Wild Hunt, arachas, 
Imlerith, Caranthir, Eredin 


This quest begins automatically once Main Quest: The Isle of Mists has been 
completed. The number of alles you have for the carnage to come are based on 
| your previous actions (all of them detailed during Secondary Quest: Brothers in 
|! Arms, on pages 166-167). Meet your comrades as you walk the ruined battlements 
of Kaer Morhen. 


OLD FRIENDS 


OBJECTIVE 


You return to Witcher 
Keep, on the banks of 
the Gwennlech, bringing 
great joy in the form of 
Ciri to Vesemir, Triss, 
and Yennefer. 


# Yennefer embraces 
and kisses you, 
whether you are 
romantically involved 
with her or not. 


# Triss exchanges pleasantries with you, more knowingly if you are romantically 
involved with her at this time. 


mas and Yennefer look at each other if you've decided to court both ladies, ond 
have not chosen a romantic interest. 


Vesemir informs you that everyone you requested help from has arrived, 
though Avallac'h is resting in the tower. You are to hold council within the 
keep. Begin your walk behind the ladies, Feel free to stop and greet those that 
Journeyed to your aid, along the way. 


4 Remember, these pauses in conversation with those you have summoned are 

optional, and whether or not most of these individuals are here (those flagged 
| — with this symbol) depends on your previous actions—as explained in Main 
| Quest: Brothers in Arms. 


— —— 


# You're greeting by Hjalmar, and (if you saved either or both of them) his kinsmen 
Folan and Vigi. They are all ready for Ragh nar Roog. 


# Zoltan is busy 
preparing some. 
huge barrels of 
“Mahakaman 
Mix"; some potent 
explosives. He's able. 
to craft items for you 
now, if you wish. 


> Inthe next courtyard, 
Vesemir and Ermion 
are studying an 
alarming crack in the 
stone ground. Ermion 
has summoned gas, 
and aims to detonate 
it and incinerate 
some of the Wild 
Hunt's riders. 


# M you didn't invite Ermion, Vesemir is here alone. He took a number of old weapons 
from Kaer Morhen, and is sharpening them, as well as practicing in the yard. 


Head up the ramparts, 
and you pass Lambert 
tinkering with a giant 
ballista crossbow. 

As expected, he's not 
in the best of moods, 
and the machine isn't 
working properly. 


de M you didn’t invite 
Roche and Ves, 
but Letho is present, then Lambert isn't fixing the ballista, but is on the main yard 
with Eskel, talking to Letho. 


Eskel is meditating 
on a higher elevation 
along the ramparts. 
He's preparing and 
requests some peace 
Continue onward into 
the inner courtyard. 


$ If Roche and Ves 
weren't invited, but 
Letho was, you'll find 
Eskel and Lambert talking to Letho in the main yard, instead. 


# Roche and Ves are 
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# If Roche and Ves were invited, but Letho wasn't, then you'll speak to Roche and 
Ves close to where Eskel is meditating, instead. 
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Continue up toward 
the main doors of the 
keep. If you continue. 


The preparations are completed, and Lambert readies for combat. Join him 
when you're ready. On the way, you speak to Ciri, impressing upon her the need 
to keep her safe. Then head west, out of the keep. Your comrades take up their 
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southward instead, 

to the training yard. 
where you first faced 
Vesemir, Ciri is here 
оп the battlements, 
reminiscing. Optionally 
Speak to her about her 
astral travels and Eredin, if you wish. 


# Enter the Keep. 
Before you reach 
the grand hall, 
Keira Metz can be 
found combing her 
hair in preparation 
tor looking her 
best at the site of 
battle. Exchange 
pleasantries, before 
entering the Keep. Have you tried to dispel Keira's illusion bubble using the Eye 
of Nehaleni? 

OUT 


Ud SHOP BEFORE ROP 


| Be sure you speak to Keira (if you invited her), as she has some wares you can buy, 
| ог sell your unwanted items, stocking up before the battle to come. 


BATTLE PREPARATIONS 


You address everyone 
before the Wild Hunt 
attacks. Ciri explains 
how the Wild Hunt 
chases her, and a 
counter-attack strategy 
is agreed upon by the 
assembled friends 
Preparation is required. 
Choose any talking 
point you wish. 


You will ride out to attack foes in the woods with Lambert and Letho. Lambert's 
dimeritrium bombs, and the Yrden Sign, should help close the navigator portals 
the Wild Hunt will use. Yennefer hands out amulets that will make all of the 
hunting party invisible. Triss is to provide potent fire magic when called upon. 


You agree that Ciri is the most important, after which Roche offers to dig 
some trapping pits to waylay the Wild Hunt. Zoltan offer his sticky, flammable 
Mahakaman mix, and Ermion will make use of the natural gas pockets the 

keep sits on, but only if you invited these fellows along for the battle. Vesemir 
mentions the workshop and laboratory, and that one type of weaponry can be 
crafted at each location. Vesemir will continue brewing potions at the laboratory. 
Or Eskel can prepare more Witcher traps. Make your choice: 


+ Choose the potion, and you receive Superior Swallow, If you completed Secondary 
Quest: Following the Thread with Lambert, you also receive Fortified Rafard's 
Decoction; both helping you survive the battle to come. 


Choose traps, you will see traps appear on all the yards of Kaer Morhen. When a 
foe walks into these traps, they explode. Therefore the choice between potions or 
traps is a tactical one; are you better at dealing a lot of damage (choose potions) 
ог receiving a lot of damage (choose traps)? 


Vesemir wants to fix the breach in a wall, but the same workshop tools are 
needed to clear a cave in at the armory, where some choice swords are 
avallable. Make your choice: 


# Choose to patch up the wall, and Savolla's breach (from Witcher 1) is closed up, 
ana the final stand-off has one fewer wave of enemies entering Kaer Morhen. 


# Choose to clear the armory, there are some scenic changes and you gain access 
{о а locked part of Kaer Morhen, where the armory was. Here you can obtain a 
superior silver sword and all the Witchers in this fight receive weapons that deal 
more damage. The decision here is also a tactical one: Do you prefer to have more 
of the Wild Hunt to kill, but with a better sword, or fewer enemies and a lesser 
weapon (unless your own crafted sword is preferable...) 


positions. The Wild Hunt arrives, and Yennefer conjures her protective shield. 


Ud ALCH 


Wait! Just before the battle starts, be sure to check Kaer Morhen for its excellent. 
supply of alchemical ingredients; prepare them here and now, as this is the last 
chance before battle commences! 


ICAt SSH EF 


V4 PLANS'OF 


K 


Use the following additional tactics during each part of the battle to come: 
* Belore the battle 

Replenish all your bombs and potions before leaving the keep, there will be no other 
occasions during the siege. 

* me Forest Rifts 

Close ай three rifts as quickly as possible; the fight has just started so save your 
bombs and potions for later stages. Remember that killing Wild Hunt warriors and 
hounds isn't necessary; removing the rifts from the sides, away from foes, and 
fleeing can be more effective than full-frontal attacks. 

* Running the Walls with Ciri 

Use her Blink ability to move faster and to dodge enemy attacks. 

Use her your Charge attack to kill group of enemies in relatively safe way. 


= The Main Courtyard Battle 
Reach the keep from the forest as quickly as you can, or you may die quickly. 

Fight only when absolutely necessary; concentrating mostly on your objectives, 
The Interior Courtyard Battle: At this point, an enemies must be slain, so start 
utilizing your bombs and potions; though it's always a good idea to save one 
Swallow or Rafard's Decoction for later, 

Be sure to use Igni to detonate the Mahalaman barrels (from Zoltan) and the rifts of 


gas (from Ermion); these devastate your foes. Use Aard to push your foos into the 
Witcher traps, if you chose to build them. 


ens Second Battle 

As before, use her Blink ability to move faster and to dodge enemy attacks. 
Use her your Charge attack to kill group of enemies in relatively safe way. 

I you are seriously wounded, attempt to hide and regenerate your health. 
* The Main Gate 


Use Quen quickly, and then use Yrden on the rifts. If you're out of bombs and your 
stamina regeneration is slow, rely on the bombs to remove the enemy threats; 
there are additional bombs to take from chests along the battlements. Fight only if 
you have to; close ай those rifts! 


| НАТЕ PORTALS 


| OBJECTIVES: __ 


In the woods outside 
Kaer Morhen, Lambert 
instructs you to aim at 
the base of any Hunt 
Portals you see, tossing 
his Dimeritium bombs. 
there with accuracy. 


Head roughly southwards (southwest or southeast is fine, too), across the ford 
towards any of the three portals. 


# If Roche has been summoned, he has already dug some nasty spiked pits in 
the vicinity. Don't worry about falling into them yourself; they take your weight! 
However, the Wild Hunt have already fallen prey to these traps; and each rift is 
now guarded only by two hounds and one warrior. 


While still invisible, head to one of the portals, and simply lob а dimeritium bomb Y 
at its base. Or you can cast Yrden to dismiss the portal (which is especially handy EERE 
if you're out of bombs). Afterwards, a group of Wild Hunt warriors and hounds 
(usually two of each) must be faced and cut down. 


Use Lambert (and Letho) to help bring down these foes. Ве sure to rid the immediate 
objective area of enemies before moving on to the next portal, so you aren't 
swamped by too many foes. Go to the Bestiary for advice on slaughtering both the 
hounds and the warriors of the Wild Hunt. 


[ OBJECTIVES 


You are now Geralt. 
After a protracted 
battle, Triss finally rains 
molten death down 
from above. You seize 
this opportunity to flee 


но 
back to the castle with 


Lambert (and Letho). 
< ^ Once on Roach, gallop 
2 Quickly across the ford 


(roughly north), dodging any fiery missiles. Race to the fortress as Yennefer's 
power begins to falter, and the protective shield she valiantly has summoned - 
starts to shrink, forcing this retreat. 


battlements, and a portal appears. Expect chaos and mayhem; and at least three 


warriors and just as many hounds to choose to fight. Pick a warrior close to you 
and concentrate on slaying him. Continue until Vesemir yells to close the gate 


Dimeritivm Bomb Elementa Ol 


Тит southward, climbing the wooden platform up to the main battlements and 


jed Man's Veno 
= " objective area. Vesemir is up here, battling the Hunt. 
With all three portals dismissed, and the Wild Hunt slain, you notice the # Vesemir is attempting to close another rift. If you help him now, he turns back and 
commander striding through the woods, just as your invisibility wanes, Imlerith races to the roof, to help Triss as well. 


has arrived! You fire a flaming crossbow bolt as a sign for Triss. But no fire 


8 d Ermion is also on the crenelations, putting his staff to good use and slaying away. 


Tackle any nearby warriors but make the gate mechanism—a lever along the 
CONFRONT THE HUNT upper wall to the west and north—your priority. Pull it! 


" А Return down to the courtyard, and expect at least five more warriors and just as 
p OBJECTIVES: — 4 many hounds throughout this camage-filled combat. Bring down any foes to their 
knees, heading to help Lambert and finish your fighting in his vicinity (near Letho 
and Vesemir as well). Check on Lambert's health and ensure he doesn't die. 


# M Keira Metz is with you, she summons a large protective circle, repels the Wild 
Hunt warriors, and saves Lambert. Afterwards, she continues to patrol the side 
yard (alone И you didn’t help her), 


You are now controlling 
Ciri. The first ominous 
fall of snow signaling 
the White Frost appears. 
Vesemir hollers at you 
to wait inside, You 

can tell him you must 
confront the Hunt, or 
you want to fight, too. 
Either option leads to 
you running across the battlements, attempting to reach Triss. Yennefer's strength 
is waning. Retreat by 


OBJECTIVES: _ 


heading the way you 

moved at the start of 
Remember, as Cin you have a Magic Projectile, which can be used to further wound this quest, east and 
any foes you're battling іп close combat (step back after casting so you aren't suck | — north up the ramparts, 
by this potent attack). You also have a Charge (hold the button for a greater area then west and finally 
of effect to your attack), and an all-encompassing teleport and slash attack that north, where Vesemir 
requires a small delay to build up, but wounds multiple foes. Replenish your magic drops an archway on 


energy by attacking foes, and gaining small additional Energy reserves. Don't just 


pursuers. Remain 
rely on your swordplay, child of Eider Blood! n Fir 


in the initial courtyard and tackle any foes stopping your friends from escaping. 
Expect at least six warriors and hounds to bring down, along the way. Use bombs 
or Yrden on every portal that appears, gradually making your way up the steps. 
# If Zoltan is with you, he clings to a blade in the back of one warrior. Then he takes Рас the ballista crossbow, looking for further portals to close. Then battle up 
care of the warriors and hounds in the yard, and if you help him (as Ciri), he runs the steps, slaying stragglers, and reach the main doors to the keep. Eskel hasn't | | 


Run along the roof, striking down a Hound and four Warriors. 


to the roof and helps Triss with the fight there. opened these yet! 
Then run to where Triss is valiantly battling two warriors—step in and help out— # М Zoltan was invited, he has placed his explosive barrels across the fighting area 
slaying them, three hounds, and two more warriors and three more hounds from from this point onwards; ignite any and deliver an explosive death to any foes 
a second portal behind you. After Triss saves your life, she witnesses Geraſt S nearby. Why not try to blow up a barrel close to where Ermion (if invited) has 
request for help down in the woods. released some flammable gas? The explosive is even more devastating! 


= If you invited Roche and Ves, they welcome you from the walls, shooting burning 
arrows and bolts at your enemies. If you brought Zoltan along too, Roche and Ves 
also aim for the dwarf's exploding barrels. 
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Head back down the steps, then northeast toward Triss’ location. Ignore the 

fire raining down and instead sprint at the portal, and close it with bombs or 
Yrden. Тит on at least three more warriors and hounds, cutting them down with 
Lambert's (and Letho's) help. Now look for any remaining foes and bring them 
down with keen sword and sign strikes. After the fight, Ciri appears atop the 
battlements, and agrees to find Eskel. 


[ OBJECTIVES: __ 


You are Ciri again. Caranthir strides through the keep, stopping to face Eskel in 
combat. The Witcher is nimble and cunning, but Imlerith is vicious and quicker. 
You jump into the fray, saving Eskel, and face Caranthir, who stops as a mighty 
hom sounds in the distance. He departs, leaving you to fight his minions. Perfect 
your Charge and missile strikes as you whittle down four warriors, and listen to 
Eskel complaining. 


Move to the next 
objective area. Slay 

two warriors and two 
hounds from the portal, 
and then descend to 
the lower courtyard 
where three warriors 
and hounds must be 
faced. Next, move to 
the large wooden wheel 
mechanism, and use it to unlock the gate. 


MAELSTROMS IN THE COURTYARD 


| OBJECTIVES: 


You are Geralt again, 
Stil the Wild Hunt. 
comes! But with the 
gates open, you can 
access the central 
courtyard, and stop 
further Hunt incursions 
via the portals. 


DANGER ALERT 


Temporarily stop your slaughter of warriors and hounds, and instead race 
immediately to the nearest portal, banishing it with Yrden or dimeritium bombs 
(if you run out, find more in crates along the walls). 


$ If Hjalmar is with you, he leaps into a portal, shrugging off the White Frost, 
and reappears а moment later, fil of vim and vigor, helping you remove one of 
the portals. 


LA ATHERING'EKPLOSI 


Dimeritium bombs appear as objective dots on your mini-map. 


When no more immediate portals are visible (there are usually three to dismiss), 
fight any foes close to your location. When Eskel yells that the Hunt is coming 
through Savolla's breach, ascend the steps and head northeast. Find and remove 
three more portals in the upper courtyard. Then Ciri shouts for help. 


Rush southwards towards the opposite end of the upper courtyard, where 
Hjalmar launches an attack on a warrior, before a new portal opens. Dismiss the 
portals quickly. Triss yells for assistance now. Dash northwestward and down to 
the main gate. 


END: THERE IS NO BLAME. JUST GRIEF. 


The main gates burst 
open as Yennefer falls. 
You are frozen as the 
White Frost envelopes 
the castle grounds. The 
Wild Hunt strides in, 

with both generals and 
including Eredin himself! 
Knocking Vesemir from 
his protected stance near 
Ciri, the old Witcher saves her life, but at a great forfeit. Overcome by rage, On 
loses control of her powers, uttering а magical scream that forces the Wild Hunt 
back, and then to banishment. Avallac'h appears, siphoning her power. She falls 
to the ground. 


* After reaching out to Ciri, speak to her as you wish. Preparations are made 
to say farewell to a friend, as this quest concludes. Main Quest: Blood on the 
Battlefield begins automatically. 


SPOILER ALERT X X X 


BLOODION THE BATTI 


Related Quests: Main Quest: The Battle of Kaer Morhen; 
Main Quest: Bald Mountain 

Locations: Kaer Morhen, 

Characters: Hjalmar an Craite, Zoltan Chivay, Ermion, Lambert, Eskel, 
Vernon Roche, Ves, Letho, Keira Metz, Cirilla, Avallac’h, Triss Merigold, 
Yennefer of Vengerberg, Emhyr var Emreis, Morvran Voorhis 

Enemies: None 


— 


| This short quest commences immediately in the aftermath ot Main Quest: The Battle. 
| ‘of Kaer Morhen. Í 
— — —r—22— 


PAYING RESPECTS AMONGST FRIENDS 


[ OBJECTIVE: 


The funeral atop the 
mountains of Kaer 
Morhen is a chance to 
reflect, and to speak 
to the survivors of 

the battle, who you 
recruited earlier. 


* Vernon Roche and. 
Ves are heading 
back to Novigrad. 

Find them in the Partisan Temerian Camp if you wish to speak to them again. 


* Letho agrees to stay on at Kaer Morhen once you invite him. 
* Eskel will find somewhere else to winter instead of Kaer Morhen. 


* Emrion bids you go in health, and leaves some medicines before he travels 
back to Ard Skellig, 


* Hjalmar will head immediately back to Skellige to fight the Nilfgaard, but you 
have a strong ally for all time. 


• Zoltan wants revenge, and commiserates with you on your loss. 
* Keira Metz is about to leave with her new companion, Lambert! 
* Lambert is his usual sarcastic self, whether Keira is here or not. 


Walk northward down the hill toward the fortress, where Avallac’h, Triss, 
Yennefer, and Cirilla are meeting. Yennefer vows to reunite the Lodge of 
Sorceresses. Cirila is angry that decisions are being made without her. 
Avallac’h tells you to leave her. 


LETTING GO IN THE SNOW, OR DROWNING 
IN DRINK 


| OBJECTIVES: __ 


CHOICE #1 AHEAD! 

You are about to make one of the five most important choices in your adventure, and 
опе that has direct consequences on the Ending, and the fate of Ciri! If you wish to 
know more, reference the Endings section of this strategy guide (page 276). 


A few days pass after the battle, Сіп appears with Avallac’h, disheartened that 
she hasn't been able to put the thoughts of the battle behind her, and focus on 
her training. She asks how you manage it. Respond with: 


"Think I know 
what might lift 
your spirits." Your 
"ancient" method 
for dealing with 
loss is to pelt Ciri 
with snowballs. 
Begin a small and 
entertaining fight 
using only balls of 
snow. Use the trees and battlement walls as cover, and don't worry about winning 
or losing. Ciri cheers up a bit. Afterwards, you can ask her about her travels 
between worlds, and how Eredin locates her. 


Ciri's Fate (1 of 5): Positive Choice (+1) 


"Relax, you don't 
have to be good 

at everything.” 

‘You open some of 
Lambert's famous. 
home brew, and 
drown yourselves 
in it, Ciri loosens up. 
a little but is stil 
resigned to failure, 
especially after you drone on, lecturing her. 


Ciri's Fate (1 of 5): Negative Choice (-1) 


FATE OF THE LLOW: CHOICE #2 AHEAD 


You are about to make another of the five most important choices in your adventure, 
and one that has direct consequences on the Ending, and the fate of Ciri! In this 
particular case, visiting the emperor allows you to add a positive or negative choice to 
your total (giving you a total of five choices, rather than four if you ignore visiting the 
emperor). If you wish to know more, reference the Endings section on (page 276). 


You are awakened 

by Ciri early in the 
morning. She seems 
excited, has the horses 
ready and explains that 
you need to head into. 
Velen, to the witches’ 
Sabbath on 

Bald Mountain. 


The guest of honor there will be Imlerith. This is а perfect opportunity to slay 
him and avenge Vesemir. Before you agree, answer her how you wish, until you 
choose the following: 


“Gotta visit the emperor first." You embark on the journey to Vizima. 


“All right, Velen it is." You head to Bald Mountain, and this quest concludes now. 


n is important for the ending you wish to choose, that Ciri visits or ignores the emperor; 
If she sees the emperor, she will become Empress, and this allows 
Epilogue: Something Ends, Something Begins (И) to be possibly accessed, 
| with enough positive choices. 


i she ignores the emperor, this allows Epilogue: Something Ends, Something 
Begins (Ш) to be possibly accessed with enough positive choices. 


FATHER'S DAY 
BST 


A week later, you arrive 
at Vizima, and are lead 
into the castle gardens 
where the Emphyr 

is waiting. Emreis 
greets Ciri with her full 
name—Cirilla Fiona 
Elen Riannon, Queen 

of Cintra, Princess of 
Brugge and Duchess of 
Sodden, heiress to Inis Ard Skellig and Inis An Skellig, and suzeraine of Attre and 
Abb Yarra—and tells you he didn't expect you to keep your word. Answer how 
you wish. A servant brings in a small chest brimming with coin. You can: 


Refuse to accept the coin on principle. Ciri is proud, happy, and loving to you, her 
adopted father. 


Ciri's Fate (2 of 5): Positive Choice (+1) 


‘Accept it, even though it has been presented in the most audacious way possible 
(to make you look bad in front of Ciri). Ciri now believes you weren't looking for 
her because she is precious to you, but because of the gold. Her world is shaken. 


ITEM: Crowns: 2,000 


Ciri's Fate (2 of 5): Negative Choice (-1) 


Either way, Ciri and Emreis retire to speak in private. If you refused the crowns, 
the Emhyr grants you a black mare as part of your reward. Say goodbye to 
Roach. She was a fine and loyal beast. Aside from the jet black coat, this mare is 
по different from your trusty chestnut steed. 


ITEM: Horse: Nilfgaardian Mare 


In the grand hall, General Voorhis makes an appearance, and alludes to Ciri 
becoming Emperess. You may question or agree with this. Listen to Voorhis 
prattle on a bit, until Ciri interrupts you both, wanting to leave immediately. 
She is angry at her father's attempls to buy her. 


de If you took the coin earlier, Ciri questions you about that spectacle, but isn't 
particularly angry about it. 


You both continue on your journey to Velen, and Act IIl: Main Quest: 
Bald Mountain begins. 


| 
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CRITICAL PATH QUESTS: 


ACT III: THE FINAL AGE 


There are shocking revelations hidden within remote 

elven caves across Skellige. The White Frost encroaches, 
as Eredin's power grows more terrifying. Brokering alliances 
with powerful forces of war and sorcery, you choose the 
final fate of the realm, and Ciri herself. 


`8 
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Locations: Road to Bald Mountain, The Witches’ Cauldron, 
Bald Mountain 

Characters: Cirilla, Johnny, Sarah, Marica, Thecla 

Enemies: Drowners, Fiend, Fugas, Whispess, Weavess, 
Brewess, Imlerith 


FEAST OF GIFTS: THE WISEMAN, 
THE GUARD, AND THE GODLING 


| 


This quest starts automatically once Main Quest: Blood on the Battlefield concludes. | 


OBJECTIVES: 


You disembark from the 
boat that took you to the 
foot of Bald Mountain — 
known as Aard Cerbin 
and home to the reviled 
Ladies of the Wood. Ask 
Ciri about her familiarity 
with this place, and 

her reasoning that 
Imlerth is here, before 
beginning your exploration. Walk along the road It by torches that flicker eerily, 
аз she warns you about the Aen Elle elves—who are in league with the Wild Hunt. 


Atop the steps, a guard with a crossbow is stopped by a wiseman who beckons 
you to feast with them; However, you aren't allowed past this village. Sit down 
with them, and find out more about this ceremony: 


* Ask about what the feast celebrates (blessings bestowed by the ladies, after 
which there's verbal evidence that human children are sacrificed in return for 
"magical acorns"), 


* Ask why the gates are closed (because only a "chosen" few see the ladies) 


* Ask about the ladies descending to the village (they wait every year to see if. 
they will appear) 


After your fireside chat, the wiseman instructs you to visit a woman named 
Thecla, who will judge you. 


| OBJECTIVE 


Johnny the Godling 


Set off on the path through the village, heading 
roughly northwards, passing prayers to three 
wooden effigies of the ladies. You meet up with 
Johnny, the Godling you followed in the Crookback 
Bog earlier in your adventures. 


If you removed Sarah the Godling from the 
"haunted" house during Main Quest: Novigrad 
Dreaming, she is here too. Johnny asks you why 
you banished her. Sarah interrupts, saying it worked out well in the end, as she 
‘met Johnny. 


Ih the Godling 


> If you allowed Sarah the Godling to stay in the house, only Johnny is here. 


Speak with Johnny. You can ask what he's doing here (he's heard the ladies 
smile nicely upon children during the sabbath). You can also learn that the 
only way up the mountain is by approval from Thecla, that she has a "guest" 
(Imlerith is here), and that a trial тау be necessary to obtain a key to the 
mountain. Leave Johnny (and Sarah) and continue. 


FEAST OF GIFTS: 
DIVING FOR THE DEFILER'S OREN 


Journey across the wood and rope bridge, passing а 
procession of peasants waiting for food, and enter a 
tent to your right, where an old, cloudy-eyed стопе 
named Thecla is judging the merits of those that 
wish to climb the mountain. Her assistant Marica 

is her eyes. They gladly accept Ciri as worthy, 

but not you. Appeal this decision by choosing any 
conversation topic you wish. It is agreed that you must complete a challenge to 
be deemed worthy. Agree to this. 


Marica 


OBJECTIVES; 


You are led to a wooden ledge, where a coin from days of yore is dropped 

into a small pool below. Dive off the ledge and swim into an underwater tunnel. 
Avoid the drowners flitting by you, or use your crossbow to remove them and 
make the search easier. Immediately use your Witcher Senses to scan the murky 
depths for the coin. It is close to the junction of the dead-end alcove, and the 
exit tunnels. 


ITEM: Quest Iter 's Oren 
Now swim to the exit 
tunnel, and head west 
to the pool's exit. 
Once on dry land, һе 
extremely careful as а 
fiend is prowling the 
woods here. 


Defeat it, before scrambling over the rocks to reach a set of steep wooden stairs 
to the southeast, and ascend back to Thecla's tent. She deems you worthy and 
tells you to keep the coin; it is the key to climbing the mountain. 


|| Once you emerge from Thecla's tent, she announces the start of the sabbath, 


and the merriment begins. There is dancing and revelry. But concentrate on your 
task at hand, scaling the final section of Bald Mountain. 


Fugas 


The moon is large and low as you head back across the wood and rope bridge, 
before turning eastwards at the petroglyph rock, and approach the entrance to 
the mountain's interior. Marica beckons you through into a cavern lit by candles 
and adorned with skulls. A rotund but powerful sylvan, named Fugas, asks 
Ciri's name. He also tells you the coin you carry signifies a death sentence, 

He launches from his haunches at you, and combat begins. Utilize your sylvan- 
killing prowess, and defeat the beast. 


D d 


Fugas is a sylvan; a relict that is susceptible to the following: 


Samum Bomb Devil's Риа! Bomb Reiet o 


Once your confrontation with Fugas is over, you discuss which of you will face 
the стопе, and who will slay Imlerith. Ciri suggests a game of rock, paper, 
scissors to decide. Ciri gets the Crones, but tries to argue into fighting Imlerith. 
You firmly tell her that she will face the Ladies of the Wood. 


CIRI'S QUEST: 
GETTING TO THE ROOT OF THE PROBLEM 


Whispess Weavess. Brewess 


You control Ciri. Head 
along the tunnel to a 
gap in the rocks leading 
to a pool. Dive in and 
Swim roughly southwest. 
and surface, climbing 
onto the bank of a 
tunnel, and heading up 
and into the crones’ 
cavern, The trio of 
comely maidens are stirring a cauldron. It is a stew of sacrificial body parts. 


After tempting a tree root, you announce your presence. The ladies welcome you 
as a Child of the Elder Blood. They reveal their true and horrific forms. You tell 
them they've talked enough. Through mournful cursing, they rise again to attack 
you. But they are now mortal, and should be attacked until they fall. 


[LUA THE'STO! 


Your battle with the Ladies of the Wood is both difficult and thrilling, since Ciri has 
a variety of powers that Geralt does not possess, but the foes you are fighting are 
literally invincible. Be certain you read up on Ciri's abilities in the Training chapter. | 


When playing as Ciri, use fast, light attacks to quickly engage targets while 

remaining in motion. If a small group of Crones is approaching, charge the heavy 
attack and time the release when they are near. This will result in a large boost in 
power and two additional hits that will momentarily stun her enemies. If you get 
surrounded, remember to use Ciri's special attack which can affect all targets within | 
its area of effect. J 


Fighting the three "Good Ladies" at once would be a tall order for Geralt. For Ciri, 
newly awakened to a portion of the powers she possesses, this is a good fight. 
Which is not to say that you can afford to be lax in your defenses. 


DEFEATING THE CRONES OF CROOKBACK BOG 


Brewess, the large rotund crone, should be Ciri's first target. She's the easiest 
target due to her size, and Ciri can easily evade her melee attacks while 
attacking relentlessly. You can also use Ciri's teleport slashes to wreck havoc on 
all three crones at once, but you will defeat them faster by focusing your melee 
attacks on one at a time, using a mix of fast and heavy attacks. 


All three crones will 
manipulate the bloody 
waters of the chamber 
you fight them in to 
strike at Ciri while they 
flit about the area. 
Keep your eyes out 

for disturbances in 

the water, and avold 
standing in them. 

They can also seemingly explode into a flock of crows that deal damage to Ciri, 
typically in response to damage they sustain. 


For all their bluster, the greatest threat when dealing with the three crones is 
overconfidence. They do hit fairly hard, if they are allowed to hit. Ciri's speed and 
ability to teleport can make her safe from anything the crones can throw at her. 
Stay on the offense, but not to such an extent that defense is neglected 


After the fight, you inspect the corpses. Alas, it seems Weavess isn't quite dead. 
She throttles you and sends you sprawling. You quickly retaliate with a throw 
of your sword. The last crone is skewered, but escapes with the crows, stil 
clutching Vesemir's medallion. 


THE CRONES*THEBEST PLE TACTIC 


The Crones are as old as they are deadly. These sisters use ancient magic from a 
distance and their deadly clawing nails in melee. 


Crones take advantage of their number, by simultaneous attacking. 


During battle, they transform into swarms of ravens to disorient you. 


The Crones’ power lies in their unity, so try to take them down one by one. The best 
‘occasion to strike is when they are separated from each other; use your Blink ability 
for better positioning. 


GERALT’ 5 QUEST: A CUT ABOVE THE REST 


You control Geralt. Follow the path up Bald Mountain. The area is blasted and 
dead, with only a massive gnarled tree dominating the peak. Take the wooden 
bridge, and climb the series of rock ledges lead up to a large bonfire, and a 
confrontation with evil. 
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As his succubi slink away, Imlerith asks where Ciri is. 
* You can lie (which Imlerith sees through immediately). 
* You can admit she is here (angering Imlerith who demands to see her). 


You would be wise to prepare potions and Meditate just before you reach the bonfire 
and the final confrontation with Imlerith. Imlerith is vulnerable to the following: 


Golden Oriole Grapeshot Bomb racoaid O m 


DEFEATING IMERITH OF THE WILD HUNT 


Combat now begins. 
Imlerith's heavy armor, 
war mace, and shield 
all serve to make him 
look intimidating and 
slow, That illusion 
‘should be forgotten as. 
soon as the monstrous 
Wild Hunt commander 
teleports behind Geralt 
at the start of the fight and swings for his head with that massive mace. As soon 
as you can, make use of any potions that can boost your survivability, Tawny 
Owl, Swallow, Full Moon, and Blizzard are all good choices. Players confident in 
their ability to keep damage to a minimum can imbibe Thunderbolt to make each 
strike count, 


The mace cannot be parried or countered, only dodged or rolled away from. 
Stay relatively close to Imlerith, dodging his swipes and jabs of the mace. The 
goal initially is to flank him so you can strike at the huntsman behind the shield. 


Imlerith's shield stops everything you can throw at it, bombs, explosive 
bolts, even Signs. He will occasionally use the shield in the middle of melee 
combinations to knock Geralt to the ground. 


Attacking Imlerith is about taking advantage of openings. You can either evade, 
then strike, or you can catch him in between his own attacks with a fast attack 
0f your own. The latter strategy can go very poorly if your timing is at all off. 


When Imlerith teleports, he gains a frost coating and aura on his armor. You can 
burn that off with Igni. 


Repeated strikes against his shield causes it to warp and bend, eventually 
‘making it possible to knock it aside and possible leave an opening for an attack. 


At roughly 20 percent of his Vitality, Imlerith throws down his shield in a fury, 
‘abandoning defense for an all out assault. He begins swinging the mace wildly, 
interspersing his attacks with teleports behind Geralt. Again, do not attempt to 
parry or counter these attacks. 


In this final phase of the fight, focus on dodging and rolling to keep Geralt out of 
harm, until Imlerith takes a massive overhead swing that gets the mace stuck 

in the ground, That is the opening to score a heavy strike on the general. He 
recovers the instant you strike him, so be prepared to evade another attack from 
behind when he teleports. 


Above all else, remain patient. Imlerith cannot be interrupted from his furious 
swipes and teleports in the final phase, so wait for him to make himself 
vulnerable before attacking. 


A 


Eredin attacks with the following: 


| The Mace: Imlerith is a big and brutal warrior, relying on his physical strength and 
using magic only for short-range teleporting. His mace and shield give him a deadly 
‘combination of offensive and defensive prowess. | 


Heavy and Quick: Despite his size, he can perform fast attacks chained into combats, | 
often preceded by a teleport behind your back. 


Ice Armor: Every time he teleports, ice armor coats his form, offering extra protection 
from you. 


After Damage: Once he receives major damage, he changes his battle style; 
with vivid and rapid strikes; at this point dueling is impossible. 


Weaknesses: Imleril' biggest shortfall is his vanity; he concentrates much more — | 
оп impressive flourishes to his strikes than effectiveness; many of his attacks 
leave him unguarded, or can be easily dodged. Though his shield gives him good | 
protection, flank him from the left to reach his right arm and back, and push your 
attack through, 

‘Signs: Use quick Igni to melt his ice armor, or channel Igni to allow you to better 
position yourself when Imlerith hides behind his shield. Yrden, Aard, and Axil aren't 
very effective; use mostly Igni and Quen. Channel and also use quick Quen to | 
increase your detense, 

Bombs: Blind him for a moment with Samum bombs, giving you extra time for 
Positioning. Wel-timed (and aimed) Dancing Stars or Grapeshots also work well t0 | 
break a combo and deal damage. 

Without a shield: When he drops his shield, concentrate on defending yourself, 


After a few charges, Imlerith gets exhausted, and this is the only time you are able to 
perform а counter-strike. 


Skills: Fleet Footed skill mitigates damage if you're struck while dodging. 
Alchemy: Heal your wounds with Swallow or White Raffard's Decoction, 


Advanced Tactic: Use Thunderbolt and Tawny Oil interchangeably to maximize your 
effectiveness; you can cast Quen more often, and therefore have more occasions to 
utilize heavy attacks enhanced with Thunderbolt, 


Advanced Tactic: Samum bombs are a great combo starter. When Imlerith is blinded, 
90 behind and attack his back, channel Ахі, and you have a few extra seconds. 
before he can block your spell again. 


Teleports: Reduce their effectiveness by trying to jump into his direction, just as he 
begins to conjure the rift. 


END: COMPLIMENTS, CONTEMPLATION, 
AND THE ACORN 


Ciri joins you on a bluff 
overlooking Velen. 

With two witches dead, 
Ciri is disappointed 
that the third escaped. 
You can praise her or 
tell her she avenged 
Vesemir, or let her 
know how lucky you 
both were. You both 

Sit quietly, Geralt contemplating what to tell Yennefer. Сг! wonders if the other 
sorceresses have been found. They should join Yen and Triss in Novigrad, 


+ Remark “yeah, let's go", and set off now. You immediately meet two villagers оп 
the descent. 


+ Tell her “not quite yet", and you are able to walk around Bald Mountain, and 
search Imlerith's corpse. Aside from the following, you uncover a strange acorn. 
i you've been listening to the villagers, this seems to be an important seed 
(especially as the ancient oak atop the mountain is now dead). 


ITEMS: M: 


As you descend, two villagers stop and ask you about the acorn. You can: 


# Tell them you don't know or will have to live without the acorns (the only option if 
you didn’t search Imlerith's corpse. 


# Give them the acom, with your blessing, so another sacred tree may grow. 


# Keep the асот, and eat it yourself to obtain two additional Skill Points. 
The quest then concludes. 


DANGER ALERT 


Related Quests: Main Quest: Bald Mountain, Main Quest: Blindingly 
Obvious, Secondary Quest: A Final Kindness, Main Quest: The Great 
Escape, Main Quest: Payback, Secondary Quest: Three to Tango, 


Main Quest: Through Time and Space 
Locations: Rosemary and Thyme (Novigrad) 
Characters: Cirilla, Zoltan Chivay, Dandelion 
Enemies: None 


TYING UP LOOSE ENDS 


OBJECTIVE 


a z (‏ سک کے 
This quest starts automatically once Main Quest: Bald Mountain concludes.‏ .| 

> During Secondary Quest: Now or Never, did you decide to be romantically ; 
! Involved with Tiss? Also, during Secondary Quest: Last Wish, did you decide | " 

to be romantically involved with Yenneter? m Zoltan Chivay Dandelion Em 
| . if you answered yes to both, Secondary J| Itis one week since you slew Imlerth atop Bald Mountain. You both return to 
! available during this set of quests. Novigrad. Ciri remarks on the changes as you enter the Gate of the Hierarch: 
» M you answered “yes” to one of these, or "no", then Secondary + Ifyou helped the mages to escape during Secondary Quest: Now or Never, 
Quest: Three to Tango, is not available. you both walk past the bum bodies of nonhumans on your way into Novigrad, 
> During Main Quest: Get Junior, did you kill Whoreson Junior? showing that once again humans have turned on thelr neighbors in an attempt 


| to find scapegoats. 
+ Myou did, you speak with Dudu the doppleganger during this set 
of quests. | You enter Dandelion's establishment, the Rosemary and Thyme, where you're 


| || greeted by Zoltan. Answer the dwarf how you wish, before Ciri retires to bed 
. 2 2 эреак with Whoreson Junior during this set | upstairs, Speak with Dandelion, asking about the sorceresses or if anything 
- — happened. You're told Triss is upstairs, Yennefer has left for Crippled Kate's, and 
During Secondary Quest: For the Advancement of Learning, did you convince. | — Avallac'h is in the brothel's best room. It looks like you have your hands full, as 
| Keira Metz to travel to Kaer Morten, or did you le her go to King Radovid? | three Sister Quests commence. 


* M you chose to ask her to Kaer Morhen, she has already departed 
from Kaer Morhen on adventures with Lambert. 


* Ifyou chose to let her visit Radovid, she has been executed and — | saan Quest: Final Preparations is simply a tracking quest, updating Main Quests: 
Impaled by the witch hunters, and is now on display ned. | Binding Obvious, The Great Escape, and Payback. You may now begin any of tho 
| 
Secondary Quest: А Final Kindness is available during this set. | tree quests in any order. И Secondary Quest: Three to Tango is available, It becomes 
Gt questa. Nir a [active once Binding Obvious, The Great Escape, and Payback conclude. 


| # In Witcher 2, did Sile de Tancarville survive? 4 — — 


۲ * If she did, she can be found together with Margarita during 
Main Quest: The Great Escape. 


i she didn't, or you don't have a Witcher 2 save game, she isn't in 
| the prison with Margarita. — 
| # During Secondary Quest: Now or Never, did you rescue the mages and 
sorceresses trapped in Novigrad? 

| * If you did, Radovid and the witch hunters in Novigrad have turned to 
prosecuting and burning nonhumans instead. 

| * you didn't, Radovid's presence in Novigrad is all-encompassing, 
and the mages and sorceresses trapped in Novigrad attempted to 
flee, but failed. They are burned at the stake. 

| ** During Secondary Quest: Reason of State, did you help with the plot to 

|| assassinate King Radovid? 


| * Ifyou did, this questline continues after talking to Dijkstra during | 


| Main Quest: Blindingly Obvious. 
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BLINDINGLY OBVIOUS 


Locations: Rosemary and Thyme (Novigrad), Passiflora Fountain, 
Dijkstra’s Bathhouse — 

Characters: Triss Merigold, Sigismund Dijkstra, Bart the Rock Troll, 
Philippa Eithart 

Enemies: Dijkstra's Henchmen 


HYDROMANCY AT THE PASSIFLORA 


OBJECTIVES. 


Tiss Merigold 


Head upstairs to the first landing, open the door and step into the hallway, and 
‘open the next door on your left. Triss isn't pleased. She scolds you for potentially 
putting Ciri in danger while facing down Imlerith. Answer how you wish, before 
changing the subject to her success in summoning members of the Lodge 

(or optionally, the state of Novigrad). All of the sorceresses are otherwise 
engaged, except for Philippa and Margarita. 


While Yennefer finds Rita, Triss has been tasked with searching for Philippa. 
Choose the long or short version of the clues to Philippa's whereabouts: 


* She sought help in Novigrad from a former lover—the sorcerer Arthur de 
Viesster. He convinced her to transform into an owl for her safety, then 
attached a dimeritium band as revenge, so she couldn't transform back. 
Viesster was slain during the mage hunts, his estate auctioned, and as fate 
would have it, Zoltan bid on the owl. Of coure, Zoltan lost the owl in a card 
game a few days ago. But Triss does have one of Philippa's feathers. 

She plans a spot of hydromancy to find her. For that, a fountain must be 
found, You suggest the area outside the Passiflora. Head there immediately 
to continue the quest, or meet later to stall it. 


> Mf you let Keira Metz go to Radovid during Main Quest: For the Advancement of 
Learning, a sorrowful Triss also informs about the sad fate of Keira at Radovid's 
hands. Over-confident in her persuasive powers, she was confronted with the 
truth that Radovid did not care for any sorceress. He had her impaled and made 
‘an example of, watching her die a slow and painful death at the stake in Hierarch 
‘Square. Triss begs you to help her take Keira's body off that spike so she may 
give her friend a last farewell. This activates Secondary Quest: A Final Kindness 
(detailed after this one). 


PHILIPPA DOESN'T GIVE A HOOT 


| OBJECTIVES. 


You meet Triss at the 
fountain, and she utters 
and incantation, viewing 
scenes from Dijkstra's 
Bathhouse. This isn't 
good. Triss hopes he 
hasn't hurt her, 


D» If you convinced Triss to stay with you after Secondary Quest: Now or Never, 
and didn't ask Yennefer to be with you during Secondary Quest: Last Wish, 
Triss will “fudge” the divination a little, showing a House in Kovir. After some 
verbal prodding from you, she confesses that the King of Kovir offered her a 
position as the head of the Lodge and Council, and she hopes you might join her 
there. Choose an answer as you wish. Triss will attempt anything to ensure you 
have a place to come home to. 


Jog with Triss roughly southwest, passing St. Gregory's Bridge, down the 
cobblestone battlements, and around to the bathhouse undemeath, As you arrive, 
Dijkstra's men are fleeing the entrance, amid the muffled sounds of explosions. 


Head inside, and shout at Dijkstra, who is hiding behind the one wall Philippa 
isn't about to disintegrate. He's adamant no more sorceresses should be 
prowling his establishment. Answer how you wish (Triss stays by him), and leap 
over the shattered wood-screen wall into the main bathing area. Philippa has 
addled the brains of Dijkstra's henchmen. There's little you can do except fight 
the three of them (though fleeing is an option). 


Bart the Rock Troll 


Run east, into the hexagonal steam bath chamber, and drop down the drained pool, 
into the cellar where you met Bart the rock troll back in Main Quest: Get Junior. You 
аге waylaid by two more henchmen that drop, Move to the hole in the wall, now 
guarded by Bart the rock troll, who is even more brain-addled than usual. You can: 


* Choose to demand the troll let you pass. This leads to combat with 
the creature. 


* Decide to try and convince the troll that you want to help Philippa, and Bart 
grudgingly lets you pass. Bellyaches are the worst, after all, 


Head north and east down the effluent tunnel, then around to the west to a large 
chamber with a balcony, upon which Philippa is standing, 


[ OBJECTIVE 


She doesn't believe 

you want to help her, 
and to prove this point 
she summons a club- 
fisted golem to pummel 
you. Deft dodging and 
multiple Signs are 
needed to supplement 
your swordplay as you 
whittle this foe's energy 
down, while avoiding the purple columns of energy Philippa also summons to. 
hurt you with. 


Once the golem is gone, you realize Philippa "sees" using magic, but her vision 
isn't foolproof, and she relies on sound to spot you. So, head up the stone steps 
towards the upper balcony where Philippa is mocking you. Leap the gap across 
the steps, and walk clockwise around the balcony. Move at a quicker pace than 
a walk, and she hears you. You're promptly struck and must begin this sneaking 
again. Continue around the balcony, until you're close to her. Then you leap and 
bring her to the ground. 


WITHIN EARSHOT: CLOSING IN ON 


TILLIPA 


‘As long as you move quickly, you can avoid her attacks. Be aware of the rubble on 
the upper floor and the chains dangling from the ceiling. If you hit those, Philippa 
knows where you are and attacks accordingly. 


END: BREAK A LEG 


| OBJECTIVE: 


You convince Philippa to 
meet Triss outside, but 
your exit is halted һу 

a furious Dijkstra, who 
isn't best pleased about 
the assassins Philippa 
sent to Kill him. 


DANGER ALERT 


[2222522] 


| OBJECTIV 


^ 


You meet Triss at Hierarch Square where you can already see Keira on display, 
guarded by two of Novigrad's "finest". Triss tells you she is worried they might 
recognize her easily and asks you to take care of the guards. 


OOOO DANGER ALERT 


Locations: Crippled Kate's (Novigrad), Rosemary and Thyme, 
Novigrad Gate (Oxenfurt), Deireadh Well, Deireadh 

Characters: Yennefer of Vengerberg, Abbé Faria, 
Margarita Laux-Antille, Sile de Tancarville 

Enemies: Grave Hag, Drowners, Ghouls, Necrophage, Witch Hunters, 


Redanian Soldiers, Redanian Commander 
Recommended Items: Superior Swallow 


THE GREAT ESCAPE 


Move across Novigrad 
to the Lacehalls brothel 
District, and search 

out the seedy brothel 
known as Crippled 
Kate's. А cowled 
Yennefer is sitting at 
one of the tables. She 
asks whose idea it was 
to kill Imlerith. Answer 
how you wish; she's 
happy you were there 
by Ciri's side, Talk tums 
to locating Margarita's 
whereabouts—a 
prison called Deireadh 
in Oxenfurt—and the 
identity of aman wo етей 
escaped from there. Abbé Faria. 


‘Abbé Faria 


Tell Dijskra to back off (pleasantly or otherwise): 

* Be pleasant, and reveal that Ciri has returned, and Dijkstra lets you through. 
If you previously helped in the plot to assassinate King Radovid (Secondary Quest: 
Redania's Most Wanted), Dijkstra now tells you there is a great need to continue 


with this plan, but not with Philippa present. He tells you to meet him tater. 
‘This begins Secondary Quest: Reason of State. 


Be unpleasant, violently shoving Dijkstra—with a kefuffle ending in you 
breaking his other leg! 


Triss meets you at the bathhouse entrance, conjures a portal, and removes 
Philippa (who stays at Dandelion's place from this point on if you want to chat to 
her). This quest concludes. 


Approach the guards 
and talk to them. 

Ask what crime this. 
woman committed 
to hear their warped 
version of justice. You 
can deal with them in 
whatever way you wish. 
If you choose to fight 
them, keep the fighting 
contained to the main square. Once you have either convinced or defeated the 
guards, Triss will take Keira's body down and take her away. You receive an 
additional XP reward for your troubles. 


LERALERT XXX 


т 


e 


The weatherbeaten man enters the brothel. 


Alas, after you start asking him questions, he flees from here just as quickly. 


Quickly exit Crippled Kate's via the canal side and sprint eastwards along the 
edge of the canal. There are ways to capture this fleeing suspect: 


* If you're able to run in a straight line, and grab him when you're close, 
you're able to tackle Faria in about five seconds. 


• (Aard) If you're quick and cast Aard on him, he trips and falls, making 
capture easy. 


* If he's too far away, he rushes to a ladder and begins climbing a nearby set of 
wooden scaffolding, and up onto а roof. Follow him until Yennefer stops him 
with her magic. 


After Yennefer 
convinces him you're 
not bandits, you return 
to Kate's. You tell Faria 
you need to enter the 
prison he just escaped 
from. Quiz him about 
the prison—the pile of 
corpses thrown into а 
sewer pit, the torture 
going on, and the blind drunk guards on certain holidays. Yenneter also mentions 
some elven ruins that might allow secret access into the Jail. Faria bids farewell, 
and Yennefer tells you to meet her at the bridge to Oxenfurt. 


CRITICAL PATH 


| 


ROLL OUT THE BARREL 


259 


260 


Before you rendezvous with Yennefer, you may wish to return to the Rosemary 
and Thyme, and speak to Zoltan. Tell him you're after some beer for the 
prison break. 


# Ifyou helped the mages escape Novigrad during Secondary Quest: Now or Never, 
Zoltan convinces you that it isn't a good idea for nonhumans (like him) to hang 
around near the prison—a hotspot for witch hunters. 


# M you didn't help the mages escape, he agrees to load a cart of beer and head to 
Deireadh. Once there, Yennefer will give him a signal to drive through, and ply the 
guards with alcohol. He's happy to help. 


DEEP BELOW DEIREADH PRISON 


OBJECTIVE 


It's a reasonably short 
ride southeast along the 
Pontar river to reach the 
outskirts of Oxenfurt. 
Follow the road for best 
results, locating and. 
riding across Novigrad 
Gate (the confusingly- 
named eastern entrance 
to Oxenfurt), Yennefer is 
just beyond, 


# M you didn't help the mages escape during Secondary Quest: Now or Never, 
you ride or walk past the impaled bodies lining the streets into the city. 
Yennefer laments the grotesque displays of sorceresses on spikes. 


Next, you speak about entrances to the prison. Yennefer has found several. 
You can begin now, or stop and return to Zoltan for help, If this has occurred 
already, you tell Yennefer the dwarf is ready with the beer. 


| OBJECTIVES 


Follow Yennefer across 
town, until you reach 
the well in question. It 
‘seems you're the only 
one getting wet. She 
hands you a device that 
you can activate when 
you find Margarita, Then 
take the plunge and 
drop down into the well, 


Surface, swim 
northeast, and climb up 
into the remains of a 
once-spectacular elven 
sanctuary. Head roughly 
‘southeast, into a tiered 
chamber inhabited 

by a grave hag. 

She's guarding a stone 
‘archway with a broken mechanism. That needs fixing in a moment. Then wade 
down the corridor to the northeast, which soon turns into a short swim. Climb up 
and into a tunnel second, curving around to the left. Enter a stagatite chamber 
where three drowners are waiting to be slain. Then search the lever mechanism 
on the wall, left of the arch you entered from (northeast). Remove the lever, 
which should come in handy in a moment. 


Move through an archway to the southwest, into a partially waterlogged room. 
Turn left (southeast), cross a small stone bridge with a pile of bones on it, and 
back into the tiered chamber where the grave hag's corpse is. Now you сап 

access the mechanism to the south, insert the lever, and open the stone door. 


To your right is a half- 
submerged cavern. Тит 
left and jog towards 

a brittle-looking brick 
wall. A short shove with 
Aard, and it falls apart, 
allowing access into 
the sewers, and a battle 
against three ghouls 
and a necrophage. 

The grated tunnel is a dead-end, so head roughly east and northeast, upstream 
through the effluent. Turn right and enter the sloping tunnel of dirty water to the 
south. This must be the body chute. You soon spot a corpse and a bloodied ledge 
to climb up. You emerge in a torture chamber. 


Š M Zoltan already arrived with the alcohol, there is no one in this chamber, 


# M Zoltan didn't help, there are two witch hunters surprised at your entrance. 
Quickly slay mem. 


RDS'OF DF 


EADH PRISC 


Prepare for a battle with a number of witch hunters. The following gives you the 
larger of the numbers to expect. However, if Zoltan plied them with alcohol, expect 
there to be fewer enemies, and a number of them sleeping in a drunken stupor. 


Push the southwest door open. Climb the wooden 
stairs and through another door, and into the main 
prison level. Prepare to bring the hurting to three 
witch hunters. Defeat them before exploring further 
into this cellblock. Access the grating along the 
main corridor, just across from the door you entered 
from. Margarita looks up from her cell, 15 she 
hallucinating? No, you tell her. But you can't free her without the warden's key. 


Sile de Tancarville 


n sus de Tancarville survived during Witcher 2, she is also with Margarita. 


| OBJECTIVES 


Head to the northeast exit door, and up another wooden stairwell. Peer outside to 
the prison grounds. 


i Zoltan helped you with the hooch, you find a number of guards standing in 
drunken celebration. You can simply move past them, as long as you don't 
venture too close to them. Sneak up the stairs and ascend to the Prison 
Commander's Office. Dispatch him quickly to retrieve the key from his body. 
Of course, you can simply start fighting the drunk guards at any time, if stealth 
isn't part of your plans. 


# Without Zoltan's help, there's around eight well-armored Redanian soldiers here. 
Don't head there yet. Instead, enter the adjacent stairwell, ascend to an upper 
room and deliver some punishment to a pair of witch hunters (so they don’t 
outflank you їп а moment). Then descend, head outside, and start the mother 
of all battles against the cream of Oxenfurt's prison guard! Expect a further six 
reinforcements along the battlements, and a couple of crossbowmen on the roof. 


Is this battle getting out of hand? Retreat into the prison where you came from 

(or up onto the crenelations), use your crossbow to drop the Redanian soldiers {гот 
distance (especially those carrying ranged weapons), and then battle your foes one 
or two at a time using the stone walls as cover. Or you could try climbing onto a 
shed roof and using ranged weapons, which is foolish but sometimes effective. 


‘Afterwards, search the corpse of the Redanian commander for a cell key. 
Grab it, retrace your steps, and unlock Margarita's cell. You pull out your 
summoning device, and Yennefer arrives by portal. Yennefer gathers up 
Margarita, and teleports away, leaving you to mop up. 


ê If Sile de Tancarville survived during Witcher 2, she pleads with Yennefer for a 
quick death. You can choose to administer this, or leave Yennefer to do it instead. 


QUEST CONCLUSION: PRISON BREAK 


Locations: Gildorf Square, The Bits, Temple Isle, The Golden Sturgeon, 
Farcorners Juggler Camp, Novigrad Stables Ud 
Characters: Cirilla, Cyprian Witley [Whoreson Junior], 
Dudu (Whoreson Junior], Bea, Valdo, Aegar 
Enemies: Whoreson's Henchmen, Thugs, Novigrad Guards 


FADING MEMORIES: WHORESON JUNIOR 


| OBJECTIVES: 


Ciri can be found 

over at the Gildorf 
Square, where she is 
purchasing a trinket. 
She wishes to find the 
people who helped her 
in the past. Tell her to 
lead the way if you wish 
to continue this quest. 
Your first memory from 
the past—Whoreson Junior! 


If you killed Whoreson Junior in Main Quest: Get Junior, follow Ciri to Temple Isle, 
where she reveals that you are to see Whoreson Junior. You can object, knowing 
you put a sword through him, but Ciri wishes to check regardless. At Whoreson's 
headquarters, you're greeted by two of his henchmen at the door. 


Retrace your steps back 
up to the courtyard, and 
bring а quick death to 
any foes that remain. Or, 
if you're encountering 
drunks everywhere, 
simply sneak past them 
along the battlements to 
the breach in the wall 


# it you requested help (and beer) from Zoltan, he is waiting in the courtyard 
(complaining how the plan went south if you interrupted the reveling witch 
hunters and killed them instead), and he had to kill a great many guards, 
Some are inebriated, making them more straightforward to slay. Afterwards, 
Zoltan offers you a ride back to Novigrad. Accept to conclude this quest. 

You receive more XP if you got the witch hunters drunk and snuck by them. 


When the coast is clear, run along the battlements and up into the warden s 
office, where you can inspect a list of prisoners if you wish (on the bedroom 
table). Return outside. The main gates (to the northwest) are barred shut. 

Run around the battlements until you reach a broken section of the western wall. 
Leap out onto the main street, and this quest concludes. 


Alternatively, you can trace your steps back into the sewers, to the torture chamber, 
where you can find a key that opens the doors in the sewers that were previously 
locked. Travel along the tunnel to a second door, pass it and turn right to enter the 
cellar of a nearby house. Then climb up into the house and leave it inconspicuously. 


Now leave Oxenfurt if you wish, but be sure to wait for daylight (meditating or 
manually waiting) to continue 


ITEM: Usable: of Prisoners 


I 6 « 


Whoreson Junior (Dudu) 


You can: 


> (Axii Delusion Level 3) Convince them to let you through without incident. 


> (Fight) Or draw a weapon. During the kerfuffle, Ciri warns you of an incoming 
attack, and as soon as she calls you "Geral!" the henchmen suddenly stop 
attacking. They claim this was a horrible misunderstanding, and let you through. 


Whoreson Junior 
(Cyprian Willey) 


Follow Ciri to the top floor of the building, where you find... Whoreson Junior! 
You know this man cannot be the thug you executed! But this disgusting 
specimen throws insults at you both with the best of them. Ciri reckons you 
should finish what you started, when suddenly the man claims to be Dudu in 
disguise! You may not believe him, reciting a story known only to you. 


CRITICAL PATH 


262 


But why would your doppler friend use this pitiful bag of bones to impersonate? 
Because of his previous predicament. Dudu now runs Whoreson's empire, 
changing it to legitimate businesses. He's confident the ruse won't be rumbled. 
Bid him farewell and continue on after a bit of catching up with the doppler. 


> If you let Whoreson Junior live in Main Quest: Get Junior, follow Ciri into 
The Bits district, passing a shrine to the Eternal Fire, as she searches for the 
wretch to failed to help her. Stroll down a narrow alleyway (there may be 
‘henchmen in the vicinity to slay), and you spot a group of children harassing 
a drunkard. You recognize the accent in those slurred curses. It's Whoreson! 
But this woeful tramp is slumped at the side of an alley. He hasn't lost his 
knack for spitting verbal bile, but it lacks the bite when small urchins are 
throwing stones at him. Ciri deems it unnecessary to kill Whoreson. His current 
predicament is worse. Bid him farewell and continue on. 


FADING MEMORIES: BEA THE WAITRESS 


Follow Ciri eastwards, winding through the alleys until you reach the Golden 
Sturgeon. Enter the tavern, where a trio of thugs are harassing the poor waitress. 
Step in, and face some verbal abuse. Then speak: 


* "Leave on your own" you tell them, with Ciri backing up your story as a 
Witcher of il repute. The thugs beat a hasty retreat. 


Or throw you out" you threaten them, leading to a short and violent 
Confrontation with them. Defeat them easily. 


Ciri speaks to Bea, who seems rather taken with you. But not as much as Ciri 
might be with the waitress. Answer how you wish. Ciri gives Bea a trinket, 
but you refrain from a meal of slaughtered piglet 


FADING MEMORIES: VALDO’S TROUPE 


| OBJECTIVES: - 


Follow Ciri in à roughly southern direction as she 
recalls her past hardships. You leave Novigrad 

Ма the Portside Gate, making a quick шт to the 
tight (west), looking for a small carnival camp 

of nonhumans among the small huts along the 
Pontar river. She spies Valdo, and runs in to see 
him and another elf named Aegar. After an amusing 
introduction, Ciri is greeted warmly. Answer how you wish. You pick up slight 
tension between the two elves as Aegar leaves to trade for horses. 


* Speaking of which, Valdo refuses Ciri's coin and instead wants to know if 
you're ready to race? The coin goes to the winner! Accept (and begin the race) 
or decline (and skip the race) 


| OBJECTIVE: 


The race takes place 
along the Pontar, then 
the track heads east, 
up through the woods, 
passing Lucian's 
Windmill, and ends. 
back at the camp. 

The entire run takes 
about 40 seconds 

if you're constantly 
galloping. Press your horse into a gallop at the start, ease off at the windmill, 
and gallop to the finish to beat Valdo, who is an exceptional rider. However, 
even if you win, On insists the money goes to Valdo. 


Valdo begs you stay 
for some wine. A few 
hours pass and evening 
falls. You feel rested 
and charmed by these 
elves, despite one being 
a juggler. Converse 
with Ciri about her Ме, 
answering as you wish. 
After a long chat about 
her life, Aegar returns with a face like a zebra's slapped arse. He's been unable 
1o secure any horses. Perhaps you'd help them steal some? 


You can: 


** Agree to steal some horses. Ciri seems giddy at the plan. You automatically arrive 
at the stables in Novigrad, 


‘ Refuse completely, and Aegar's demeanor darkens to anger. You're challenged to 
а fistfight. Win or lose, you're both banished from camp. You both head back to 
the Rosemary and Thyme, in Novigrad. 


| OBJECTIVES: Я 


While Aegar keeps watch, climb the small shed,onto the гоо! overhang, onto the 
small platform, and into the stables. Peer down at the horses, then climb down 
to the ground, near a sleeping Novigrad guard. The door to the north is locked. 
However, the keys are in the horse stall to the southeast. Grab them. 


ITEM: Quest Item: Stable Key 


[ OBJECTIVE 


If you make too much noise while inside the stables (jumping, throwing bombs, 
dropping to the ground, or other similar sounds), the horses panic and the guard 
wakes up. Knock him down with some punches, Then, quickly use the Axii Sign 
to calm the three nearest horses. Once done (or immediately, if the horses are 
calm to begin with), Ciri and Aegar quickly enter the stables, the main doors 
burst open, and you ride the horses out and away from the hapless guards, 
who give up pursuing. Ciri seems gleeful and excitedly recalls the exploits back 
at the camp. You can agree or disagree with this horse rustling. With that, 

Ciri tells you she'll meet you back at Dandelion's inn. This quest concludes. 


PARATIONS (CONTINUED) Ў 


You are about to make another of the five most important choices in your adventure, 

and one that has direct consequences on the Ending, and the fate of Ciri! If you wish 

to know more, reference the Endings section of this strategy guide. 
Return to the Rosemary 
and Thyme. Ciri is 
waiting atop the first 
flight of stairs, and 
seems agitated. She 
says the sorceresses 
wish to speak to her. 
Answer how you wish, 
then choose whether 
to go with Ciri or let her 
speak to them alone 


Choose to remain on the landing, and you spend time spying through a keyhole, 
without backing Ciri up with conversation. This confirms your belief that Ciri can 
handle herself, and improves her confidence. 


Ciri's Fate (3 of 5): Positive Choice (+1) 


‘Accompany Ciri, and you can help back up her thoughts during the subsequent 
conversation. This unfortunately undermines her confidence, as you speak for her 
throughout the meeting with Philippa and Margarita. 


Ciri's Fate (3 of 5): Negative Choice (-1) 


DANGER ALERT 


|! SECONDARY QUEST 


Locations: Rosemary and Thyme (Novigrad), The Kingfisher Inn 
Characters: Triss Merigold, Yennefer of Vengerberg, Dandetion 
Enemies: None 

Recommended Items: 150 Crowns 


Ju 


> During Secondary Quest: Now or Never, did you decide to be romantically 
involved with Triss? Also, during Secondary Quest: Last Wish, did you decide 
to be romantically involved with Yennefer? If you answered “yes” to both 


these questions, Secondary Quest: Three to Tango is available, | 
rr 


After speaking with Ciri, you are approached by both Triss and Yennefer. 

You're immediately suspicious, but they seem to be playing coy. They tell you 
there's little point in them both fighting over you, they want to share you. 

While they prepare one of the rooms upstairs at the Kingfisher Inn for a 
rendezvous to remember, you're to provide the wine. Head across Novigrad to 
the Kingfisher Inn, and speak to the barkeep. Ask to trade, and purchase a bottle 
of his finest—this is around 60 crowns. If the objective doesn't update, buy a 
different vintage until it does. Then head up the first flight of stairs, along the 
landing, and open the door on the right (north), 


The sorceresses extend 
an invitation for Ciri 

to join the Lodge, as 

a partner. There are 
downsides (this is а 
criminial organization, 
and there's a hierarchy) 
but Philippa tells Ciri 
she could achieve 
greatness, and that her 
powers could be honed. Ciri tells them Avallac'h is responsible for her magical. 
advancements. But can the elf be trusted? Confused and a little dismayed, 
Ciri leaves the meeting. Then Yennefer arrives. She tells you to check on 
Avallac'h. Main Quest: Final Preparations continues to track your progress, 
and Main Quest: Through Time and Space begins. 


SPOILER ALERT XX X. 


IT, TAKES THREE TO TANG 


ITEM: Quest Item: Wine (Erveluce or Est Est) 


You give the door a quick knock. Then push it open. You're greeted by Yennefer, 
in some naughty night attire. She purrs and coos while Triss (also dressed in 
next to nothing) extracts the wine from your hands. You're pushed onto the bed. 
Triss and Yennefer lightly stroking you, Hold on, what's this? Manacles? Well, if it 
pleases the ladies. 


Triss and Yennefer open the wine. You inquiry about getting yours. They reply that 
you're about to get what you deserve. And with a wry smile and a cute smirk, 
Triss and Yennefer leave you chained to the bed, leaving you to ponder on how 
you should treat powerful sorceresses in the future. 


Dandelion discovers you the next morning. Feel free to try some idle threats 
during your chat, during which he says you've a lot to learn about the fairer sex. 
After putting on some pants, you decide to pay a visit to Avallac'h. 


CRITICAL PATH 


1 
| 
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ОО-О DANGER ALERT 


Related Quests: Main Quest: Final Preparations, Main Quest: {| DANGER IN THE DDIDDIWEDHT DESERT 


Battle Preparations А 
Locations: Rosemary and Thyme (Novigrad); Rudolf de Jonkheer's 

House, Ddiddiwedht Desert, Mysterious Dark Valley, 

Underwater Cave, Tedd Deireadh , Tir Na Lia (Viceroy Ge'els' Palace] 
Characters: Avallac'h, Viceroy Ge'els, С 
Enemies: Sandcrabs, Hounds of the Wild Hunt 


ECTIVES: 


You step out into an 
otherworldly land of dry 
MUCKY PICTURES scrub and sandstone 
protrusions, the 
Ddiddiwedht Desert. 
Avallac'h informs you 
(as you walk behind 
him) that this place was 
pillaged by the another 
species, and was once 
а giant sea. You reach 
the next portal, though 
it looks more like a ruin. 
While Avallac'h waits for 
the portal to form, the 
ground begins to shake. 


Sandcrabs! These 
foes act like endrega 
workers, except they 
appear in groups of ир 
to four, and there's no end to them! This is a fight you cannot win, so utilize more 
defensive Signs and measures as you wait for the portal to open. As soon as you 
hear Avallac'h counting down to the portal appearing, head into it. 


Preparations are almost complete. But Avallac'h the elf must be spoken with. A FOUL AND PESTILENT CONGREGATION 
Find him up the stairs in the Ruby Suite of the Rosemary and Thyme. He's staring OF VAPOURS 


at some rather racy parchment sketches. A tense conversation occurs, until 
Avallac'h commends you on your adept elimination of Imlerith. Answer how you 
wish. Avallac'h speaks of a weakened Eredin, but two others remain. Caranthir | OBJECTIVES: 
the loyalist and Ge'els—a follower of Avallac'h's former king whom Eredin 

poisoned. Ask further questions, then choose whether you want to kill Ge'els or 
make a deal with him. Avallac’h has tracked Ge'els to the land of the Aen Elle 
Getting there may be a problem, since you don't share Ciri's world-hopping 
abilities, But Avallac'h has hatched a plan, a passage to the Alder's World will 
open soon, located close by. You have a chance to prepare and meditate, or 
automatically head there now. 


| OBJECTIVE 


Follow Avallac'h to a 
house you recognize. It 
ls Rudolf de Jonkheer's 
dwelling, where Sarah 
the Godling held Corrine 
Tilly in a tizzy. Go into 
the property, locate the 
trapdoor ladder down 
to the cellar (and oven 
Where you found Sarah), 


You appear in a strange world of mists, red lichen-covered rock, and large 
‘monolithic rock formations. Your elven companion didn’t arrive with you, so 
you're on your own. Head along the ledge to the left, and you can see the next 
Portal passage, almost due south of your current location. As a straight line 


and use Aard to remove the crack in the wall leading into a sewer tunnel and the ^ there involves deadly plummets, a more convoluted route is necessary. Continue 
portal. There's no turning back. Enter when you're prepared. around to the left (east), climbing onto a mossy plateau. Drop down a “step”, into 
an area of poisonous cloud. Run southeast, climbing up onto an upper ledge to 
catch your breath, 


> If Sarah the Godling was allowed to remain in this abode, during Main Quest: 
Novigrad Dreaming, you may speak to both her and Corrine Tilly, who are living 
here together. However, this isn't required to complete this quest. 


PUTTING YOUR BEST FOOT FC 


Dropping down or falling away from the described path is a deadly mistake. 
Don't make that mistake. 


Run south (the portal. 

is visible ahead) a few 
steps, then look for a 
slope down and to your 
right (west) leading 

1o a mass of bright 

red reeds and jutting 
standing stones. 

Rush through the 

right edge of this 

area, climbing the other side to a mossy ledge overlooking this sea of crimson 
plantlife. Now turn southwest and sprint through the reeds, and climb the mossy 
ledge opposite. Catch your breath before sprinting upslope, through more red 
reeds and poison, and clamber up another three ledges as you turn to face the 
portal. Almost there! Simply rush for the portal, and climb directly into it, and out 
of this hellhole. 


|, OBJECTIVE: 


You appear underwater. Since you're not a fish, it's important to swim directly to 
the portal opposite, before you run out of air. Go there immediately. 


DESTROYED BY THE WHITE FROST 


OBJECTIVES: 


You appear inside an 
icy cavern. The wind 

is biting. Run directly 
out of the cavern, using 
Igni to melt the wall of 
ice blocking your path 
However, once you're 
outside, the blizzard is 
tormenting and cold; 
damaging you if you 
remain in it. So you don't expire, sprint roughly northwestwards, to a rocky 
alcove with an "X" carved into the rock. 


AP HOT STUPFYSTAYING WARMUIN THE BLIZZARD 


Can't find the "X"? Use your Witcher Senses. Freezing to death? Then light 
fireplaces, campfires, and braziers to heal yourself within the range of the fire. Try 
this when you're fighting the hounds of the Wild Hunt, especially near the lighthouse. 


Sprint north to the next outcrop of rock, and shelter. Then around the corner to 
the left (north), to a ruined stone wall. Sprint east, across to some stone steps 
to another ruined wall section. Next, dash around the corner eastward, down a 
small slope to slide down, and a rocky bluff. Face north, and slide down into a 
half-buried village. Ahead, someone has lit the fire atop a lighthouse. 


| OBJECTIVE 


While muttering 
to yourself, sprint 
downward without 
delay, since none of 

the rooftops are wide 
enough to prevent you 
from taking damage 

for long. Find the open 
doorway to the left at 
the bottom of the slope, 
and enter the ruined barn building. Drop down to the collection of skeletons 
below, then remain inside the barn as you spot two hounds of the Wild Hunt. 
Deal death to them both (Igni is your friend here). 


Once the fracas is over, head north and left (west) into the first open door to rest 
from the blizzard. Sprint out, northward, and into the open gable window of the 
building ahead and slightly left of you. Drop inside, and down some steps into 

a skeleton-strewn kitchen. Here, you find some notes from the long-dead Anna 
regarding the curse that befell these parts. 


ITEM: Common Item: Anna's Notes 


Sprint north again, across and up to the open doorway of the building ahead and 
left of you, through the porch opening. Then it's back for another sprint past a 
couple of dead trees, all the way to a half-buried stone wall and a set of steps to 
а guard tower. Head out the other side, after stooping to collect the diary by 

a skeleton. It makes for grim reading. 


ITEM: Common Item: Ervyt's Diary 


Step left through the gap in the wall, sliding down to the foot of the lighthouse, 
and ignite the three large urns there. You're attacked by three hounds of the 
Wild Hunt, so stay close to the fire and battle the foes until only the howling wind 
remains. Then it's time to head roughly northeast, across to the lower entrance 
beneath the lighthouse. 


AWAKENING AT THE PALACE 


YBJECTIVES 


Avallac'h is waiting for you here, in a place familiar to you. Where you fought 
Eredin's projection. There is talk of your time with the Red Riders, and revelations 
abound. If you have the time, there are plenty of questions to ask Avallac'h (the 
world you're in, Ge'el's importance, where Avallac'h's journey took him, and the 
light on the peak). Then tell him it is time to go. Follow. Avallac’h into the portal 
that appears. 


Go'ols 


А grand arched hallway awaits, This is Tir Né Lia, the Palace of Awakening, 
where Viceroy Ge'els awaits. Stride out onto the beautiful (and ancient) formal 
gardens overlooking the spectacular city. Move to greet Ge'els, and interrupt his 
painting. Ge'els asks if you'd like a drink. Agree or refuse as you wish. Motioning 
to some members of the Wild Hunt walking the gardens, he asks if Avallac’h is 
honest. Answer how you wish, subsequently requesting Ge eis leave this place. 
You're heading to the world of the Aen Seidhe (your world), He leaves his cubist 
nude painting behind. 


END: THE KING IS DEAD. LONG LIVE THE KING. 


Ciri waits at the. 
Rosemary and Thyme, 
with Corrine Tilly. 
Ge'els attempts to 
sow the seeds of 
animosity between 
her and Avallac’h, but 
it fails. Then he seeks Сіпа 
proof, and Corrine the 
oneiromancer is waiting to perform her skill in Ge'els' dream. He asks what you 
wish of him after he awakens. Answer how you wish. 


Corrine Tilly 


The vision is seen. The elven king dies at the hands of Eredin. When you wake, 
Ge eis stands pondering. He tells you to sail to Skellige, and find the Sunstone, 
With it, you shall summon the Naglfar, and Eredin too, Then Avallac'h leaves to 
return Ge'els to his own world. You worry he's been dismissed too quickly, and 
when Avallac’h returns you can mention this (answer how you wish). Now it 
seems Avallac’h has hatched a plan—to gather the Sunstone with the help of 
the sorceresses, draw Eredin's ship along the coast of Undvik, and lay a trap. 
The quest now concludes. 


| CRITICAL PATH 
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Related Quests: Main Quest: Final Preparations 
Locations: Novigrad, Portside Warehouse, St. Gregory's Bridge, ted 
Bridge to Temple isle, Madame Irina's Theater d 
Characters: Sigismund Dijkstra, Vernon Roche, Thaler, Philippa Eilhart, 
King Redovid V, Ves 
Enemies: Hubrecht, Temerian Guerilla, Witch Hunter, 
Witch Hunter Officer, Redanian Soldier 


Sigismund Dijkstra 


Now that you've fulfilled your obligations, and the various characters have joined 
jn a pact to rid the lands of the hated King Radovid, join your compadres for a 
meeting to plan the attack. Dijkstra's warehouse is the scene for this clandestine 
operation. Travel to the Harborside District, and work your way to the southwest 
area of warehouses. Use the rear entrance (as shown), knocking on the door 
before you're shown upstairs to the meeting in progress. 


Radovid is on his ship, and almost impossible to reach. Dijkstra starts by 
apologizing for letting Philippa Eilhart in on the plan, but the sorceress may prove 
herself useful; especially since she's willing to help. Answer Dijkstra regarding 
the tasks Radovid expects you to accomplish (you've been hired to find Philippa), 
and Dijkstra tells you to use this to your advantage, letting Radovid know you're 
оп Eilhart's trail. Then lead him to a trap. Thaler points to the Bridge to Temple 
Isle. It is built up with nooks and gates, and easy to block off. A perfect ambush 
point! After the regicide, everyone is to meet at Madame Irina's Theater and lie 
low. Agree to this. 


THE AUDACITY OF MONARCHS 


Exit the warehouse, and you run into the slightly insufferable Philippa, who has 
been eavesdropping on the plan. Answer her how you wish, and she hands you a 
ring. It belonged to Radovid's father. 


Hand that over, and һе 
might believe you've 
captured Philippa 
She's just time for one 
more put-down before 
vanishing in a roar of 
fire. Now simply jog 
around the harbor to 
the northern docks 
where Radovid's ship 
is docked. 


MEDITATION AND PREPA 


This is the last opportunity to Meditate, and prepare potions or otherwise augment 
yourself for the battle to come. This is strongly advisable! 


ITEM: Quest item: Redanian Eagle Ring 


Approach the guard, and mention you have information on Philippa, and you 
are brought before King Radovid. Tell Radovid about Philippa, handing him the 
ring. He asks why you haven't brought her to him, and your excuses resonate 
with him. The only potential wrinkle in this plan Is the king ordering his captain 
(Hubrecht) to bring all of the ship's guards with him. 


You appear in the alleyway adjacent to the St. Gregory's Bridge signpost, where 
Radovid lives up to his reputation, and sends five of his men to surround and slay 
you while he heads north to secure Philippa. The ambush begins, with Roche 
helping you out of your predicament, and chaos ensuing. The battle to Temple 
Isle begins now! 


RIVERS OF REDANIAN BLOOD 


[ OBJECTIVE 


Prepare to spill 
Redanian blood as you 
methodically battle 
your way northwards 
across the enclosed 
bridge, towards Temple 
Isle where Radovid 
disappeared to. Along 
the way, prepare 

for combat with the 
following foes: 


* Around five Temerian guerillas who fight alongside you. 


* A group of around five Redanian soldiers farther up the street, engaging the 
Temerian guerillas. 


* Five witch hunters midway across the enclosed bridge. Four Redanian 
soldiers holding a shield wall formation are also here. A bomb or Aard helps 
remove this protection. 


* Up to five additional Redanian soldiers as you reach the northern end of the 
bridge, and two witch hunter officers (one of which is the mighty Hubrecht, 
Radovid's henchman). 


Ud SLOW AND'ST 


DY-KILLS THE KING 


Make your way slowly through the various combat opportunities—rushing 
northward simply gets you surrounded and usually killed. Instead, ensure ай foes 
behind and to the sides of you are dead before you move north, and make slow and 
steady (rather than fast and foolhardy) progress. 


After a hard-fought slog to the other end of the covered bridge, Radovid 
desparately claws at a door for an escape option. Instead, he receives a cloud of 
burning magic to the face, and a dagger up through the ribs, courtesy of Philippa 
(who was eavesdropping on your plans earlier, in the form of an owl). Roche isn't 
too happy about who ended Radovid's reign, but Ves (who is also fighting with 
you) wisely points out it is definitely time to leave (if she's alive to take part in 
this quest) 


END: TO THE NORTH! TEMERIA! 


| OBJECTIVE 


You reach the abandoned Theater of Madame Irina, where Thaler orders a toast 
to Temeria (which you can partake іп or avoid). Thaler then reveals that a truce 
will occur the next day at noon; Emhyr will keep Aedirn and Lyria, in exchange for 
Radovid's head and a stop to guerilla activities, he will withdraw from Temeria 


Answer Thaler how you wish, until Dijkstra interrupts the conversation. It seems 
the power-hungry cripple wants more than the dregs of Novigrad to rule over, 
to the angry befuddlement of Thaler and Roche. These machinations aren't your 
concern. but they can be. You can: 


Tell Dijkstra you won't let him kill Roche, Thaler, and Ves. You are forced to fight 
six of Dijkstra's henchmen, before putting the sword into the double-crossing сиг 
himself. Afterwards, Roche tells you to head to Vizima where you'll be received 
with honors. Nilfgaard eventually wins the war, Ciri may become Empress, AND: 


Ending: Something Ends, Something Begins (1) affected. 
» Ending: Something Ends, Something Begins (IIl affected. 


> Side with Dijsktra, and you listen to the sounds of fighting within the Butcher's 
Yard theater, which lives up to its name. Roche, Thaler, and Ves are put to death, 
Dijsktra thanks you for your help, as he begins his attempts to rule as a bandit 
king, spreading his propaganda throughout Novigrad! 
Ending: Something Ends, Something Begins (Il) affected. 

> Fail to complete this quest, and Radovid eventually wins the war, fending off the 
forces of the emperor. 


> Ending: Something Ends, Something Begins (Ш) affected. 


CRITICAL PATH? ACT III 


s BATTLE) PREPARATIONS 


"PART 2 THE 


Related Quests: Main Quest: Final Preparations, Main Quest: Through 
Time and Space, Main Quest: The Sunstone, Main Quest: Veni Vidi 
Vigo, Main Quest: Child of the Elder Blood, Main Quest: Skjall’s Grave, 
Main Quest: On Thi 

Locations: Kaer Trolde Harbor 

Characters: Cirilla, Yennefer of Vengerberg, Triss Merigold, Avallac’h 


ке 


| This series of quests begin once Main Quest: Through Time and Space has been 

‘completed. Expect some differences depending on your previous actions. | 
{| The new ruler of Skellige, and interactions at Kaer Trolde are different, depending on H 
| your previous actions: 


| ** During Secondary Quest: King's Gambit, if you undertook the mission me 
| Сегуз, she becomes the ruler. | 
|+ During Secondary Quest: King's Gambit, if you undertook the mission with 

{| — Mjalmar, he becomes the ruler 

= M you ignored Secondary Quest: King's Gambit, Svanrige Bran becomes 

we ruler. 

| The first part of Main Quest: Sunstone, plays out differently depending on whether. 

‘an An Craite or a Bran sits on the throne. 


There are no more flirtatious conversations between you, Yennefer, or Triss. 

However, it you attempted the threesome, during Secondary Quest: It Takes Three lo | 
| Tango (by romancing both women throughout your adventure to that point), you can 
|| speak to either Yennefer, or Triss, or both, about this embarrassing and failed tryst. 


INITIAL PREPARATIONS 


| OBJECTIVES 


itis a few days after the events of Main Quest: Through Time and Space, and you 
are arriving in Skellige with Ciri, Yennefer, Triss, Avallac'h, and a small coven of 
sorceresses 


Yennefer releases a raven and uncovers the whereabouts of His Imperial 
Majesty—a battle fleet is moored off the coast! From various conversations, you 
uncover the following 


On wants to find the Sunstone immediately. This powerful artifact was 
created so the Mountain Elves could summon the vessels of the Aen Elle. 
However, the Sunstone could be anywhere on any of the Skellige islands, 
You deem it necessary to speak to Ermion, as he's likely to have clues to its 
whereabouts. This begins Main Quest: The Sunstone. 


E 
8 
Ё 
8 


Yennefer is keen on extricating a sorceress named Fringilla Vigo from the 

Emphyr's ship. She cannot teleport you aboard, and Triss! plan of a full í 
frontal assault is untenable. But if you were to board the ship under cover of 
darkness, and hand him the letter Yennefer gives you, the sorceress could be 
bartered for. This begins Main Quest: Veni Vidi Vigo. 


| Main Quest: Battle Preparations also continues. It is simply a tracking quest, 
| updating both Main Quests: The Sunstone, and Veni Vidi Vigo. I finishes when both of 
these conclude. You may now begin either quest, in either order. 


has additional objectives: These are flagged and 


| Main Quest: Battle Preparations 
described as you complete the related Quests later in this section. 
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OOOO DANGER ALERT 


SPOILER ALERT XXX 


THESUNSTONE 


Locations: Kaer Trolde Harbor, Holmstein Port, Kaer Muire, Bridge to 
Kaer Trolde, Arinbjorn, Eldberg Island 2 

Characters: Donar an Hindar, Cerys an Craite, Hjalmar an Craite, 
Svanrige Bran, Udalryk, Crach an Craite; Ermion, Eyvind, 


Mattias Fish Lung, Philippa Eilhart 
Enemies: Nilfgaardian Soldiers, Drowners 


THE EMPEROR'S TREATY: 
SKELLIGE ANSWERS 


| OBJEC TIVES: 


This quest commences in one of two ways: 
* If either Cerys or Hjalmar an Craite are rulers ot Skellige, Path 1 


You head into the feast hall, where the imperial emissary, Lady Birna, and King 
Svanrige are meeting. Bima waves you away as unimportant. You stand near 
Crach, as Bima Bran says she wants to seal the treaty of surrender! A scowling 
Crach asks how much to take off her head. Answer how you wish. The emissary 
wants to hear the king himself surrender. Birna turns to her son, who steps over 
to the emissary, draws an axe, and cleaves the emissary through the chest with 
it. It seems the deal is off! 


* Chaos grips the feast hall, Draw your weapon and immediately attack the 
emissary's bodyguards. There are nine Nilfgaardian soldiers to slay, though 
you have help from the Jarls and islanders. 


MERGED PATH: 
TOP OF THE MOUNTAIN, BOTTOM OF THE SEA 


After the battle, you speak to Ermion, Ask about the 
Sunstone, Ermion has never found the artifact, but 
а skald named Eyvind who may help you, or a pearl 
diver Matthias Fish Lung. A visit to the area around 
Arinbjorn at the tip of the bay is your next plan. 


Ermion 


‘occurs automatically. 
22 — 


PATH i: THE FURY ОЕ 1060$ 


Travel to the lookout at Kaer Trolde Harbor, adjacent to where your ship is 
moored. Crach is here, looking for the "black dogs in their rickety tubs” 

When you ask where Ermion is, you're told he's visiting Madman Lugos to the 
south, as an An Craite on the throne is “chafing his arse.” Set off (via horse or 
boat) to Holmstein's Port to the south of Ard Skellig. 


Itis long slog up the hill from the shore to Kaer Muire, where Madman Lugos 
and Ermion are having a furious argument. Whether you accuse Lugos of treason 
for siding with the Nilfgaard, or try a more diplomatic approach, the lunatic isn't 
listening to reason. He must be fought along with a group of his men, then other 
foes (usually alone) as you head to the gate. Stay close to Ermion (who helps 

‘out with some powerful magic), and methodically slay any Lugos warriors you 
encounter. Then slowly descend back down the mountain towards the safety of 
Holmstein (where there's no news of your fight), and speak with Ermion there. 


PATH 2: THE BLOODY TREATY 


King Svanrige. 


Travel to the Bridge to Kaer Trolde, and immediately cross it to the keep. You are 
met by an agitated Jarl Donar, furious about the state of negotiations between 
Skellige's ruler and the Emphyr's emissary. Ask him what is going on, or that you 
wish to see Ermion. 


following two objectives can be completed in either order. They are presented in. 
j — = e 
HAVING A WHALE OF A TIME 


OBJECTIVES 


Eyvind 


Travel (by boat, horse, or Fast-Travel) to the western tip of Ard Skellig, 
just south of Eldberg Isle, close to the village of Arinbjorn. Eyvind can be found 
оп the western outskirts, on а drystone-walled peak overlooking the ocean. 
Eyvind is staring out to sea—not looking for Nilfgaardian ships, but a fabled 
white whale named Gevorg. Agree to watch for the whale together, while you 
ask him about elven ruins in Skellige. During the chat, the whale surfaces! 
However, Eyvind doesn't see it. You can: 


Try to tell him, but the whale disappears back into the ocean before he can gaze 
at the majesty of the animal. 


# Don't tell him, and he never spots the animal. 


You tell him the elven ruins you seek are in the name of research. These are 
for either: 


* A treatise on the Aen Seidhe under Ermion's tutelage: Answer with this, and 
Eyvind distrusts both you and the druid, and refuses to give up the location of 
the ruins. 


* Oran adventure novel: Eyvind becomes excited, and hopes you'll use one 
of his song translations. Agree to this, and the ruin's location is revealed 
(and you need not visit the pearl diver). 


Time to leave, returning to Yennefer in Kaer Trolde Harbor if instructed, or find the 
pear! diver if you haven't been told the ruins location. 


DIVING FOR MORE THAN PEARLS 


OBJECTIVES: - 


Head to the cluster of promontory rocks making up Eldberg Isle, navigating 
across the ruined bridges (if traveling by land) and slaughtering a band of up to 
nine Dagr at camp you may stumble into. Or, if you're traveling by boat, moor 
it close to the upright stone obelisk on the eastern shore of the promontory, 
Anchored nearby is a small boat belonging to the pearl divers. Dive into the 
ocean yourself, and locate the jagged cave mouth underwater, swimming into 
a grotto. 


Itis disappointing to see Mattias looting the corpse of a bloated soldier, but they 
assure you they only rob the Nilfgaardian dead. Speak to them about the bodies, 
the dangers of the sea, but be sure to ask about the elven ruins, They explain 
where it is, and that it is only accessible from the sea. Your chat is interrupted 


by more bloated bodies; these belonging to а а few Drowners. Quickly cull them, 


and then return to Yennefer in Kaer Trolde Harbor. 


ELVISH RUINS AND AVALLAC'H'S LAIR 


—, * 


Philippa Нап. 


ABOVE SUSPICION? 


| OBJECT 


Ciri's elven friend is waiting on your boat, moored in Kaer Trolde Harbor. You 
have a wealth of (purely optional) questions to ask him: About why he is helping 
Ciri (he sees her Elder Blood, a power that must be kept from Eredin). About 
Caranthir (he reared him into “a golden child"). About Ciri not needing his help 
‘soon (he won't force her into a life he wishes for her—can you say the same?). 


ation 


Ch 


Return to Kaer Trolde Harbor where Yennefer, Triss, and Ciri are talking with the 
always obtuse Phillipa. Ciri reckons there's a site to find in Skellige, echoing your 
own investigations. It appears Avallac'h may be hiding something from you. 

You can agree (or not) that his failure to mention a laboratory when he was with 
Ciri could be deemed suspicious. The place is on a small isle between Undvik 
and Spikeroog. You tell them the Sunstone is on Ard Skellig inside a cavern along 
the coast. Philippa is more interested about the elven ruins and opens a portal, 
stepping through. Yennefer and Ciri set off to explore Avallac'h's laboratory. 

Triss stays in Kaer Trolde to keep an eye on Avallac'h. You now have the following 
objectives to complete as Main Quest: Child of the Elder Blood starts, and your 
current quests continue: 


| Attis point you can attempt any / 

|! prevent contusion, it is usually best to complete the quests that you've had running 
| for the longest time. So, try the following optimal route: Î 

| 


| Board your boat in Kaer Trolde Harbor, and quiz Avallac'h (Main Quest: 
Battle Preparations). 


Then complete Main Quest: Veni Vidi Vigo. 


| Then complete Main Quest: The Sunstone. 
Then complete Main Quest: Child of the Elder Blood. 


PREPARATIONS (CONTINUED) 


But most importantly, 
ask "How's Margarita?" 
(she is feeling better, 
and the sooner 

Eredin is brought 

here, the better). 

This is a completely 
optional objective. 


Ё 
2 
8 
5 
8 


А This quest starts just after you disembark from the boat after travelling to Ard Skellig. 
with Ciri, Yennefer, Triss, and the sorceresses. It is also tracked by Main Quest: 
Battle Preparations. The best time to complete it is once you learn where the elven 
ruins are during Main Quest: The Sunstone, though it can de 
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SWIMMING, SNEAKING, SURRENDERING 


The Emhyr's battle fleet is moored off the northeast shores of Undvik Isle 
(southwest of Ard Skellig). Manuever your way to the village by the Marlin Coast 
signpost, avoiding the fleet by boating around the ships at a distance. 

Come ashore, then study the vessels from the shoreline. Meditate until after 
nightfall and begin your surreptitious swim. 


Stay on the surface 
and try to avoid lights. 

If you swim into the 
surface lights, you start 
to hear shouts from the 
soldiers, and crossbow 
shots into the water. 
Dive and swim under 
the boats. 


Peer through the murk until you find a lowered 
anchor, and head for this location. It must line up 
with the objective icon on your mini-map. If you 
need to surface, bob up just below the bow of the 
boat so you're shielded from the enemy fire. Dive 
down immediately. Grab the nchor of the Emphyr's 
ship, and climb aboard. You beg parley. 


You speak with the Emhyr who tolerates your 
mocking attitude (for now). If you didn't head to 

see the Emhyr during Main Quest: Blood on the 
Battlement, he asks where Ciri is (you can infuriate 
him and tell him "Zerrikania" or that she is close by) 
He also knows you want Fringilla, and makes it 
easy for you—Yennefer has already negotiated 

her freedom. 


Fringilla Vigo 
The dimeritium shackles are removed, and Fringilla 


ignores your suggestion at taking a boat back to the other sorceresses, 
forcing you to join her in portal travel. You appear back on Kaer Trolde Harbor, 
near Avallac’h, as this quest concludes. 


PT HE SUNSTONENCONTINUED) 


Sister Quests: Main Quest: Battle Preparations, Main Quest: Veni Vidi ~ 
Vigo, Main Quest: Child of the Elder Blood, Main Quest: Skjall's Gra: 

Locations: Kaer Trolde Harbor, Ancient Crypt 

Characters: Philippa Eithart 

Enemies: Drowners, Siren, Golems, Wild Hunt Ghosts 


| 


| This quest continues just after Yennefer and Ciri teleport to Avallac'h's laboratory 
(Main Quest: Child of the Elder Blood), and Philippa departs for the elven ruins 


(this quest). | 
— — . 


OPENING THE DOOR OF FIALLAN 


JECTIVES: 


OB 


Travel by boat along the 
jagged northern coast 
of Ard Skellig. There is 
but a single signpost— 
to an Anclent Crypt. 
Moor your boat, and join 
Philippa at the sealed 
entrance. She removes 
the illusion from the 
entrance, and you walk 
into the ruins, speaking 
about Philippa's vision. 
After a winding tunnel 
is navigated, you hear 

a noise ahead as you 
move into a larger 
cavern, complete with 
an ancient cowled 
statue of great size. 

Four drowners and а 
siren are guarding this place. Slaughter them! 


Head up the stairs by the statue, until there's a gap over a pit you can't cross. 
Philippa levitates some stones to make a passage, allowing you access 
southwards, upwards and deeper into the ruins. 


The talk changes to inter-party animosity. Continue to follow Philippa, stepping in 
front of her to tackle an incoming golem at the pathway crossroads. Continue up 
more steps, behind Philippa 


You reach the door of. 
Fiallan, a sentry of elven 
legend. To pass, a toll in 
the form of blood must 
be given. Tempting 
though spilling 
Philippa’s blood yourself 
might be, the sorceress 
cuts her palm herself, 
presses it against the 
door, and it opens. Once inside, Philippa engages you in conversation regarding 
Yennefer and the emperor. Answer her how you wish. Continue to follow Philippa 
until she reaches a cavern of mirrors. Laughing at your “ridicious bauble” (when 
your medallion doesn't vibrate), she launches an orb of light into a huge crystal 
оп the ceiling. Then curtly orders you to shift the mirrors, 


MAKING LIGHT OF THE SITUATION 


| OBJECTIVES: 


This chamber features 
three mirrors that must 
be positioned correctly 
in order to reveal the 
Sunstone. This is easier 
than it looks, as you 
simply need to work 
your way to each mirror, 
and tum it once, so the 
beam is in the other 
direction to the one it was when you reached it. Access all three mirrors, pull 
each lever once, and beware Wild Hunt ghosts that may be guarding each of the 
mirrors during your positioning, 


Now return to where Philippa is standing, on a raised stone platform within this 
array chamber. She clutches the Sunstone, delaying your mission, and wanting 
(as expected) to talk about herself. She wants to speak to you about her future. 

‘Answer her how you wish. She seems to suggest she wishes to take Yennefer's 
place next to the emperor. Answer again to conclude this quest, and begin your 
trek to the island where Avallac'h was last spotted 


9999 


DANGER ALERT 


Sister Quests: Main Quest: Battle Preparations, Main Quest: Veni Vidi 
Vigo, Main Quest: The Sunstone, Main Quest: Skjall's Grave р”. 

Locations: Kaer Trolde Harbor, Avallac'h's Island 

Characters: Yennefer of Vengerberg, Cirilla, Avallac"h's Companion 

Enemies: Golems 


| This quest continues just after Yennefer and Ciri teleport to Avallac’h's laboratory 
| (this quest), and Philippa departs for the elven ruins (the continuation of Main Quest: 


The Sunstone). 
L — س‎ 


YOU CAN'T JUST KNOCK? 


Peer over your map 
of Skellige and locate 
the island Ciri had 
pinpointed as the place 
where Avallac'h's 
laboratory is said to be. 
It is westward, between 
Undvik (to the south) 
and Spikeroog (to the 
northeast), Set sail for 
this uninhabited pair of rocks (or swim there if you're a maniac), and locate the 
cave entrance in the center of the land mass, between the two islands 


Yennefer and Ciri 

are just beyond the 
entrance, attempting to 
open the door sealed 
with complicated magic. 
Yen's attempt to enter 
succeeds, but activates 
one of the lumbering 
golems which must be 
defeated. You have Ciri's 
help with this task. Follow Yennefer into the laboratory, where you all inspect а 
number of sketches of Ciri strewn on a desk. Ciri brushes off Yen's comments 
about Avallac'h being interested in more than just Ciri's magic abilities 


THE AEN HEN ICHAER 


Make a thorough 
inspection of this 
chamber, with your 
Witcher Senses picking 
up the following 


* Ascattering of 
sweets and candy 
ona table with a jug 
on it. Now speak 
with Yennefer. 


SPOILER ALERT XXX 
4 


• А quick chat with Yennefer reveals that someone was just in this chamber. 


• A hairbrush on a table indicates this to be more of a bedroom than 
a laboratory. 


Follow the corridor down the steps, and into a lower chamber: 


* A desk has perfume on it, and a standard mirror (not a portal). You can speak 
with Ciri about this. 


© The largest surprise adorns the massive archway wall within this chamber. 
A genealogical chart of the Aen Hen Ichaer (or Elder Blood) from the start of. 
the line to On herself. It seems Avallac'h analyzed ай the paths of Lara Dorren 
(the first), even those thought to be extinct. Tell Yennefer to look at the notes 
Avallac’h wrote, and you uncover a plan to cultivate a genetic mix like Cirî's, 
but without the human line. All attempts failed, 


Head to the door on the opposite wall of this chamber. If you don't head there, 
Yennefer notices someone on the other side. 


Open the door, and enter what appears to be 
Avallac'h's bedroom. You interrupt a she-elf combing 
her hair. Avallac'h's lover demands you leave, until 
she sees Ciri, and tells you she remembers her from 
Tir Ná Lia. Answer her how you wish. This doesn’t 
help the situation—the she-elf tells you Avallac'h 
mentioned Ciri shares Lara's features, but not her 
skill and intellect. Avallac'h told the she-elf he 

was following Ciri to save her, every time she did 
something stupid. She treats Ciri with contempt, hinting that Avallac'h is using Ciri 
for another task. Answer how you wish. She calls Ciri a degenerate half-breed. 


Avallac'h's Companion 


FATE OF THE SWALLOW: CHOICE #4 AHEAD! 


You are about to make one of the five most important choices in your adventure, and 
one that has direct consequences on the Ending, and the fate of Ciri! If you wish to 
know more, reference the Endings section of this strategy guide (page 276). 


Ciri is furious, and 
wants to ransack 
Avallac'h's laboratory. 
Respond with: 


"Go for it” 
You push over a. 
bottle. Ciri cracks a 
smile. You encourage 
Ciri to throw a 
tantrum in the 
laboratory, venting her frustrations out on the furniture and assorted objects. 
This makes Ciri stronger. 


Ciri's Fate (4 of 5): Positive Choice (+1) 


"Calm down: 
You spend a few 
‘moments calming 
Ciri down, speaking 
of her great gift. 
Then you fasten Lara 
Dorren's necklace 
around Ciri's neck. 
Ciri leaves the 
laboratory, weakened 
in her resolve. 


Ciri's Fate (4 of 5): Negative Choice (-1) 


CHOICE 


FATE OF THE 


SWALLOW 


You are about to make one of the five most important choices in your adventure, and 
one that has direct consequences on the Ending, and the fate of Ciri! If you wish to 
know more, reference the Endings section of this guide (page 276). 


CRITICAL PATH 


2n 
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Outside, Ciri says she 
would like to go to 
Hindarsfjall and meet 
Skjall, the boy who 
saved her from the 
Wild Hunt. Yennefer 
tells her Skjall is dead. 
A sorrowful Ciri now 
wants to visit his grave. 
Respond with: 


"Yeah, I'l go with you.” You encourage Ciri to say her final goodbyes to the fallen 
Stau, and perhaps give him the hero's burial he was denied. Yennefer opens а 
portal, and you both teleport to Hindarsfjall. Main Quest: Skjall's Grave begins, 
and Ciri is stronger. 


Ciri's Fate (5 of 5): Positive Choice (+1) 


Locations: Avallac’h’s Island, Lofoten Cemetery (Hindarsfjatt), 
Skjall's Grave 
Characters: Ciri, Sc oll. Hindarsfjall Villagers 


CRAVEN NO MORE 


| OBJECTIVE 


Ciri is still seething 

after her encounter 
with the she-elf. 

But she isn't ready 

to return to Avallac'h 
yet. She seeks the 
whereabouts of a young 
man named Skjall, 
whom she met оп 
Hindarsfjall. The һай 
news just keeps coming. Ciri is informed Skjall is dead. She softly asks whether 
you could accompany her to his grave. Agree to continue this quest, or refuse to 
ignore this quest. Yennefer opens a portal to Hindarsfjall. Use it, or meet Ciri there 
under your own steam. 


Visit the isle of Hindarsfjall, and locate Lofoten Cemetery. After scouring the 
graves looking for Skjall's headstone, answer how you wish, but the grave 
cannot be found. Ciri is suddenly gripped by fury. Surely the villagers wouldn't 
have left Skjall to rot in the sheep pit beyond the village? She sets off to find out, 
and you discover the remains of Skjall, given a craven's grave. 


Related Quests: Main Quest: Battle Preparations, 
Main Quest: Tedd Deireadh, The Final Age 
Locations: Marlin Coast (Undvik), Nilfgaardian Camp, Naglfar Ship 
Characters: Margarita Laux Antille, Triss Merigold, Philippa Eithart, 
Fringilla Vigo, Yennefer of Vengerberg, Cirilla, Avallac'h, 


Crach an Craite 
Enemies: Hounds of the Wild Hunt, Wild Hunt Warriors, Carathir, 
Ice Elementals, Eredin 


CONUB GRE 6 


“No time.” Although 
you understand 

she wishes to pay 
her respects to the 
“Craven” one, there 
simply isn't time to 
waste journeying 

to Hindarsfjall. The 
Wild Hunt must be 
‘stopped now! Main 
‘Quest: Skjall's Grave isn’t available, and Ciri is weakened by your choice. 


Ciri's Fate (5 of 5): Negative Choice (-1) 


OBJECTIVE 


You help pull Skjall's corpse up to a clifftop grave overlooking the sea. You are 
disturbed by a band of villagers annoyed at your defiance of the elders’ writ. 
You can: 


+ Tell them to quiet down. 
# Tell them their laws don't bind you. 


Either utterance, coupled with Ciri's instance on a furious vengeance if the grave 
is disturbed, keep the townsfolk from desecrating the grave. At least in death, 
Skjall's honor is saved. Now you must return to the ship in Kaer Trolde—either 
together instantly, or separately—as this quest concludes. 


END: BATTLE PREPARATIONS: TO WAR! 


| OBJECTIVE 


Return to the ship moored in Kaer Trolde harbor, and speak with Avallac'h. 
їп addition to any questions you didn't ask him earlier (when you thought he was 
hiding something), you can talk about the following: 


* About using the Sunstone: Confide that you are worried Eredin will figure out 
where they are when the artifact is used. Avallac'h tells you the signal may 
be changed so Eredin won't know where it is emitted from, Oh, and there are 
other artifacts that could have been used, 


* About your visit to his laboratory: He says his work isn't important апу more, 
and it was to protect Ciri and others that carry the blood. Mention the she-elf, 
and Avallac’h refuses to discuss his feelings to her or Cir. 


* That everything is ready, and the ship can sail to Undvik. You can choose to 
automatically reach there (and begin Main Quest: On Thin Ice), or prepare for 
the confronation with Eredin first. Then all these related quests conclude. 


І GIVE YOU MY HEART. BUT I SHALL TAKE 
YOUR HEAD. 


OBJECTIVE 


Journey to Undvik Isle, and disembark at Marlin Coast (signpost) with the 
wrecks of various boats lying all around. Enter the Nilfgaardian camp, and 
you're ushered into a tent where battle plans are being hatched. A full coven of 
sorceresses is here. Margarita Laux Antille, Triss (if she didn't leave for Kovir), 
Philippa, Fringilla Vigo, and Yennefer stand around a table, with Ciri watching 
from the side. Avallac’h explains he will activate the Sunstone, hoping Caranthir 
will answer. The Wild Hunt's ship (the Nagifar) should then appear. 


Time your rolls to 
occur just prior to the 
projectiles striking you. 
Make brief checks of 
your mini-map when 
Caranthir teleports, 

0 you can quickly шт 
to face him. 


When he reaches 
around half his health, 
he summons a great slab of ice, which transform into an ice elemental, With Igni, 
talent, good dodge timing, and positioning yourself away from Caranthir so his 
projectiles actually strike this golem (protecting you in the process!) you're able 
to remove these threats. 


The sorceresses shall prevent the shio from returning to the world of the 


Aen Elle, while the imperials block it physically. The sorceresses set out to Caranthir's projectiles are supplemented by a trio of orbs, one after the other. 
their clifftop positions, while Ciri protests at being left "at a safe distance." Roll and dodge them, and when slicing at your foe, make only three or four 
Answer how you wish. strikes before backing off, or you may be caught after he teleports and launches 


projectiles at you. 


Then agree to join Avallac’h, heading to battle at once. 
At around 5-10 percent of his health, Caranthir likely summons another ice 
elemental. You may be tempted to ignore this foe and concentrate on killing 
Caranthir, which is a worthwhile plan, as long as you avoid the elemental's 

attacks, and a second elemental summoned shortly afterwards. 


Or join him later, look around camp, overhear soldier conversations, and 
‘commence any final preparations. Then join him at the Nilfgaardian ship at 
the pier, 


| OBJECTIVE < KILLING CARANTHIR: BATTLE-TESTED TACTICS 


There are two parts to this fight, beginning with Ciri. Caranthir attempts to tear} 
engage in melee combat against the swordswoman, but as you are by now very 1 
familiar with, she is incredibly skilled and powerful. Rush him down and slash 

away with her sword. 


The Sunstone is 

used and the Naglfar 
appears from a rift 

The sorceresses begin. 
their spell. You travel 
aboard the Nilfgaardian 
ship, until the riders of 
the Hunt cast a spell 
that freezes the water, Once you deal enough damage to Caranthir as Ciri, an impressive cutscene plays 
forcing you to search for out, with Ciri ending the spell Caranthir has been maintaining. After more drama. 
the Naglfar on foot. Back at the harbor, Avallac’h sees this trap, and urges om to unfolds, Geralt arrives to finish off the Wild Hunt sorcerer. 

find the mage that cast the spell, and destroy his staff. 


He teleports when he takes enough damage, usually far enough away from Ciri 

that she cannot reach him during her lunging sword strikes. You can either sprint ШШ 
over to him to continue the offensive, or use Ciri's teleport slash to reach him even. 

faster, Beware that Caranthir can also teleport directly behind Cir for a surprise 

attack, but this can easily be countered with a fast attack or the teleport slash. 


You are Ciri. Utilize your Charge attack and sword strikes to cut through six Wild 
Hunt warriors and around a dozen hounds of the Wild Hunt with relative ease. 
The fight looks daunting, but isn't. Slice through the enemy troops as you head 
roughly north along the ice, onto the frozen shore and then out across an icy 
promontory towards the Naglfar itself. Expect to make short work of around 

12 more warrlors before you reach a large icy plateau—an arena where the 
dreaded Caranthir awaits. 


Caranthir steps up his efforts to defend himself with Geralt on the scene. 

One of his new attacks is to summon five lances of light over his head, and after 
a short delay he will fire them en masse at the Witcher. Should he be struck 

by this barrage, Geralt will be partially frozen, slowing him down and making it 


Caranthir. 


CRITICAL PATH 


You are Ciri. Begin to utilize your "Charge and Slash" technique against Caranthir. 


It works very well and, with some deft dodging, you're able to whittle his deem 12196710 avoid other attacks 
down, But then he begins to teleport out of your Бае" range. Darting in апд — Caranthircan also fire singular bots of this powerful ice magic in fairly quick 
out of existence, you clash and a massive explosion rocks the shoreline succession at Geralt. Roll to evade these targeted spells. 


You're knocked out, but blink out of Caranthir's gauntlet before he can grab you. 


огой now removes Ма оу рай) and осоре down ino the es arena. Б garde!” Ае he Пе fot Cit, Сагай feleporis олег sustaining dérage ШШШ 


After teleporting, he will use either version of his ice bolts. Work your way to 
1 GIVE YOU MY BLADE. Caranthir as quickly as possible to attack him, lest he teleports again. Striking 


YOU BETTER END UP DEAD! him as he is preparing his ice bolts will cancel his attacks. 


As you wear Caranthir down, he will begin summoning ice elementals into the 

arena. He is vulnerable during the summoning, so take that opportunity to hit 

him as much as possible before switching your focus to the ice elementals. Use 

Dimeritium Bombs on the elementals to help weaken them, but don't forget that 

Caranthir will still be firing his magic at Geralt. You'll have to be mindful of his 

Let battle begin! Close the gap between you and Caranthir by dashing forwards, attacks, while also dealing with the ice elementals own abilities. Try to get rid of the. 

then rolling to the sides to avoid his quintet of icy orbs, or his single projectile thrusts. elementals first before returning your attention to Caranthir. If you allow multiple 

elementals to be summoned, it will be that much harder to address the sorcerer. 273 


| OBJECTIVE 


274 


This can be a punishing 
and long fight to deal 
with, so stay focused 

оп limiting the amount 
of harm Geralt endures, 
‘Once you do manage 

to defeat Caranthir, 

he attempts one last 
suicidal attack on the 
Witcher, teleporting both 
himself and Geralt into the waters beneath the ice, Swim for the surface as fast 
as you can to avoid drowning! 


Caranthir attacks with the following: 


Ice shards conjured from a long distance. A few shards cast all at once, or a number 
опе after another. 


Не summons ice elementals to act as bodyguard. 
At close quarters, he casts a spell to toughen his armor with ice. 
He also teleports to gain a better position on you. 

Caranthir should be beaten with the following techniques: 


Movement: At long range, dodge the ice shards easily. Then charge in between his. 
spells, Use Fleet Footed to avoid incoming damage. 


Signs: Use Quick Quen to ignore the multiple shards, an Alternative Quen to absorb 
incoming shards (if they are coming one after another). Caranthir's ice armor can be 
‘melted with Igni; save your Stamina (or Adrenaline) so you can cast it. 


Alchemy: Fight aggressively, and if you're hit use Swallow and Whie Raffard's 
Decoction to replenish your health. Elemental Oil helps up the damage you inflict. 


Ice Elementals: These can be kept alive, and used as cover from Caranthir's ice 
shards. These foes are slow, so slash at them to increase your Adrenaline points. 


Finish him off: Caranthir teleports as soon as you begin to deal damage, so use 
Thunderbolt and heavy attacks to maximize your effectiveness. 


BEARING THE BRUNT OF THE WILD HUNT 


| OBJECTIVES: 


With a sliver of health left, you plunge your sword into Caranthir, who collapses, 
grabs your ankle, and teleports beneath the ice. After kicking free, immediately 
swim upwards, Failure leads to death. As you grab an ice flow, you see Ciri's 
stumble into a portal. When you're able, rush up the ridge to the northeast. 

then drop down and lead the charge with a group of Skelligers to slay a trio of 
hounds. More appear, so be ready for them. 


Jarl Udalryk is also here, fighting valiantly. 


Æ His comments are different depending on whether you helped him during 
Secondary Quest: Possession. 


Rush aboard the flaming Nilfgaardian ship, delivering sharp justice to up to 
five warriors as you progress to the ship's wheel. Leap off the vessel heading 
northeast, onto an ice flow. Kill two more warriors and four more hounds with the 
help of Skelligers and some Nilfgaardian soldiers. Then head north, boarding the 
Naglfar and bearing witness to Crach an Craite's valiant battle at the hands of 
Eredin. At this point, Hjalmar makes an appearance: 


If he is alive (you finished the Clan An Craite Quests), a burning Nilfgaardian 
soldier breaks down the burning cabin doors, and dies at your feet. A cheerful. 
Hjalmar follows out afterwards. 


# If Hjalmar is dead, а skellige soldier follows out afterwards. 


Begin your battle with the leader of the Wild Hunt, watching for his almost 
instantaneous teleport. Roll or quickly sidestep as soon as you see this occur, 
then perfect your parrying and then counter-striking. Patience is key here. 
‘Swift retaliation, the odd in-and-out stabs are better than lengthy attempts at 
combination strikes. Expect heavy loss of health if you're struck. After whittling 
his health down а quarter, Eredin opens a portal, and throws you into a plateau 
on the cliffs atop Undvik! 


кейп 


At this point, һе adds a single, a trio, and a set of six fast ground waves— 
these must be dodged. Then expect him to blink away from you, summon an 
orb close by that saps your health. Flee from the orb, and close the gap before 
dealing more quick strikes, Should Eredin be clad in ice, use Igni to melt it so 
your attacks have more potency. Back up and avoid his series of strong attacks, 
retaliating with a well-timed strike at the end of Eredin's last swing. 


KILLING EREDIN: BATTLE-TESTED TACTICS 


The battle against the 
Wild Hunt overlord 
begins with him 
taunting you. Take that 
time to duck into your 
items menu and use 
potions that will help 
you stay in the fight 
Tawny Oil, Swallow, and 
Full Moon are all good 
choices if you've made the higher quality brews, Blizzard is also a good potion 
for the fight. Eredin's swordplay can be difficult to parry or counter-attack 


The first phase of the fight can be very short, depending on your skill and your 
gear. Eredin hits quite hard even against a well-armored Witcher. Eredin's 
defenses are quite stiff. Reckless attacking will only serve to get you killed when 
he inevitably counterattacks one of your swings. When he has his sword up in a 
defensive stance, he will block your attacks unless you manage to flank him 


Like Ciri, Eredin can teleport. He appears behind Geralt to try and score a fatal 
series of sword strikes, Roll away from him in those circumstances, it's possible 
a simple dodge will not get you out of range. 


Facing Eredin head on is a dangerous proposition. Not only is he a skilled 
defender with his sword, he is more than a match on the offense, His strikes 
come fast enough that it is almost completely unsafe to attempt heavy strikes 
unless itis after a counter-attack and he is temporarily off balance. If you cannot 
perform counters, parry or roll out of the way. 


Watch for him to raise his sword overhead with both hands. This attack cannot 
be parried or countered, only evaded. The attack comes quickly, and can be done 
in the middle of his sword combos, after a teleport, or after he counters Geralt, 


The key to fighting 
Eredin, at any point 

in the fight, is to 

dodge or parry any 
melee attacks, while 
remaining close enough 
to score a heavy strike 
when the opening 
presents itself. This is 

a fight won by inches, 
blow by blow. Getting greedy can be extremely painful for you 


Watch out for him to try backhanding or kicking Geralt. These attacks cannot be 
parried or countered, and if they land will stun the Witcher long enough that he 
тау not be able to roll or dodge the follow-up sword slashes. 


After losing roughly a quarter of his Vitality, Eredin creates a portal and sends 
Geralt and himself to а clifftop arena. This marks the beginning of the second, 
and most dificult phase of the battle 


їп addition to his melee prowess, Eredin gains several new attacks in this 
arena. The first is the ability to fire shockwaves from his sword. This is often 
telegraphed by him teleporting to a far point in the area, and holding his sword 
‘overhead. He fires one shockwave first, then three waves in a fan pattern, 
followed by five. It's a simple matter of running around Eredin to evade the 
attack, but if you are too far away, the last set of shockwaves can be hard to 
evade. Use the delay between each attack to close in and score a hit. 


After a teleport, Eredin can also call down a storm of ice-laden meteors. Stay оп 
the move, and avoid the projected impact zones, appearing as a patch of ground 
glowing brighter that the rest. If you get hit, you will be partially frozen and move 
much slower, making it more likely that you suffer multiple hits. You can run 

up to Eredin while he channels this spell, and get him to hurt himself with the 
meteors for a good amount of damage. This immediately cancels the spell, 

and leaves him open for an attack. 


His final new attack is the ability to summon magical spheres at Geralt's feet, 
which explode after a short delay. As with the meteors, getting harmed by this 
will partially freeze Geralt and make him much slower on his feet. Keep moving, 
ideally towards Eredin, and land a heavy strike to cancel the spell. 


After Eredin falls below a third of his total Vitality, he taunts Geralt again, and 
he becomes significantly more aggressive. Remain calm, and continue to 
concentrate on minimizing how much he hits you, while scoring hits whenever 
he presents the opportunity. 


Just before defeat, Eredin will open a portal back to the ship the fight began on, 
presumably to try and leave Geralt stranded on the cliff top above the shores of 
the Marlin Coast. Follow the elf back through the portal, and finish him off! 


END: COLD CONTEMPT 


When Eredin is almost brought down, he vanishes in an arched portal. Head 
through, appearing back on the Naglfar. After a few more well-placed slashes, 
you better Eredin in combat. Slumped and without his mask, he tells you Avallac'h 
has tricked you both—and has made off with Сиа! As hounds bound up onto 
the deck, you're grabbed by Yennefer, and sucked back into her portal. The quest 
concludes, and Main Quest: Tedd Deireadh, The Final Age immediately begins. 


O QQ QO OANGER ALERT 


Related Quests: Main Quest: On Thin Ice 
Locations: Martin Coast (Undvik), Nilfgaardian Camp, Tor Gvalch'ca 
Characters: Yennefer of Vengerberg, Avallac’h, Cirilla 

Enemies: Mountain Giants, Cyclopses, Forktails, Hounds of the Wild Hunt 


THE CONJUNCTION OF SPHERES HAS BEGUN 


f OBJECTIVE 


You return back at the 
Niltgaardian Camp 

in Undvik. The sky 
crackles with furious 
energy. A gate between 
worlds is forming, and 
you must reach the 
distant Tor Gvalch'ca 
(tower), and stop 
Avallac’h before itis 
100 late. Ask Yennefer what to expect if you like (her response isn't the most 
optimistic). Then set off with Yennefer. Head southeast, through the giant's 
gate, dashing past the huge disintegrating ship and following the path around 
to the west. Avoid any falling fire by giving it a wide berth. Whistle for Roach at 
Hjalmar's old camp—now a Nilfgaardian outpost. 


“AND GIANTS SHALL FACE GIANTS IN BATTLE...” 


Wait for Yennefer 

and gallop after her 
steed, racing between 
fearsome ice giants, 
earth elementals, and 
forktails. Though you 
can stop to fight them. 
(usually resulting in 
your death), time is of 
the essense. Maneuver 
through the pitched battles with these behemoths. Fire from the heavens scorches. 
the earth. 


PEREDINSTHE BEST BATTLE TACTICS 


MP DEFEATI 


Eredin attacks with the following: | 

Swords: He is adept at swordplay, enhanced by the Wild Hunt's magic. He can 

perform long combos, block your attacks and Signs, and can easily counter you and | 

strike back viciously afterwards, | 
| 


Teleports: He uses a short teleport to overpower your mobility. He gains ice armor 

every time he employs this technique. Once damaged, he drags you through a portal 

to a large arena. 

Spelis: On the cliff top arena, he uses three spells to defeat you: a single slashing 

wave of power, a multiple stash wave of power, and a rain of ice shards. 

Eredin should be beaten with the following techniques: 

Signs: Melt his ice armor with Igni. Eredin can block your channeled igni, but cannot | 

perform any other action during this time, buying you some time to replenish your | 

health with food or potions. Use Yrden to weaken Eredin's mobility. | 
| 

Swordplay: Eredin's long combos аге deadly, so hold your guard and walt for а good | 

opportunity to strike. 

Bombs: Samum is a low risk, high reward strategy; a well-timed throw lets you 

utilize a few extra attacks as Eredin staggers from the explosion. 

Dodge Eredin's spells with swift movement, retreating, and Quen. The rain of shards 

is both chaotic and dangerous, so look for shadows of incoming shards and move 

away from them. 

Finish him off: When Eredin is low on health, he desperately casts rain of ice shards and. | 

escapes through the portal; waste no time following him, and dodging any last shards. | 


Strange portals appear, 
and you must quickly 
climb the frosted 
mountain path, to slain 
Nitfgaardian soldiers. The 
White Frost is upon you! 


Dismount, climb the 
rocks, and wait for 
Yennefer to cast her 
shielding spell. Follow her within the protective dome of this incantation, up the 
steps and slay a hound of the Wild Hunt. Pass by some caves as the great tower 
looms ahead of you. Defeat another hound on the snowy cliff path, then continue 
to the foot of the tower, where Avallac'h has erected a magical barricade, 
Yennefer makes a tear through the barrier, and you run through. 


THE WILD HUNT ARE DEFEATED. 
THE WHITE FROST IS NOT. 


| OBJECTIVE 


Head roughly north up the winding steps and steep path of Tor Gvalch'ca, and 
into the central summoning circle where Avallac'h is. You tell him to draw his 
weapon, but he throws it away. You can: 


# Tell him you're not falling for that. 
# Tell him that won't spare him. 


The outcome is the same: Cin appears to prove Avallac’h isn't the threat 
you deem him to be, She aims to enter the tower. Answer her how you wish 
regarding this plan. She aims to rid the world of the White Frost. You have four 
conversation choices, Answer her how you wish (and choose from a second four 
choices with a timer), as she steps forward into the tower despite any protests. 
Her fate now resides in your past choices, as this quest concludes, and one of 
three Epilogues commences... 
FATE OF THE S 


THE END OF CIRI'S STORY 


The five most important choices you made in your adventure now influence the fate 
of Cirilla as she battles the White Frost. If you wish to know more, reference the 
Endings section of this tome (page 276). 
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OVERVIEW 


The following information is SPOILER HEAVY, and reveals how to obtain each of the three playable Epilogues to the Critical Path Main Quests, as well as every 


possible ending. 


Enemies: Peasants, Wild Dogs, Water Hag, Grave Hags, Weavess 


L _ 
* This conclusion of your Wild Hunt occurs if you made three of the previous five 
choices during your adventure: 


> During Act И: Main Quest: Blood on the Battlefield, you chose to drink with 
| Ciri instead of engaging in а snowball fight. 


> During Act Il: Main Quest: Blood on the Battlefield, you chose to take coin 
from Emhyr when visiting with Ciri, instead of refusing it. 


| > During Act IIl: Main Quest: Final Preparations, you decided to talk to the 
| Lodge of Sorceresses instead of letting Ciri go in alone, 


| > During Act it; Main Quest: Battle Preparations, you gave Ciri Lara Dorren's 
| necklace instead of letting her ransack Avallac"h's laboratory. 


| D». During Act Ill: Main Quest: Battle Preparations, you refused to let Ciri visit 
| Skjal's grave on Hindarsfjall 


LAMENT FOR A SLAIN SWALLOW 


OBJECTIVE 


Berem 


It is late in the evening as you slog your way through the muck of Crookback 
Bog. There is a murderous intent shining in your eyes. Head east to reach 

the werewolf, He seems to be resigned to his fate, telling you the swamp is 
poisoned, and he has no strength to hunt humans. You ask about the crone, The 
опе that stole your dead daughter's medallion. Then you give the beast a choice: 


# "No": A quick death, in combat against you. The werewolf and you engage in a 
Vicious battle, This quest then skips to locating the crone you seek. 


# “There's опе": A sparing of life, of the werewolf that now helps you. Follow the 
werewolf roughly northwards, until Berem senses a wolf... and men. 


| OBJECTIVES: 


The men have caught а she-wolf. They mean to kill her for sport. One of the 
hunters is missing an ear. Answer the hunters as you wish. They refuse to speak 
of the стопе or free the she-wolf. 


SPOILER ALERT XX X 


arse, a fracas begins. 
Slay all ten hunters, 
and two wild dogs 
they set upon you. 
Berem claws at these 
peasant too, and 
victory is assured. 


** Telling them it's none of your business. You leave them to torture the she-wolf, 
and continue deeper into the bog with Berem. 


You finish off your final foe, and Berem mentions one of the she-wolf's cubs has 
survived. You remain unmoved (but fleet of foot) there is no time to save the cub. 
Continue east across the great swamp, following Berem. You may have to tackle 
a water hag, but the familiar pathways leading to Crookbag Bog Orphans’ Village 
‘soon appear. You dismiss Berem, telling him to rescue that cub. He must flee. 


DESPAIR DEVOURS YOU, AS MAGGOTS 
DEVOUR A CORPSE 


OBJECTIVE 


FACING TH ОКОМ ЕТОМ 


If you killed the werewolf, simply head east through the swamp to the Orphan's 
Village within Crookbag Bog, and face the crone alone, 


Weavess 


The last of the crones speaks to her dead sisters, vowing revenge. You reach 
her home, and coax her away from the tapestry. She mocks your dead daughter, 
and her accursed blood. When battle commences, prepare to face Weavess, two 
drowners, a water hag, and a grave hag. Concentrate on the crone, watching for 
her transforming disappearance into a flock of crows. 


You cut the head from the last of the Ladies of the Wood. The shrine room is 
ransacked, until a small box containing Ciri's Wolf Medallion is found. You sit, 
head in your hands, as the sun finally sets over Temeria. 


This quest now concludes, After the Credits roll, you can continue to complete some, . | 
but not ай Secondary Quests, though the Main Quest has now finished, 


This conclusion of your Wild Hunt occurs if you made three of the previous five. 
Choices during your adventure: 


[> During Act Il: Main Quest: Blood on the Battlefield, you chose to engage in a · 
| ‘snowball fight instead of drinking with Ciri. E 
b 


During Act I: Main Quest: Blood on the Battlefield, you refused to take coin 
| from Emhyr when visiting with Ciri, instead of taking it. 
> 


During Act Il: Main Quest: Final Preparations, you decided to let Ciri talk to 
h > During Act Ill: Main Quest: Battle Preparations, you allowed Ciri to ransack 


the Lodge of Sorceresses alone instead of going with her. 


fi 
' D». During Act it: Main Quest: Battle Preparations, you made time to visit Skjall's 
grave on Hindarsfjall, instead о! refusing Ciri's request. 


M you made three or more negative choices, Ciri is dead, and Something Ends, 


|| something Begins () occurs instead. 


| 
|| For this ending, the following must also occur: 


i > During Act Il: Main Quest: Blood on the Battlefield, you agreed to visit Vizima 
|) amd presented Ciri to Emhyr. 


> During Act Il, you completed The Assassins" Quests (Secondary Quest An Eyo tor 
2 an Eye, Secondary Quest: A Deadly Plot, and Secondary Quest: Redania's Most 
Wanted), and during Act Ill you completed Secondary Quest: Reason of State, 
killed King Radovid, and sided with Vernon Roche. Subsequently, the emperor 
and Nilfgaardian army won the war over the Redanians and 2 


THE IMPATIENT HUNTRESS 


OBJECTIVE 


A few months have passed. Dandelion and Zoltan are making merry in the White 
Orchard tavern, chortling about past conquests. You refuse a flagon of hooch, 
since you promised you'd be at the huntsman's cottage. 


# If you are romantically involved with Triss Merigold, she joins in the revelry at the 


tavern table. 


If you are romantically involved with Yennefer of Vengerberg, she smiles at the 
festivities from the tavern table. 


If you have no romantic entanglements at this point, there is an empty chair at 
the tavern table. 


Time has passed, and it is chilly out. A thin blanket of soft snow shrouds the 
roads and thatched rooftops. A peasant is having trouble with his horse. Aid 

him (Secondary Quest: Faithful Friend, see page 205), or continue. You pass а 
peasant in the village. You might stop by for some of his wife's pie later. Head 
roughly westward, out of the village, toward the hunter's cottage on the outskirts. 
Mislav is outside, tanning a hide. He tells you “she” is eager to roam the fields, 
and learn the ways of the hunter. But she is too impatient. 


|j, Avallac'h's laboratory instead of giving her Lara Dorren's necklace. 1 


PLAYING HARE AND HOUNDS 


сша 


Your daughter is over yonder— roughly westward across the frozen pasture 
She sits atop a small cluster of boulders, staring into the snow. She seems a 
litle melancholy, and isn't up to snaring rabbits. She wants to see the griffin's 
nest—the one you found many months ago. Answer her how you wish, before 
you set off. 


Follow the path south and begin to climb the stone ledges leading up to the. 
griffin's lair. Leap the crevasse, and you reach the nest at the brow of the hill. You 
warn Ciri to take care, but she refrains from listening. This is to her detriment, as 
a forktall has taken up refuge in this nest, and charges you both! Slay the forktail 
Afterwards, you warn Ciri of her narrow escape, but she seems not to care, She's 
frustrated by something. You offer to go fishing, 


VESEMIR'S TECHNIQUE 


| OBJECTIVES 


Travel northeast, 
passing through the 
Abandoned Village 
where you fought 

the noonwraith. Just 
beyond, down the slope, 
is an iced-over lake 
where a bear is pawing 
for pollack. You plan to 
scare the animal off. 
This is achieved by either slaying it, or frightening it with a bomb or a 
crossbow bolt 


Without rods, fishing could be difficult. But you've a litle trick to show Ciri, 
‘Something Vesemir might have taught you a long time ago... Choose a bomb, 
aim and lob it into the fishing hole, and wait for the explosion, The hole cracks 
open. and four pollack are blown up and onto the ice. Gather them all up, using 
your Witcher Senses if you can't immediately find one. 


5 
3 
5 
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YOU'LL BE FINE. You RE A WITCHER. 


OBJECTIVE 


Follow Ciri as you walk through the woods on this cold, crisp morning. You speak 
of past exploits and Ciri remarks that you never gave her the piggyback ride that 
she was promised. She jumps on your back. You dash around and both fall to the 
snow, laughing. It is time to head баск, Follow Ciri in a vaguely northern path, 
recounting her youth at Kaer Morhen. Past the white orchards. 


Ciri almost managed to forget today was the day. She rides to Nilfgaard. To 

her father, Emhyr. Today is the time for Ciri to stop running. If she wishes to 
enact change, it must be from a throne; not hunting monsters around forgotten 
villages. Ask her if this was her choice, and that you could have been told, then 
ask if this is what she wants. It is. You can answer her how you wish, before she 
hands over her sword, and gives you a long hug. Then she joins the Nilfgaardian 
company as they set off to crown a new empress. 


This conclusion of your Wild Hunt occurs if you made two or more of the previous 
four choices during your adventure: 


> During Act Il: Main Quest: Blood on the Battlefield, you chose to engage in a й 
‘snowball fight instead of drinking with Ciri. 


> During Act Ii: Main Quest: Final Preparations, you decided to let Ciri talk to 
the Lodge of Sorceresses alone instead of going with her. 


р During Act Il: . you stowed Gt a ransack AA 
Avallac'h's laboratory instead of giving her Lara Dorren's necklace. 


D> During Act Ш: Main Quest: Battle Preparations, you made time to visit Skjall's | 
grave on Hindarsfjall, instead of refusing Ciri's request. 


Mf you made three or more negative choices, Ciri is dead, and Something Ends, 
‘Something Begins () occurs instead. 


For this ending, the following must also occur: 


> During Act Il: Main Quest: Blood on the Battlefield, you made sure not to visit 
Vizima and did not present Ciri to Emhyr. ‹ 


| D> or ifthe Nifgaard lost the war, and either Radovid lives, or Dijsktra 
rules Redania. 


There are three variations to this ending. The first two require the following: During 

Act l. you must have completed The Assassins’ Quests (Secondary Quest: An Eye 

for an Eye, Secondary Quest: A Deadly Plot, and Secondary Quest: Redania's Most 
\ Wanted; and during Act Il, you must have completed Secondary Quest: Reason of ; 
4 State, How this quest ended influences this ending: 


"> it you killed King Radovid and sided with Vernon Roche and Thaler against 
Dijkstra, the Nlfgaardians rule over this land. The emperor moves his troops 

| from Vizima Palace, leave this land, and free Temerian troops reclaim it 

| peacetly. This is Ending m d. 


D» If you killed King Radovid and sided with Dijkstra against Vernon Roche and 


| ‘Thaler, Dijkstra rules over this land. He isn't a violent despot, but his troops 
dee seeking clues of conspiracy, driving spies and enemies of the crown 
| away from the land, This is Ending ЇЇ (II). » 


| > Did you ignore Secondary Quest: Reason of State? Then Radovid is still 
| very much alive, and rules over this land. The emperor needs to flee from. 


Vizima Palace and witch hunters are everywhere, violently oppressing the 
| — population. Uprisings are crushed, and an air of despondency hangs like 
poisonous cloud. This is Ending II (Ш). i» 


This quest now concludes. After the Credits roll, you can continue to complet vnd 


SPOILER ALERT ХХ Х| 


THE GENTLEMAN WILL LEAD. 
THE EMPEROR WILL FOLLOW. 


OBJECTIVE 
One week has passed. The war between Nilfgaard and Redania has concluded, 


Emperor Emhyr var Emrels 
and you have been summoned to report to the Emhyr on the search for Ciri. 

You are beckoned forward by the chamberlain. In the hall, an officer is drilling nis 
troops. What he says depends on who won the war: 


р Ending Il (1): f the emperor and Nitfgaardian army won the war over the 
Redanians and King Radovid, the wealth of Novigard is ordered to be guarded 
from looters. In addition, there is talk about an approaching delegation (probably 
the Redanians ready to sign a peace treaty). 


> Ending in (II and Ш): If the emperor and Nilfgaardian army lost the war over the 
Redanians and King Radovid, deserters are ordered to be shot. In addition, there. 
are further reports on deserters. 


Other courtesans mention the war depending on the outcome, too. 


You are shown into the emperor's quarters. You inform him Ciri is dead—slain as 
she attempted to stop The White Cold prophecy. Only Avallac'h knows this apart 
from you both. Yennefer has decided to stay in the north. And you? 


* Tell him you have post-war work to do. 
* Tell him it's none of his business. 


He asks И Ciri conveyed anything to you about him. Answer him (your response 
elects a small modicum of sadness depending on how flippant you pretend Ciri 
was about the emperor): 


* She regretted not saying goodbye. 
* That he wasn't a good father. 

* Or she didn't talk about him. 

The emperor requests that you leave. He never wishes to see you again. 


A BLADE FIT FOR A WITCHER THE SWORD AND THE SWALLOW 


OBJECTIVE. _ | OBJECTIVES: 


Gallop from the garrison, traveling south and then southeast along the river road, 
and into the village of White Orchard. 


> Ending in (1): There 


are no tents at 
the threshold of 
White Orchard, 
instead the flags. 
of Temeria proudly 
fiy. En route to the 
tavern, you pass the. 
‘same contigent of 
Nilfgaard planning a 
Some time later, having returned to White Orchard uate out of hore. At i ̃ Окон v ree 
village on the road to Vizima, you sit a spell and > Ending in (II): The 
speak with some merchants on the old road to the Redanian tents аге 
ruined Nilfgaardian Barracks, They speak of the war, still there as the. 
and what is to come leaderless troops 
> Ending III (1): They mention the Nilfgaard are fleeing рз Eren 
(in reality, they are retreating so the Temeranscan үе" жүл 
fill the power void), and they've left some casks о! я 
wine behind. И 3 
= — — here are propaganda |> 
> Ending in (1): They mention the fleeing Nifgaard, and the bandits sensing the posters of Dijkstra S 
void caused by tho ensuing chaos. everywhere. His troops are looking for conspiracy agents, and ralsing taxes. p" 
> Ending in (II): They mention that with the Black Ones gone, the witch hunters are — D» Ending in (10: The Redanian tents are here, as the troops go from hut to hut, 
‘moving in. But Ме wil still roll on, looking for nonhumans and mages alike. As you head past one cottage, a small 
^ Mount your trusty steed, and ride Roach roughly northward along the road. Не атс umi LLLI SES 
On the way, you notice one of the following: ropes 
> Ending in (): After the crossroads, you pass a large contingent of Nilfgaardian soldiers inside (i 
cavalry and infantry troops, having left the Garrison beyond the swamp. you wish). Then ride 
> Ending in (I): At the crossroads, you pass a group of Redanian troops looting the ded man e 
corpses of a merchant caravan you hope they didn’t kill. ren 


> Ending III (11): At the crossroads, you see the corpses of a merchant caravan 
rotting in the sun. There are wolves nearby. 


Follow the road north, through the small swamp and up the wooden steps of — 
the Nilfgaardian Garrison. Your contact has been r to the table where the hooded woman ls siting. 


You inform Ciri that the deed is done. She asks if the emperor believed you, You 

Кесте ler e a pas куел bu don't care either way. You talk of your next contract, and present Ciri's fine new 
y 9 aR blade. She'll have plenty of opportunities to wield it... as a Witcher! 

© “Zireael,” Ciri's elvish name, 


* "The Flash that Cuts," the blade's name. 


After you pay him in gems, he tells of a striga prowling the Maribor Forest 
But you have a rendezvous at the White Orchard tavern, first. Or perhaps try this 
weapon out yourself, on a nearby training dummy. 


ITEM: Quest Item: Zireael or The Flash that Cuts 


This quest now concludes. After the Credits roll, you can continue to complete some, 
but not all Secondary Quests, though the Main Quest has now finished, 


279 


280 


SPOILER ALERT X Ж Ж, 


Congratulations, Witcher! You ve made it to the end of your main adventure. Before you continue your explorations after the Credits roll, be aware of all the different 
endings that you can obtain, and how to obtain them. Some of these ending scenes play out prior to the very end of the Main Quest. 


"CHARACTER ENDINGS 


The following details the fates of characters prior to the end of the Main Quest. 


CONCLUSION 1: THE FATE OF THE BLOODY BARON 


А Changed Man: The Baron takes his wife Anna to the Blue Mountains, if you The Hanged Man: The Baron hangs himself, if you freed the tree spirit during 
Killed the tree spirit during Main Quest: The Whispering Hillock, and completed Main Quest: The Whispering Hillock, and completed Main Quest: Return to 
Main Quest: Return to Crookback Bog (since the Baron's wife Аппа was tumed ^ — Crookback Bog (since the Baron's wife Anna was turned into a grotesque hag 
mad by the стопе). and died). 


CONCLUSION 2: THE FATE OF SARA THE GODLING 


In Godling We Trust: Sara stays in the dream house of Novigrad, if you chose to Banishment: Sara is cast out of the dream house of Novigrad, if you chose to 
make a deal with her during Main Quest: Novigrad Dreaming. You can visit Sara row her out during Main Quest: Novigrad Dreaming. She appears during Main 
and Corrine in the house, where they live together. Quest: Bald Mountain, having met and befriended Johnny. 


CONCLUSION 3: THE FATE OF KEIRA METZ 


А New Friend: Having fought in the Battle of Kaer Morhen, the sorceress А Savage End: Headstrong but very, very wrong in her opinion that she could 
befriended the Witcher Lambert, and took him with her on her further adventurers. change Radovid's mind about her magical abilities. She was made an example 
An odd couple to be sure, if you chose to convince her to head to Kaer Morhen of and put on a stake in Hlerarch Square, if you chose to agree she should go to 
during Secondary Quest: For the Advancement of Learning. Radovid during Secondary Quest: For the Advancement of Learning 


CONCLUSION 4: THE FATE OF WHORESON JUNIOR 


A Changed Man: The doppler named Dudu successfully impersonated Whoreson А Pitiful Wretch: The subsequent weeks and the wrath of the Big Four took 
Junior, and the whoremonger turned over a new leaf as his businesses its toll on the wretched Whoreson Junior, who fell from power into the effluent 
flourished, if you elected to kill the real Whoreson during Main Quest: Get Junior. gutters of The Bits, if you elected to spare him during Main Quest: Get Junior. 


CONCLUSION 5: THE FATE OF MAGES 


АМ! Aboard to Kovir: With Radovid's purge of the mages thwarted by you and On Stakes in the Square: With Radovid's purge of the mages left unstopped by 
Triss—having successfully completed Secondary Quest: Now or Never—the king you or Triss—having ignored Secondary Quest: Now or Never—the king and his. 
turns his attention to nonhumans instead. But sorcery is safe. For now. witch hunters turned Novigrad into a death trap for those of a magical disposition. 


The following details the fates of characters after the end of the Main Quest. 


CONCLUSION 6: THE RULER OF NOVIGRAD AND VELEN (NO MAN'S LAND) 


Radovid: A tactical genius, he handily defeated the Nilfgaardians to the south, and Radovid became ruler if you ignored all of the Assassins’ Quests, and did not 
complete Secondary Quest: Reason of State. Radovid's subsequent witch hunt resulted in the murder of thousands of pellars, herbalists, and nonhumans. 


CRITICAL PATH 
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Dijkstra: The emperor was repelled in the field, Radovid fell victim to assassins, and a shadowy force took up the reins of power, if you completed all of the Assassins" 
Quests, Secondary Quest: Reason of State, and sided with Dijkstra. A consolidation of his rule and industrialization followed (for the good of his subjects, but contrary 
to their will). 


Emhyr var Emreis: With Radovid falling to an assassins’ blade, the Northern Realms fell to the Emhyr's countless legions, if you completed all of the Assassins" 
Quests, Secondary Quest: Reason of State, and sided with Vernon Roche and Thaler. Emhyr redirected his forces, while the Temerians got their country back. 


CONCLUSION 7: THE FATE OF THE EMPEROR 


Emhyr var Emreis livest: After Radovid's forces were dealt with, Emhyr tuned to Emhyr var Emreis dies!: Boundlessly obedient as long as victory continued, 

those who had conspired against him (soldiers and aristcrats alike) and showed —— Emhyr's subjects attacked after his string of humiliating defeats, and slew him 

по mercy. This occurs if the Ruler of Novigrad and Velen is Emhyr var Emreis. on the steps of his palace at Vizima. This occurs if the Ruler of Novigrad and 
Velen is either Radovid or Dijkstra. 


CONCLUSION 8: THE RULER OF SKELLIGE 


Cerys an Craite: There was no raiding of foreign shores, as Cerys tumed to саге Hjalmar an Craite: Despite the war on the Continent ending, Hjalmar vowed to 
for her own people and lands. Skellige prospered greatly, albeit with its fangs of loot and burn the shores of the hated Empire of Nilfgaard every spring, even if he 


yore dulled. This occurs if you completed the Clan An Craite Quests and sided was to drown his own people in blood. This occurs if you completed the Clan An 
with Cerys during King's Gambit. Craite Quests and sided with Hjalmar during King's Gambit. 


= — 


Svanrige Bran: The young king was no puppet. Tired of the Jaris’ incessant 
feuding, he transformed the isles into an absolute monarchy like those of the 
Continent. This was an achievement thick with the blood of his countrymen. This 
occurs if you ignored the Clan An Craite Quest: Secondary Quest: King's Gambit. 


CONCLUSION 9: THE FATE OF CIRI CONCLUSION 10: THE FATE OF GERALT 


Ciri is Dead?: Since the memorable events on Undvik, Ciri is yet to be seen. With Triss: It is hard to believe, but Geralt finally planted roots in far away Kovir. 
Which hardly means she's never to return. This occurs if you completed Epilogue: Тһе smell of freshly-baked cakes, an occasional job to undertake, and a fortune 
Something Ends, Something Begins | (more negative choices than positive ones іо spend as Triss was mage advisor to Kovir's king, The occurs if you completed 
during Main Quest: Blood on the Battlefield, Main Quest: Final Preparations, and Secondary Quest: Now or Never, told Triss you loved her, and chose to be with 
Main Quest: Battle Preparations). her. If prompted, you also need to ignore the advances of Yennefer during 
Secondary Quest: Last Wish. 


Ciri is Empress: Returning to her paternal home of Nilfgaard, Ciri had the 
requisite qualities of an empress (political instinct and a sense of simple, With Yennefer: Geralt and Yennefer retreated away from politics to a quiet, calm 
human decency). Emhyr prepared to name her his successor. This occurs if you life together. They ate breakfasts well after noon, most often In bed, passing time 
completed Epilogue: Something Ends, Something Begins II (more positive choices on lazy strolls or long conversations. This occurs if you completed Secondary 
than negative ones during Main Quest: Blood on the Battlefield, Main Quest: Final Quest: Last Wish, and chose to be with Yennefer. If prompted, you also need to 
Preparations, and Main Quest: Battle Preparations, and you visited Emhyr during ignore the advances of Triss during Secondary Quest: Now or Never. 

Main Quest: Blood on the Battlefield). Radovid must also be dead (you completed 
Secondary Quest: Reason of State), and you must side with Roche and Thaler. 


Forever Alone: Sticking to his profession, living hand to mouth, always on the E 
road, ever соіпіеѕ. A drink with Dandelion to speculate what could have been. & 
Ciri is Alive: Choosing to live as a Witcher, on the Path, Geralt taught her all he This occurs if you completed both Secondary Quests: Last Wish and Now or 3 
knew, before they each set off on their own. Rumors spread from the Yaruga Never, and told both Triss and Yennefer you wanted to be with them. Or, this E 
to the mountains of Kovir of this ashen-haired adventures. This occurs if you occurs if you ignored both these quests, and any romance options with Triss 8 


completed Epilogue: Something Ends, Something Begins IIl (more positive 
choices than negative ones during Main Quest: Blood on the Battlefield, Main 
Quest: Final Preparations, and Main Quest: Battle Preparations, and you did not 
visit Emhyr during Main Quest: Blood on the Battlefield). 


ог Yennefer, 
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EPISODE I: @ 
HEART OF STONE » 


(MAIN QUESTS) 


In which a Witcher is dispatched to сипай the havoc caused by the Wild Ones and their ruthless 
bandit captain named Olgierd von Everec, an infamous rogue said to possess the secret of 
immortality. But even the most powerful of men are beholden to unseen forces, for it seems both 
Olgierd and Geralt are in the service of an entity more cunning than any encountered before, 

the mysterious Man of Glass. Exploring the streets and sewers of Oxenfurt, recruiting a crew 

of professional thieves, running into an old friend and accompanying her to a wedding party in 
Gustfields (where you may not be feeling yourself), and learning the horrifying secrets of the Von 
Everec Mansion, are all part of this exploration. 
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Related Quests: Hearts of Stone Main Quest: Dead Man's Party; 
Hearts of Stone Main Quest: Scenes from a Marriage; 
Hearts of Stone Secondary Quest; Enchanting Startup Costs; 
Hearts of Stone Secondary Quest: Rose on a Red Field 

Locations: Seven Cats Inn, Garin Estate, Oxenfurt Sewers, 
Novigrad Beach, Yantra 

Characters: Olgierd von Everec, Wild Ones, Adela, Shani, 
Gaunter 0'Dimm (Master Mirror] 

Enemies: Drowners, Toad "Prince", Ofieri Soldiers, Ofieri Mage 


ART APPRECIATION WITH OLGIERD 


OBJECTIVES 


| This quest is accessible immediately once you have the Hearts of Stone Expansion 
(eheck your Quest menu for the objective). It is advisable to be at least Level 30 ] 
| before attempting this quest. 


The Seven Cats inn beckons; locate the Notice Board there, where you'll find a 
man hammering a note. Apparently there's something large and unpleasant in 
the sewers under Oxenfurt that requires a monster slayer. The man directs you to 


the issuer of this request; Olgierd von Everec. 


MW 


|. Gather an additional notice on this board; “A Runewright Upon Your Shores Has 
| Landed" to begin Hearts of Stone Secondary Quest: Enchanting: Start-Up Costs. 


DARY 


UESTSTH BWR 


HT STUFF 


ECO! 


Olgierd is currently 
residing in a manor 
house to the northeast 
of the Seven Cats Inn, 
їп a newly-discovered 
part of Gustfields. Ride 
across meadow and 
vale until you reach the 
Garin Estate. The place 
ls guarded by some 
uncouth (but reasonably friendly) ne'er-do-wells known as Wild Ones. Enter the 
premises, and you're accosted by more of these wisecrackers. You can: 


Find out more about the Wild Ones by asking them. 


# Answer that they're a “bunch of idiots" to encourage a quick fist-fight with one 
of them 


Answer that you're “here on business” to keep your fists from becoming bruised. 
After your chat, you're escorted upstairs to meet the Ataman himself. 


‘You meet Oigierd in one of the rooms in the manor. 
After revealing that sculptured nudes by Votticelli 
aren't really his cup of tea (answer how you wish), he 
beckons you down to the great hall for a celebration 
(something his cronies seem to be perpetually 

engaged in). Feel free to ask what the celebration is 
about, before getting down to contract negotiations. 
Agree immediately (for an undisclosed sum), or ask 
specifically (Olgierd agrees to 450 crowns and any 
memento from the manor house). Then leave the revelers. 


еа 


| Upon exiting the manor house, you're met by а blunt Wild One woman named Adela, 

who reckons teasing you about your cat. les eyes is going to win you over. Does it? 

This begins Hearts of Stone Secondary Quest: Rose on a Red Field. | 
— — — 


Oigierd von Everee 


THE ROAD TO THE TOAD 


| OBJECTIVES 


Journey southwest to the second city of Oxenfurt, 
and locate the open well in the northern part of 
town, Climb down the ladder, and examine the 
following using your Witcher Senses 


* Boot prints from a man. 


• А smaller set of boot prints from a woman. 
She came alone. 


-j 


Continue into a large sewer chamber of grating and gates, and fight off а 
Drowner. Then continue your Witcher Sense search: 


* Find a corpse in the south-east corner near a grating. It was felled by a blade, 
not a monster's claw. 


Further into the chamber are the cries of a woman in distress. This turns out 
to be a field medic for the Redanian Army, vainly attempting to revive one of 
her soldier escorts, You're surprised to recognize her as Shani, an old and dear 
friend, sent here to gather a sample of venom spewed by the monster residing 
here. Converse as you wish. Though she needs no help, you both agree to find 
the location where the monster attacked 


> RECT-COMBAT-PR 


It's wise to Meditate, brew any potions and purchase provisions for your forthcoming 
sewer exploration before descending. Golden Oriole is a must-have! 


| OBJECTIVE 


Follow Shani to the bent grating, Use your Witcher Senses to reveal a section of 
weakened wall on the right, before using Aard to demolish the wall. Walk into а 
subsequent chamber, where further evidence of the monster's violence is found 
Converse with Shani as you wish; only one of Shani's men is still unaccounted 
for. You can either search the area for the skeleton key held by the commander 
in order to make your way down the sewers or you can jump down the hole in 
order to explore the sewers more quickly. 


After reaching the lower level of the sewers, prepare to battle around six to eight 
Drowners. Afterward, examine the corpse here where an interesting discovery 
is made. Battle a few Drowner stragglers until none remain, and optionally 
locate the slime patches (showing the beast was just here) and further corpses. 
Move toward the central sewer chamber where you agree to lure the beast out 
Naturally, you're the bait 


BIG. BAD. UGLY. SQUATS IN THE SEWERS. 
| OBJECTIVE 


A giant Toad lands with a disgusting squish on the ground of the circular 
chamber, You must vanquish this poisonous, bloated beast before you continue. 


M DEFEATING TOAD АРАМ СЕЗІН BEATS ATTACKS 


The Toad Prince has the following attacks and maneuvers to be aware of: 


Jump: Expect a leaping maneuver whenever the Toad jumps to face you, jumps 
forward to change position, or leaps back when you're too close. It likes to leap and 
Jand behind or to the side of you, forcing you to change view. Simply lock onto the 
boast when this happens so you don't lose sight of it, and roll or dodge so you aren't 
a sitting duck, 


Jump and Squash: Closer in, the Toad Prince's leap sometimes ends with it knocking 
you down with the sheer force of its impact, staggering you. Make sure you rapidly 
react with a well-timed roll or dodge. 


Vomit: This disgusting projectile is usually vomited out at closer ranges, obscures 
your vision like a Water Hag's attack, hits in a wide arc, and is poisonous. It is also 
easily dodged. 


Spit: Another revolting offensive technique, the Toad launches a blob of spit at you, 
inflicting poison damage if it connects, and turning into a poison cloud at the point of 
impact if it doesn't. Dodge it! 


Tongue Lash: When you're at long-range, expect a darting lash straight at you. At 
mid-range, the lash is at a wider, horizontal angle. A roll or dodge, or a retreat when 
you see the monster's maw open, helps minimize damage, A riskier plan is to roll 
directly at the Toad, slicing at it (usually at the side) while the tongue attack finishes. 


Gaseous Emissions: Poison sacs on the Toad's back throw up large poison globules 
that explode and cause a small puddle and poison cloud to appear when they impact 
(which are three random points in the arena). Avoid the puddle and cloud; backing 
р is a good plan here. Then light the gas clouds with Igni (assuming you're not 
inside theml). 


General Toad Tactics: As soon as the battle begins, the Toad utilizes ranged attacks 
to dominate the arena. Get in close, and the Toad jumps, landing and attempting to 
strike you to inflict tremendous damage and knocking you down, Stay too far away 
and remain defensive, and expect poison clouds (both via spit and gas attacks). 
The Toad's large health and powerful attacks mean you need to keep moving, and 
looking for an opening to inflict as much damage as possible. 


MY DEFEATING TOAD *PRINGE 


THEBESTBATTLE TACTICS 


А Good Defense: As the battle begins, cast Quen to add an extra layer of protection. 
Even better is the Golden Oriole potion, which nullifies the Toad's poisonous attacks, | 
and allows you to heal yourself using the Toad's previously deadly gas clouds! 


Circling for the Kill: Keep yourself moving at all times, ideally circling left or right of 
the Toad and moving toward it. This usually allows you to more easily evade any of 
the Toad's attacks, or at least gives you a greater chance to react to them, 


‘Swordplay and Yrden: Cast Yrden at mid-range and retreat so the Toad follows you, 
enters your magic circle, and slows down considerably. Coat your sword in Cursed 

Oil, then make up to three strong strikes before retreating. Without Yrden, dodge or 
roll to the side (as you would attack a Bear), inflict two regular slashes, and retreat, 


Igni and Ranged Attacks: Despite Shani mentioning the Toad's lack of fearing fire, 

this foe can be damaged with igni, though this isn't as significantly damaging, and — | 
is mainly used to clear any poison clouds in your vicinity. At long range, lob in a 
Northern Wind bomb to immobilize this foe. Throw Superior Dancing Star from 

the сһатбег edge is another option, to stun the Toad before following up with 

sword violence. 


W OTHERADVIGE 


Never stay in the same spot for long, the Toad's spit attacks leave poison clouds on | 
the ground and his various other ranged attacks can damage you no matter where. 

you try to hide, Approach the Toad and provoke it to jump up and slam down until it | 
is facing you (dodge in close then dodge away as soon as the Toad jumps up. This 
keeps you out of its attack range but keeps you close enough to start attacking as 
soon as it's safe). When close enough, cast Yrden on the ground to trap the Toad, 

then attack it with your sword. The Toad becomes un-trapped after three hits or five 
seconds, Northern Wind bombs also freeze and trap the Toad, preventing it from | 
attacking, and allow you to get close and attack. The Golden Oriole potion causes the 
Toad's poison to heal you instead of damaging you; use this potion during the fight 

as you're almost guaranteed to be able to walk into a poison cloud. Using lgni forces 
the Toad to jump away. This is useful to interrupt the Toad's maneuvers and force it 

to jump to a new location within the arena. 


A TOAD 


Golden Oriele Cursed 01 Үтеп 


PRINGE*VULNERABILITIES 


Northern Wind 
Bomb 


After combat concludes, you're coated in unpleasant slime after gutting the Toad 
Prince, and witness a transformation just as you slip into unconsciousness. 


ESCAPING THE PHAKBARTHOJL 


Gaunter 0'Dimm, 
Master Mirror. 


You wake aboard a ship named Albatross (or in the Ofier tongue, "Phakbarthoj/") 
with a crew of strange guards with stranger language, en route to Offer. А fellow 
prisoner fills you in on the details; answer him how you wish. When the guards. 
bring you food, and you ask the prisoner how to say “take me to your captain.” 
Try to listen to him, as you're then presented with three choices: 


# Choose the third option, “ 


le'khe uhl eghullath!" 


The guards are more impressed with your learned tongue, but otherwise the 
conclusion is the same; you're left here and your request ignored, Moments. 
later, a figure strides out of the shadows and up to your cell, a man you might 
recognize if you met him in White Orchard during your initial search for Yennefer. 
Gaunter O'Dimm strikes a deal with you. You're extracted from this situation, 
after Master Mirror gives you something to remember him by. 
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BLOOD ON THE SANDS 


OBJECTIVE 


A mighty storm cracks open the Ofieri vessel, and it runs aground on the 
beaches northwest of Novigrad. After extricating yourself from a rather 
ignominious position, you are free to face a group of six Ofieri warriors lead by an 
impressively skilled Mage. You can: 


* Run away, ideally in a southeasterly direction. Or, 
* Battle them: 


Mf DEFEATI 


С THEOFERFMAGE 


THEMAGES ATT 


Sand Cage: A number of small clouds of sand appear around you, before quickly 
closing in to damage and knock you down. Simply гой or dodge out of this 
‘maelstrom (the Mage's most damaging attack), and close the distance; the Mage 
doesn't tend to attempt this when he's facing you in melee combat. If you're fighting 
warriors too, back away from the Mage completely and coax the warriors into. 
fighting first. 


Sand Tornado (Long Range): A fast-moving whirl of sand whips toward you in a 
straight line. This gust causes damage and lifts you off the ground then throws you 
down just as violently. The tornado is signaled by the Mage whirling his staff around 
him, and he remains within (becomes part of) the tornado itself. As the tornado 

is relatively slow-moving, multiple dodge or гой can quickly avoid this. It can be 
interrupted by casting Aard on the tornado as it comes into range. 


(Close Range) Force Push: A quick wind gust attack that knocks you back, this is. 
his way of exiting close combat after you strike him repeatedly. So don't be greedy 
when tackling him; roll in with a couple of strikes and then back up so you aren't 
struck by this and staggered. 


Sand Coil Attack: The Mage points his staff in your direction and starts to spin it in 
a circle; sand shoots out of the staff (ike a sideways tornado), causing damage and 
temporarily stunning you. Dodge to the side! 


Staff Attack: At close combat range, the Mage uses his magic staff as a physical 
weapon (striking multiple times); simply parry and counter or dodge the attack as 
you would any other. 


‘AVanishing Act (Defensive): Expect him to disengage or avold combat by simply 
vanishing, only to appear a few moments later with a whipping sand gust around 
him that damages those nearby. He can also dispel Yrden, reflect most bombs and 
bolts back at you, and tends not to burn or freeze for nearly as long as a normal 
human. Simply re-acquire the target once he vanishes (by locking onto the foe 
again) and roll out of his way until his attack concludes, 


‘AVanishing Act (Offensive): The Mage may teleport in close to you, while 
‘simultaneously causing a large sand blast that damages and staggers you. 
Weaknesses: Sword Damage. The Mage is very susceptible to sword strikes. If you. 
manage to get in close (after stunning the Маде), it is possible to hit him three times 
before he counters. This is the foundation of your attack plan, 


ÁP DEFEATING THEOFIERPFOES"THE 
Begin by equipping the armor you're carrying, as it's not wise to fight the Ofieri 
bare-chested (despite what many a Skelliger might tell you). 


Back up away from the Mage and save him for last. Then battle the warriors in the 
‘same way you would tackle a group of bandits or other human soldiers. All the usual. 
tactics apply here. 

Be advised that as long as more than one soldier is alive, the Mage only uses his 
teleports to stay away from you and any soldiers in the vicinity. When one soldier 

is left, the Mage begins using some ranged attacks. When only the Mage remains, 
expect him to utilize all his attacks. Expect him to teleport when you get too close. 
He also always counters if struck three times, using a force blast that knocks you 
down. So don't get greedy while hitting him. Instead, try a well-timed roll to get 
behind the Mage without being hit by the counter. 


The Ofieri Mage is extremely dangerous at long range, and attacks from this 
distance that you might attempt are almost always dodged or reflected back at you, 
So close the distance as quickly as possible, using dodging and rolls to avoid any 
‘magical attacks along the way. 


Once you're within sword-clipping distance, use Aard to stagger the Mage, and 
quickly follow up with two or three fast strikes, Then roll or dodge away, avoiding 
апу sand he whips up. 


Continue with this “attrition” based tactic. Stagger him with Aard (or Igni, which is 
another option) and roll in to inflict two or three nasty sword strikes without being 
too greedy, before retreating back again, until the Mage yields, 


Other Advice: After re-equipping your missing armor pieces, focus on the soldiers 
first. Dodge any area-of-effect attacks from the Mage, and once he's the only enemy 
left, quickly use Ахї to stun him for long enough to reach him, and inflict sword 
damage. Igni and Aard can also keep the Mage occupied, allowing you to reach him. 


Looting the Mage: This foe always drops a "Letter from an Ofieri Merchant" 
(read it at your leisure), as well as a (random) runestone, and (random) valuable 
trinket (such as a necklace). 


VULNERABILITIES 


Hanged Man's Venom Aard 


THE VASSAL OF MASTER MIRROR 


[OBJECTIVE 


Once the Ofieri foes are vanquished, loot any chests or corpses you wish, and 
make your way eastward, past a beach cottage brimming with Drowners, to the 
village of Yantra in Gustfields. At the crossroads, just west of the village, look for 
the dluster of children singing nursery rhymes, near the sunflower fields. Wait or 
meditate until midnight, and speak to Master Mirror. Answer him how you wish 


The conversation can best be described as "strained." It seems you have little 
choice but to agree to Gaunter O'Dimm's orders, which involve collecting on a 
pact Gaunter made with that rapscallion, Olgierd von Everec. 


END: HEADS WILL ROLL 


Return to the Garin Estate, which is burning merrily (it seems the Wild Ones’ 
merry-making got a little out of hand). Two Wild Ones bring out a prisoner, 
attempting an impromptu execution. You can: 


# Answer the snotty executioners with “careful now," followed by “let him go or 
face my wrath,” and face Olgierd himself in a spot of ferocious combat. 


# Answer with neutral responses that aren't helpful to the prisoner's predicament, 
and watch the execution as Olgierd greets you. 


N 


MW DEFE 


Advanced Swordplay: Olgierd is most adept at flurries of swordplay. He has 
incredible speed and power, Not only does he use quick combo attacks, but he can 
take on a shadow form and quickly dash toward you, launching powerful special 
attacks, Dashes and combo attacks end with special attacks that knock you down 
and inflict serious damage. 


TING OLGIERE REC'S ATTACKS 


Using his Noggin: If you try to cast Signs on him, Olgierd dashes away. He's also 
immune to mind-control spells (so по Axil for youl) 


Black Sand Counter Attack: When struck with swords or after you hit him thrice 
while he is stunned, Olgierd tosses a handful of black sand at you. If you are struck 
by this, it stuns and distorts your view. Plan your attack carefully to get out of this 
attacks range before it happens. 


Zig-Zag Charge: A series of dashes with Olgierd's sword glowing red, and his form in 
shadow, usually ends in you being struck and knocked back or over. Dodge or roll to avoid 
this. With skill, try parrying the end of the technique and fight back with sword strikes. 


Straight-Line Charge: An almost-instant dash forward and a mighty swipe, this looks 
like an impressively devastating technique. If you time a parry, you can counter and 
fight back, usually using this plan to win the fight. 


OLC 


ERD'SVULNERABILITIES 


Related Quests: Hearts of Stone Main Quest: Evil's Soft First Touches; | 


„д“ 


Hearts of Stone Main Quest: Scenes from a Marriage; 
Hearts of Stone Secondary Quest: A Midnight Clear 

locations: Garin Estate, Oxenfurt, Shani's Clinic (Oxenfurtl, 
Von Everec Estate, Brunwich, The Alchemy Inn (Oxenfurt] 

Characters: Shani, Alexy von Everec, Ernest von Everec, 
Eulalia von Everec, Honoratina von Everec, Kestatis von Everec, 
Vlodimir von Everec, Aldona, Johnnus, Gaunter 0'Dimm [Master 
Mirror), Olgierd von Everec 

Enemies: Wraiths, von Everec’s ancestors, boars 


ÁP DEFEAT TTLE TACTICS 
Initial Aggressiveness: Expect Olgierd to immediately launch a relentless series of 
attacks. The type depends on your location. If you're very close, he uses sword combo 
strikes ending with a very powerful attack. If you're further away, expect various. 
dashing attacks so he can get in close and whittle you down. 


Seeing Red: Olgierd's special attacks stand out thanks to the red energy surrounding 
them (and his sabre), as well as a brief period of slow motion right before the attack. 
Let's hope you can react in time! 


Counter This! Are you a master of countering? Then you can complete this fight 
‘without ever being hit! 


Oil and Quen: As you might not be expecting this fight, it's worth meditating first, and 
coating your weapon in Hanged Man's Venom. Next, cast Quen so you're protected | 
from Oigierd's impressively-damaging sword swings. Certain decoctions (the Leshen, 
for example) that reflect damage are also helpful. 


Patience and Dodging: The dashing and swordplay Olgierd employs is as impressive as 
itis dangerous, so fancy footwork is always a good option. Dodge (or roll) around him. 

‘and make a trio of sword swings just after he finishes a technique (ideally followed by 
а dodge to the side). Yrden is also an option after his strikes, to slow him down. 


Far Away Furiousness: If other techniques aren't working, feel free to back away 
from Olgierd, until he's prompted to try a straight-line charge you with his red sword. 
a-glowing; the weakness after the charge is key to winning this fight. 


Goading and Рату: Waltzing in and slashing isn't wise, Though you can parry during — | 
his sword flurries (when he's in shadow), you're usually not able to parry them ай. Wait 
until Olgierd makes his charge attack, and then parry it. Follow up with some damaging 
strikes. Repeat this process to wear him down and eventually he loses his head. 


Other Tactics: When the fight starts, roll away from Olgierd, forcing him to be on the 
offensive, and thus leaving him open to your counter attacks. If you keep your distance, 
he always tries dashing. These maneuvers have a large window of opportunity for 
countering, right before Olgierd tries his special attack (easily seen by the red glow). 
Tap the parry button when his sabre glows red and time slows to counter; the energy 
from the blade is reflected back on Olgierd, stunning him. Then follow up with three 
‘sword attacks before Olgierd counters. As he starts to counter, roll backward and right 
so you're not hit. Then repeat this plan. 


G'OLGTERD*TH E*BEST-R. 


After the battle, or after watching the condemned man be executed, Olgierd 
speaks to you about the reasoning for the mob justice, and also of three unusual 
wishes he wants fulfilled. It alls to you to complete the first two of them: 


* He wants his departed brother, Viodimir von Everec, to be shown the time of 
his life, Which is a little tricky, as Viodimir is currently dead, This starts Hearts 
of Stone Main Quest: Dead Man's Party, 


* He wants the house of Maximillian Borsodi. Quite how one moves a house is 
currently a mystery. This starts Hearts of Stone Main Quest: Open Sesame! 


You leave the Garin estate with the crowns Olgierd promised (though there's 

по chance to scavenge any valuables from the burning building). Before 

leaving, Gaunter O'Dimm appears again, providing some small hints (and some 
conversation choices to gain more knowledge) of your forthcoming tasks, as well 
as some blood to help with the summoning of Vlodimir's spirit 


ITEMS: Crowns (450), Von Everec Blood 


SPOILER ALERT X 


EU 


|| This quest is accessible immediately once 


you have completed Hearts of Stone Main 
Quest: Evil's Soft First Touches. 


CRITICAL PATH 
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Your erstwhile companion Shani may have the 
knowledge to summon Olgierd's brother from the 
afterlife. She is practicing medicine within the walls 
of Oxenfurt, in her clinic just south of the Oxenfurt 
Harbor signpost. Head there, weave through the 
Wheezing and coughing peasants, and up the 
interior stairs, where a group of Redanian soldiers 
Shani is speaking to her in regards to the antidote she is 
concocting from the remains of the “toad.” 


Engage in some patter with the guard captain regarding scholars, and your 
opinion of Shani. Answer them how you wish. After the soldiers leave, ask Shani 
where she's been, before requesting her help. You explain your predicament. 
Shani offers to fetch a censer, and after you mention whose ghost it is you're 
trying to summon, she offers advice on finding the von Everec family crypt 


The crypt itself is a reasonably short gallop north and a little eastward of 
Oxenfurt, deep into the territory of Gustfields. You are wise to concoct potions 
and meditate before you reach the gloomy von Everec Estate. However, Shani is 
here gathering wild flowers to brighten up your day. She is fashioning a garland 
for a wedding. Would you mind accompanying her? Answer how you wish, before 
she hands you the censer, 


ITEM: Censer 


W SUB 


While you're speaking to Shani, think carefully about the questions and answers 

you give; this blossoming relationship requires subtle pleasantries over sarcasm 

and abruptness. Though the answers don't matter right now, becoming more than 
| friends with Shani requires attentive answers and subtle flirtation. 


LE-FEIRTATIONS"WITH SHANI 


A SARTORIAL REANIMATION 


| OBJECTIVES: 


‘Shani decides to 
remain at the entrance 
to the creepy-looking 
Crypt. Prepare your 
finest wraith-slaying 
equipment and 

enter the vault. Sure 
enough, а group of 
around six wraiths 
(attacking three at a 
time) have prepared 
an unwelcoming 
committee for you, 
Remove these threats 
as you would normally 
(consult the Bestiary of 
this guide for takedown 
tactics). Lure wraiths 
into side passages 

or escape back up to 
the surface if you're. 
‘overwhelmed. 


After the fracas, 
examine the votive 

fire in the middle of 
the chamber, Then 
check an alcove in the 
surrounding wall which 
holds an old scimitar and has a stone coffin inscribed with the name Vlodimir von 
Everec. Equip the censer, and visit every chamber within the crypt, uttering the 
‘summoning ritual as you go. As the torches snuff out, the chambers start to fill 
with incense. Return and light the votive fire. 


Vladimir von Everec (Ghost) 


Your activities meet with some success, though you raise every Von Everec 
family member except for Vlodimir. It seems they aren't happy with your actions. 
Prepare to defeat all five of them in combat, defending their weapon attacks as 
you would a bandit. After the ghosts are sent to the ether, Viodimir von Everec 
makes an appearance. Feel free to ask him how he died, inquire about Olgierd, 
and answer how you wish. The conversation winds around to talking about 

the wish; you are to provide Viodimir with one last evening of cavorting and 
debauchery. The only problem is, Viodimir needs a corporeal form to manifest 
into. After a degree of protest, a host body is chosen—yours! 


[ OBJECTIVE 


Shani wakes up "Geralt," and finds him to be somewhat changed. After the 
situation is explained somewhat (answer both Shani and Viodimir as you wish), 
it is agreed that Vlodimir will accompany Shani to her wedding party. While 
Viodimir makes some uncouth remarks about the suppleness of Shani, leave 
the von Everec estate, and ride northward, through the outskirts of Brunwich, а 
series of small farms around a lake, toward the main manor farmstead where 
the party is to begin. 


MW rut ve 


Before leaving the von Everec crypt, feel free to explore a loose wall (crumble. 
it to dust with your Aard sign) revealing a key on a corpse. This opens a small. 
mausoleum, accessed via a cave with a number of ferocious Arachnomorphs. 
Loot the mausoleum for valuables. 


EVERECS^VATUABLES 


WALKING WITH A DEAD MAN OVER 
MY SHOULDER 


OBJECTIVES: 


After waiting with the 
insufferable Viodimir 
Until Shani arrives, you 
are forced to "borrow" 
a set of clothing from. 

a nearby washing line, 
and take a razor to your 
stubble. After Shani is 
met (answer both of 
them as you wish, with 
an option to inquire 
about Shani's grudging 
acceptance of Viodimir's 
incorrigible flirting), you 
enter the grounds of 
the manor fatmstead, 
pause to look ata dog 
kennel (without a hound 
around), examine a rowan tree (one of Shani's favorites), and then must follow 
Shani to greet the newlyweds. 


" Johnnus. 


As Vlodimir is in control, Shani attempts to steer the conversation away from 
bawdy talk about the bride, and offensive talk about peasants. But feel free 

to ask the happy couple about the choice of groom, a hefty dowry, and thelr 
knowledge of Shani if you wish. Afterwards, you are free to roam the farmstead's 
grounds, giving Vlodimir the time of his life 


WHO COULD ASK FOR MORE? 


[ OBJECTIVE 


At this point, you are free to take part in the following wedding activities until 
_ midnight. Attempt each one to give Viodimir every opportunity to enjoy himself. 
| Tete can be completed in any order, and usually aftar the first two mandalory are 
concluded, the section marked "Ghost Dance” commences. After that, the rest , 


| the activities can be completed. | 


OPTIONAL ACTVITY: BOTTOM'S UP! 


Visit the small circular table and pick up the drink, toasting to the fair beauty 
here, And to Shani, naturally. 


OPTIONAL ACTVITY: YOUR HEALTH, SIR DWARVES! 


Locate the small 
circular table in the 
main building, pick up. 
the drink, and toast the 
two diminutive bearded 
folk here. 


OPTIONAL ACTVITY: FUZZY AND WELL RIPE! 


Wander the garden path near the loft ladder, and you chance upon a middle- 
aged woman. Viodimir attempts his pick-up lines, causing the woman to blush 
and wander away. Still got it! 


OPTIONAL ACTVITY: FIRE BURNS HOTTER IN AN 
OLD STOVE! 


Locate the large oak tree, where an older lady is resting her back after pounding 
the churn. A short bout of banter then commences. 


OPTIONAL ACTVITY: CUTTING A JIG 


Enter the main hall, 
and feel free to show 
off your fancy footwork 
һу dancing to the 
minstrel band. Shani 
refrains from joining 
you, despite Vlodimir's 
encouragement. 


OPTIONAL ACTVITY: HORSEPLAY IN THE HAYLOFT 


Find the ladder at the edge of the garden steps, close to the side entrance of the 
main barn. You beckon Shani to follow. Use your Witcher Senses to locate a pair 
of cushions, and sit down. Viodimir mentions he finds Shani intimidating, and she 
promises a little more romance. Before you leave the hayloft, search a nearby 
table for a unique Gwent card. Don't leave Brunwich without it! 


A: Gwent Card: Cow 


MANDATORY ACTVITY: KING OF THE SWINEHERDS 


F OBJECTIVE 


Find the pig pen, where a group of peasant partygoers are attempting to catch 
some slippery pigs. After inquiring about a possible prize, agree to chase some 
pigs. To avoid becoming an embarrassment, locate the two darker colored pigs 
with the painted circles on their backs. Use Axii to stun them into submission, 
and walk over to the pens so each one follows you. 


But be warned, because those dirty tricks will be recognized by one of the 
peasants. If you want to win a fluffy pig mascot for Shani, chase the pigs to the 
реп with no Witcher tricks. 


MANDATORY ACTVITY: 
THE MAIDEN AND THREE BROTHERS 


[OBJECTIVE __ 


After completing King of the Swineherds by use of Axil, the method angers the 
peasantry, and you're not awarded the title. However, if you did it nicely, you will 
be given a unique wooden trophy of a pig's head to carry around on your horse 
and a fluffy mascot for Shani. Viodimir is slightly dejected, while Shani indicates 
flirtation with a nearby maiden might brighten your spirits. Flirt with the peasant 
as you wish, until her three brothers appear and aren't too happy with your 
intentions. Answer them as you wish. The situation degenerates to a fight in the 
mud using wooden planks. Batter the three brothers and then have a final chat 
with Shani (answering her as you wish). 


MANDATORY ACTVITY: A SMALL GAME OF GWENT 


Outside, gathered 
around a table, a group 
of halflings are engaged 
ina game 

of Gwent. After Viodimir 
insults thelr size, you 
сап apologize (or not), 
and agree to a game. 
Despite Viodimir waging 
Geralts entire fortune, 
the halflings only take five percent of your coffers if you lose, with the added 
embarrassment of wearing a pair of donkey ears for the rest of the night. If you 
win, expect to gather some crowns, 


ITEM: Donkey Ears {loss} 


MANDATORY ACTVITY: SLIP IN FOR A SLIPPER 


OBJECTIVES 


Saunter over to the 
small pond, where a 
group of peasants аге 
playing a fishing game. 
After stripping to your 
skiwies, dive into the 
pond after Shani's 
shoe. Use your Witcher 
Senses to find it and 
two other soggy boots 
to prove you're particularly adept at this lark. In return, your “mald” is supposed 
to reward your gallantry. Perhaps later? 


MANDATORY ACTVITY: MISSING MAN. MISSING MUTT. | 


CRITICAL PATH 


| OBJECTIVES: 
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The parents of 

the bride (located 
outside) are in a 

tizzy regarding the 
location of a fire eater 
they paid to provide 
entertainment for the 
wedding. He seems 
to have disappeared; 
apparently chased off 
by the fearsome giant 
of a dog (Daemon) 
that resides on the 
property. Viodimir 
agrees to find the 

fire swallower. Start 
your investigation at 
Daemon's kennel: 


* You find а gnawed bone and other oversized accouterments showing the dog 
to be an oversized beast. 


* There are dog tracks, but small. 


While Shani waits at the wedding, exit the compound and follow the dog's trail 
north and west into the nearby woods. Continue until you spot a spark-spitter's 
сар on the ground. 


Continue across a stream, to a tree where the fire swallower is sitting, petrified 
by the beast at the base. Daemon isn't quite the behemoth you were expecting, 
but the scaredy cat up the tree isn't moving. You can: 


Axil: Calm the dog using this sign, after which Viodimir has some fun giving 
Daemon some commands. You order the dog back home. 


* Or you can rush the dog and it scampers off. But if you do, be warned that 
dog is never coming back home. 


The fire-taster falls to the ground, and it quickly transpires the man is а stoneless 
coward. Optionally give him back his hat and then convince him to return to the 
festivities, You сап: 


# (50 crowns) Bribe him, which annoys Viodimir, but gets the job done. 


я (Axi Delusion Level 1) Inform the fire eater he isn't fleeing the area, and take the 
addled fellow back to perform. 


# Tell him to do what he wants, and he flees, leaving you no fire eater. 


If you did obtain the hat, you can give it back to fire swallower. From now on he 
will always be wearing it. 


Retrace your steps back to the wedding, Along the way as you cross the stream, 
you're attacked by a "bear" (according to the screaming fire swallower if you're 
chaperoning him, though the creature is in fact a Wild Boar). Be sure you keep 
the fire eater safe as one strike from the boar can kill him. 


Should the fire eater survive, you have a quick chat where the fellow reveals his 
name, and the remaining journey to the farmstead passes without incident. 


Ifthe fire eater has wandered off, or the wild boar gores him, you must report 
back to the bride's parents without an entertainer. 


END: ARTENSBURROW'S ANTICS 


de. Is your fire eater still alive and with you? Then report back to the bride's parents, 
and watch him perform. 


END: THE DEFT JUGGLER 


# Is your fire eater dead or disappeared? Then mention your prowess at juggling 
when speaking to the bride's parents, gather three juggling balls from the nearby 
table, and perform. 


GHOST DANCE 


OBJECTIVE 


This interval in festivities usually begins once you've completed two mandatory of 
the previously-listed activities (herding pigs and beating the planks is counted as 


Guests are gathered into the main barn hall, where the Master of Mirrors 
announces you and Shani to the assembled guests. With Viodimir in control, 

you both dance and exhibit the most fancy of footwork, before a more stately 
strut is undertaken. After your stealing a kiss, Shani is taken aback, and asks you 
to keep your hands to yourself. You have a timed response; answer as you wish. 
After Shani requests a talk with Geralt himself (answer as you wish), it comes 
time to speak with Master Mirror, but only after taking part in any remaining 
wedding activities you wish. 


After the dance, you have the option to meet Gaunter 
0 Dimm (Master Mirror), who played host to this 
evening's festivities. He introduces himself to Shani, 
and then thoroughly demoralizes Viodimir with his 
knowledge of von Everec's past. After Master Mirror 
leaves, Shani tells Viodimir to cheer up. Continue to 
enjoy any further wedding activities until midnight. 


Gaunter 0'Dimm 


Be aware that this is the last moment when you can gmaster Miror) 


take part in optional activities at the Wedding and 
achieve giving Vlodimir a hell of a night. 


AN ABRUPT DEPARTURE 


The capping ceremony to end the wedding festivities is about to begin. Head to 
the main hall, and optionally give a speech (despite Shani's protests) to the bride 
and groom. At the conclusion, more merriment occurs and Shani catches the 
bride's garland. Outside, Viodimir is caught up in the revelry; but his tune soon 
changes when Master Mirror bids him a forceful farewell. Dismissing the ghost, 
you watch as Shani returns to be with Aldona, frustrated at your emotionless 
answers. Meanwhile, you receive some encouragement on matters of the heart. 
Answer any conversation topics as you wish. 


This usually begins once you've completed all of the wedding activities, or you've 
dawdled and not quite finished them all and the midnight hour arrives (whichever 
is first). ^ 


Follow Master Mirror's encouragement, and bring something to cheer up Shani, to 
begin Hearts of Stone Secondary Quest: A Midnight Clear. 


| OBJECTIVE 


A WISH FULFILLED 


Once you woo Shani, or ignore her completely and leave Brunwich, you can 
retur to Oxenfurt, enter the Alchemy Inn, and speak with Olgierd regarding the 
evening's merriment. This can be done whether or not you finish Main Quest: 
Open Sesame. Mention his brother, and you share a drink and Vlodimir's Note 
with Olglerd. You can also quiz him about the company he Keeps, his saber, the 
Ofieri “toad” prince, or play Gwent. 


If only Main Quest: Dead Man's Party has been completed, you must finish 
Main Quest: Open Sesame. 


If both Main Quests: Dead Man's Party and Open Sesame have been 
completed, the wild ones free a man from a barrel. Consult the end of Open 
Sesame for further details; Main Quest: Scenes from a Marriage begins. 


DANGER ALERT 


Related Quests: Hearts of Stone Main Quest: Dead Man's Party; 
Hearts of Stone Main Quest; Scenes from a Marriage 

Loc i: Brunwich, Miller's Lake [Brunwich] 

Characters: Gaunter 0'Dimm, Vlodimir von Everec, Shani 


A SPRIG OR A SWIG 
| OBJECTIVES: 


| 


J| This (purely optional) quest is available at the end of Main Quest: Dead Man's Party. 
It automatically occurs once Gaunter 0'Dimm arrives to remove Vlodimir trom the. 


proceedings, and forcibly dismisses him. j 


Your flirtatious nature (ostensibly under the guise 7 | 
of being possessed by Vlodimir) seems to have had 

an effect on Shani, though she seems to be a little 

put off by your lack of emotions now Viodimir is 

dispelled. Gaunter 0'Dimm encourages you to cheer 

her up. This is achieved by remembering what Shani 

said about her favorite blossoms; from the rowan 

tree, Read her Character entry and this is stated. Shani 

Search for one of the following (using your Witcher 

Senses to pinpoint each item): 


de A sprig of Chamomile, growing near an oak tree. 


# A sprig of rowan; Shani used to weave the berries into necklaces. This is 
recommended. 


© A bottle of mead, on a table near to where you talked with Gaunter O'Dimm last. 


+ A jug of Rowanberry brandy (just inside the main building, on a table); she might 
enjoy the taste as well as the blossoms. 


Once you've chosen your gift, find Shani inside the main building. Give her the 
gift, and her response depends on what you picked out for her: 


* The Chamomile isn't well received; she thinks of It more as a type of tea. But 
the romance is still possible. 


* The sprig of rowan is gratefully received, as Shani is surprised you 
remembered; she wears the berries in her hair from this point. Romance Is in 
the cards. 


* The bottle of mead elicits a single, only slightly positive response: “Thanks.” 
Romance is still a possibilty 


* The jug of rowanberry brandy causes Shani to ponder the taste of her favorite 
berry. Romance can continue. 


Your conversation with Shani now continues. You can answer her as you wish as you 
drink tonight and listen to the off-key minstrels. You both decide to go for a walk. 


SPOILER ALERT Ж X 


М т | 


А STROLL TOWARDS MILLER'S LAKE 


Conversation with Shani 
continues. When she 
asks how you enjoyed 
the wedding, you can 
answer with either 
response, You wander 
past Johnnus and his 
father-in-law, bonding 
after the wedding. 

This brings up a 
conversation about Shani's own mother, Answer her as you wish. 


You walk past the three “brave” brothers you bettered with a plank of wood 
earlier in Main Quest: Dead Man's Party. When Shani asks if the brothers’ sister 
was worth a tumble in the hay, answer as you wish. 


The conversation continues at the edge of the lake, Shani is taken by the natural 
beauty of the place, and you steal a kiss. When she asks how it compares, 
‘answer as you wish. When she asks whether you have time to waste, you have 
two important choices: 


# Answer "kiss sure didn't sate me," and the romance continues. 


Answer “Let's go back,” and you both agree to just stay friends. Before Shani 
leaves, you ask her a favor, to find out more about Olgierd, She agrees, and this 
quest concludes. 


ROW ME TO THE MOON 


If you promised Shani to be even more direct with your affection than Viodimir, 
you both scout out an area where you can be together. The pier is taken, but 
Shani picks up a bottle of wine to swig as you gather a rowboat. At this point 


# I you gave Shani either the sprig of Chamomile or Rowanberries, the 
conversation continues, 


# Mf you gave Shani either the mead or rowanberry brandy, you can either let her 
drink, or dissuade her from mixing her drinks. 


You push the boat out onto the lake and the moon casts a soft light over your 
writhing forms. Abandoning your clothing, you both claim each other. 


CRITICAL PATH 


me moonlit coupling hits a snag if Shani drunk both mead or rowanberry wine, 
and mixed it with a second drink of wine on the pier, as she throws up over the 
side of the rowboat, killing the mood ever-so-slightly. 


# If the wine at the pier isn't mixed with previous alcohol at the party, there's 
further writhing. 


The next morning, you wake at the lake shore, speaking to a (now fully-clothed) 
Shani as she prepares to depart for Oxenfurt. Before Shani leaves, you ask her a 
favor; to find out more about Olgierd. She agrees, and this quest concludes. 


Once your night on the lake has ended, Main Quest: Dead Man's Party resumes. 
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Related Quests: Hearts of Stone Main Quest: Dead Man's Party; 
Hearts of Stone Main Quest: Scenes from a Marriage; Hearts of Stone 
Secondary Quest: Avid Collector, Hearts of Stone Treasure Hunt: 
A Dark Legacy, Scavenger Hunt: Viper School Gear 

Locations: Borsodi Auction House (Oxenfurt), Herbalist's Hut 

Characters: Lance Corporal Vatslav, Vimme Vivaldi, Yaromir, 
Countess Mignole, Hilbert, Horst Borsodi, The Stranger 

Enemies: Novigrad Soldiers, Wild Boar, Fallen K 

Recommended Items: At least 2,000 Crowns 


BEFORE THE AUCTION: STAND TO 
ATTENTION AND SHUT YER GEGGY! 


| OBJECTIVE 


| 


| This quest is accessible immediately once you have completed Hearts of Stone 


> AUCTION 


IOUSPETIQUETTE 


The initial stages of this quest take place within the Borsodi Auction House, and 

| there are some great finds to purchase or bid on! As many of these items are useful, 
| and can’t be found at any other point in your travels, be sure you're carrying at least 
| 2,000 crowns to cover your expenses. 


The next wish 
demanded of you is to 
bring Olgierd the house 
of Maximilian Borsodi; 
currently an object 
that's a mystery to you. 
Set off for the auction 
house in Oxenfurt, until 
you're stopped by two 
guards at the main entrance, A particularly po-faced soldier named Vatslav isn't 
about to let you in, no matter how you answer the conversations. That is, until 
Vimme Vivaldi (with the bank branch in Novigrad) saunters up, and brow-beats 
the guard into letting you through 


Lance Corporal Vatslav 


You're here to talk to Horst Borsodi (the auction house owner), but imme 
reckons that might be a problem, as Horst is an antisocial sort. Optionally speak 
to the dwarf about the items up for bid, and why the Borsodis moved their 
auction house from Novigrad. Now optionally inspect the auction trinkets behind 
the glass cages, then head up the stairs. Vimme quickly points out some of his 
more important associates: Countess Mignole, Hilbert the Gwent player, and 
Yaromir the art dealer. 


SPOILER ALERT X. 


BEFORE THE AUCTION: 
VIMME’S INTERESTING ASSOCIATES 


L OBJECTIVE: __ 


>® AUCTION HOUSPETIQUETTE: PART 


Feel free to interact with one, two, or three (or none) of Vivaldi's associates, in any 
order you like. You are encouraged to make acquaintances with all three to further 
the chances of accessing quests and otherwise-unobtainable objects, 


YAROMIR INTERACTION: HE'S AN AVID COLLECTOR 


Yaromir lvanovitz Zaytsev 


Walk over to the wall of paintings, which is being admired by the hoity-toity 
art dealer, Yaromir. He has disdain in his voice, and looks down his long nose 
at the likes of you. Before chatting to him, you may want to further your art 
appreciation by memorizing the following pictures: 


Et in Kovir Ego - N. Boussin, 1210, oll оп canva 


A Vessel Leaving Port - 1220, by 2. Burner, 
oll on wood 


The Battle of Anghiari - 1206, by V. da Linci, ой on 


Start your chat with Yaromir. You can make a rude response about not caring 

to learn about art. But itis recommended you tell Yaromir you have "a bit" of 
knowledge about art. Yaromir takes this as an opportunity to embarrass both you 
and the dwarf, as he's sure you can't tell a van der Knoob from a da Linci, and 
asks you to point out which painting is by Edward van der Knoob, the master 
from Maribor. You can: 


Choose the pastoral, the view of Novigrad, the still life, the battle scene, or tell 
Yaromir you have no idea; all answers are met with a scoffing and belittling 
reply. The conversation ends. 


Indicate the portrait of the merchant, and Yaromir is taken aback, asks for 

a brief word in private, and apologizes for his impertinence. He tells you a 
secret; there's a van Rogh in the forthcoming auction. Though this painter is a 
virtual unknown, the bookseller Marcus Hodgson is a fierce admirer. Buy the 
painting at auction, and you might sell it at a good profit, perchance? If you 
сап trust that Hodgson, of course. This starts Secondary Quest: Avid Collector. 


If you learn about the van Rogh painting, after this information has been 
imparted, Vimme asks you what that chat was all about. You can: 


de. Tell him you were told to buy the van Вод. This causes the dwarf to bid for the 
painting in the auction, forcing you to purchase it at a higher price if you want it. 


# Tell him “nothin’ special," and the dwarf is none-the-wiser (and you can purchase 
the van Rogh for a song). 


HILBERT INTERACTION: HE'S A RIGHT CARD 


Aman recently coming into wealth, Hilbert has 
his eye on a few fancy baubles, but he's also 

here to get a quick game of Gwent in with his 
Nilfgaardian Empire deck. After asking what deck 
you use (answer as you wish), he asks for a quick 
‘game, Then Vimme asks for a quick cut of your 
winnings. Agree or disagree with either option (feel 
free to maximize your bet at 250 crowns if you're 
confident). Lose the game, and you disappoint the 
dwarf. Win the game, and you receive the following (only available here, and 
during this one game) 


Hilbert. 


ITEM: Gaunter O'Din 


COUNTESS MIGNOLE INTERACTION: 
SHE'S A COLLECTOR OF VEDYMINAICA 


Countess Mignole 


Vimme introduces you to a lady of a certain age, and one that instantly 
recognizes your medallion. She is a keen collector of objects related to the 
Witcherly profession. 


Ask her where she developed this interest, and she mentions a happy past, but 
doesn't elaborate, She does, however, allow you to view a selection of alchemy 
formulas, as well as four pieces of Viper gear. This is your only opportunity to 
purchase the following 


ITEMS: Dk 
Di 


This Viper armor is medium in weight, offers poison immunity, and has the highest. 
armor rating of all the Witcher gear. Each Diagram costs around 330 crowns, and 
this is the only opportunity to buy them! Consult Scavenger Hunt: Viper School Gear 
(page 571) for locations of other equipment from this school). 1 


After a chat about the auction, the Countess hopes you might use your pretematural 
abilities to locate a missing earring. Obige. head up onto the exterior balcony, and 
examine a spilt wine goblet. You soon realize the Countess has an ulterior motive 

for asking you outside; she wishes to learn more about a man she once knew with 
tendemess, Vesemir Answer her as you wish, and leave her to her melancholy thoughts. 


AT THE AUCTION: DO YOUR BIDDING 


When the auction 
begins, you take your 
seat with Vivaldi, who 
offers to loan you 100 
crowns, at a “very 
favorable" rate of 
interest (one crown on 
ten when you pay him 
back). This is enough to 
purchase one, but not 
all three of the auction items. Then he asks if you're prepared to bid. You can: 


# Tell him of course, and wait for the auction to begin. 


# Ask him to spot you “a couple hundred"; he responds with 100 crowns. Be sure to 
pay him back at his bank in Novigrad (at a 10 percent interest rate). 


dcr] — 


> Tell him you'll wait in the back. This skips the auction entirely, and doesn’t 
allow you to bid (or start the two smaller quests related to the items)! 
This isn't recommended. 

AUCTION #1: COUNT ROMILLY'S FIGURINE 


First up is a brass figurine from the collection of the infamous Count Romilly. 
The rumored treasure inside can only be discovered by destroying the item itself. 
You can: 


* Refrain from bidding. 


• If you want it, you'll need to bid 300 crowns for it (despite the item being 
worth only 150 crowns). 


However, if this lands in your possession, you're able to start Hearts of Stone 
Treasure Hunt: A Dark Legacy. 


ITEM: Co 


AUCTION #2: “STARRY NIGHT OVER THE PONTAR" 


Second on the auction block is a charming plece by a young Novigrad artist 
named van Rogh. Bidding starts at only 20 crowns. You can: 


* Refrain from bidding. 


* Bid on it, after not previously mentioning its value to Vivaldi, and snap up the 
piece for its starting bid of 20 crowns. A veritable bargain! 


* Bid on it, after mentioning its value to Vivaldi, who wants it for his own 
collection, bringing up the price you'll pay to 60 crowns. Still, a reasonable sum! 


If this painting is won, Hearts of Stone Secondary Quest: The Avid Collector continues. 


AUCTION #3: THE PROFESSOR'S SPECTACLES 


The final item is as rare as hens’ teeth—gold-framed spectacles with mountain 
crystal lenses polished by a gnome master! Once belonging to “the Professor," 
you can: 


* Refrain from bidding. 


* Bid on it, getting into a bidding war with Yaromir, and eventually outbid the art 
collector at 350 crowns. Worthwhile? Possibly, as you can wear these, and 
add a rather esteemed aura to your visage; you look like a true professional! 
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AFTER THE AUCTION: 
DON'T EXPECT A WARM WELCOME 


OBJECTIVE —— 


Horst Borsodl 


During the intermission, Vivaldi introduces you to Horst Bordosi himself. Feel free 
to answer his gruff determination about your uninvited status, in whatever way 
you deem appropriate, It doesn't matter as you're unceremoniously removed 
from the building, and dumped outside with two guards to fistfight. Defeat both 
guards (ideally using fists and Aard). 


| 


| The auction is now definitely over. Secondary Quest: An Avid Collector is now active. 
Treasure Hunt: A Dark Legacy becomes active once you dismantle Count Rom ys 
| Figurine at an armory. Scavenger Hunt: Viper School Gear is also active. 


| OBJECTIVE 


The Stranger 


Afterward, а hooded stranger beckons you to an intriguing chat regarding a 
different possibility of gaining entry into the auction house. Further instructions 
амай at a nearby herbalist's hut. Head north and a little east. As you ascend the 
hill the hut is on, prepare to fight a wounded wild boar. The hut itself has a trio of 
Fallen Knights, bandits in the armor of soldiers. Remove them as a threat, enter 
the hut, and speak with the Halfling merchant. You can: 


* Trade, ask about master formulae, or play Gwent. 
* Ask him for some “yarrow extract. the password The Stranger mentioned. 


You're prompted fo descend into a small cellar, where The Stranger reveals his 
true intentions. During the conversation regarding a forthcoming raid on the 
Borsodi auction house's vault, feel free to ask about The Stranger's name, the 
House you're here to steal, and what he wants from the vault. 


ALE 


Once you agree to the plan in principle, a crew to help perform this breaking and 
entering must be assembled; both for getting inside the building and opening the 
vault itself. There's also the Redanian patrols to waylay, too. Ask about each one 

during the chat. 


GETTING INSIDE: BREAK-IN ARTISTS REQUIRED 


As the initial plan is 
to assault the auction 
house from the 
rooftops, The Stranger's 
favorite break-in artist 
is Eveline Gallo, a circus 
artist going by the 
name “The Ermine. 

She has a troupe she's 
associated with, camped nearby. 


Eveline Gallo Hugo Hott 


The other option is the Halfling Hugo Hoff, who's notched up more break-ins 
than you've felled monsters. He's modest in size, but quite the climber, and he is 
apparently holed up somewhere in Oxenfurt 


This starts Main Quest: Open Sesame: Breaking and Entering, 


OPENING THE VAULT: HIRING A SAFECRACKER 


You require someone 
skilled in the arts of 
vault-opening. To this 
end, The Stranger has 
knowledge of two 
possible safecrackers. 
The first is Casimir 
Bassi, a specialist in 
controlled explosions. 
The problem with this dwarf is that he's retired lives in Alness, and might turn 
down the offer 


Casimir Bassi Quinto 


The other possible hire is the North's most famed safecracker, Quinto. The 
problem with him is that has infamy has resulted in numerous arrest warrants, 
and he's been nabbed by a “prick mercenary" named Hans of Cidaris. You'll need 
to rescue him 


This starts Main Quest: Open Sesame: The Safecracker. 


CULLING THE PATROLS: A CLEANSING MIXTURE 


You both agree the Redanians need to be indisposed, not slaughtered. You're 
to approach the garrison's cook, convince him to spike the soldiers’ nosh 
with something to keep them bedridden with gastrointestinal problems, 

You have a perfect formula to brew. This starts Main Quest: Open Sesame 
Witcher Seasonings 


| The next part of Main Quest: Open Sesame now begins. There are three parts to this 
‘quest: Breaking and Entering, The Safecracker, and Witcher Seasonings. Complete 


them in any order you wish, j 
—— _ 


OPEN SESAME BREAKING/AND 


Related Quests: Hearts of Stone Main Quest: Open Sesame, 
The Safecracker, Witcher Seasonings 
Locations: Hugo Hoff's House (Oxenfurtl, Circus Caravan, 


lugo Hoff, Eveline Gallo, Meryn 
Enemies: Bandits 


Recommended Items: At least 600 Crowns 


| This quest is accessible after you meet The Stranger for the first time at the 
| Herbalist's Hut, and agree to locate опе of two possible break-in artists for the 


| forthcoming heist. You can choose to visit Hugo Hoff or Eveline Gallo in any order 
| you like, as well as the two safecrackers, and concoct a mixture to incapacitate | 


the Oxenfurt guards. 


OPTION #1: 
SOMEONE HAS HASSLED THE HOFF 


OBJECTIVE: __ 


The Stranger mentioned that one of his choices—the Halfling climber known as 
Hugo Hoff—was holed up in an Oxenfurt house close to the confusingly-named 
Novigrad Gate. Make haste for Oxenfurt, head to the stone dwelling close to 

the gate, and knock on the door. There's no answer. But there's evidence of 
scratching and blood on the porch. Not good 


| OBJECTIVES: 


Scan the porch beam to uncover blood; someone knocked their head on it. Close 
by are footprints. Follow them along the main thoroughfare in a roughly south- 
easterly direction, and down to the water's edge. A trio of bandits aren't happy 
you've wandered by; defeat all three of them. You sense Hugo is in trouble. 


Use your Witcher Senses and check the nearby rowboat, still moist and used 
recently. The trail ends at the water's edge, but a quick looting of one of the 
bandits revealed a letter. It seems Hugo ran into a little bit of trouble, and has 
been taught a permanent lesson. Dive into the river, swimming south (and 
optionally using your Witcher Senses to pinpoint Hugo from the surface), and 
dive down to inspect the halfling, who's sleeping with the fishes. This leaves you 
no option but to attempt to recruit Eveline Gallo. 


OPTION #2: 
GALLO'S HUMOR; PERFORM OR PAY 


OBJECTIVE: _ 


Related Quests: Hearts of Stone Main Quest: Open Sesame, 
Breaking and Entering, Witcher Seasonings 

Loc Herbalist's Hut, Alness, Mercenaries’ Camp 

Characters: Casimir, Quinto, Hans of Cidaris 

Recommended Items: Axii Delusion level 2, or 200+ Crowns 


Herbalist's Hut, and agree to locate one of two possible safecrackers for the 
| forthcoming heist. You can choose to visit Casimir or Quinto in any order you like, 
аз well as the two break-in artists, and concocting а mixture to incapacitate the 
Oxenfurt guards. 


The Stranger mentioned his primary choice—the elven acrobat called Eveline 
Gallo—was performing with her troupe somewhere in Gustfields territory. Head to 
the fields just west of the Vegelbud Estate, where a small crowd of peasants are 
waiting for a circus performance. Find Eveline and her colleague Meryn arguing by 
the caravans. After she asks what you want, try the following: 


de Request you speak privately. 
de. Tell her (with Meryn present) you want her to work with you. 


Your choice affects 

a possible payment 

you may incur shortly. Б 
Eveline tells you she's. 
about to commence а 
circus show, but her 
colleague "Hawkeye" 
Vann isn't living up to 
his nickname. Quite the 
opposite in fact; he's gone blind after drinking some questionable hooch. You're 
asked to stand in for Vann, performing a trick involving a crossbow and some 
apples. Help her out, and she agrees to your request. You can: 


Eveline Gallo 


Meryn 


* Agree to this request. B 


* Disagree, and reimburse the peasants who have bought tickets, and cancel 
the event. If Eveline is talking with you alone, she agrees that 400 crowns 
should cover it. If Meryn is with her, he prompts her to increase the amount to 
600 crowns. Take it or leave it. 


| OBJECTIVE 


Accept her request to stand in for Hawkeye Vann, and you find yourself on stage 
with a rabble of serfs watching your pinpoint accuracy with a crossbow. Meryn 
is balancing an apple on each arm, one on his leg, and one atop his head. Simply 
ат and fire at the apples. If you miss, simply try again. If you hit Meryn, Eveline 
still joins you, apparently that's not the first time this sort of thing has happened. 


After the performance or payoff, Eveline lives up to her part of the bargain and 


receives instructions for visiting the Herbalist's Hut. Your infiltrator has been 
secured, and this sub-quest concludes. 


ON THE CARDS GWENT MERCHANT J 


| Be sure to locate the caravan merchant here before you leave (or if you return) to 
purchase a couple of Gwent cards. Perhaps challenge him to a дате and secure the, | 


| Schirru card while you're at it? 


POILER ALERT X 


CRITICAL PATH 


OPTION #1: 
AN EXPLOSIVE, TEMPERAMENTAL CUCKOLD 


| OBJECTIVES: _ 


Casimir 
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In the Gustfields east of Novigrad lies the village of Alness. As you arrive there, A short distance. 

you spot commotion from one of the thatched-roof cottages. It seems Casimir roughly south from 

has found out about his wife's infidelity, and is hellbent on blowing himself into the Herbalist's Hut is 
tiny, fleshy pieces. He sits atop the roof waving a flaming torch, near a cluster of а mercenaries' camp 
explosive barrels. The situation calls for quick thinking. You can: where you'll find Quinto 
caged, and guarded 

by a group of ruffians 
lead by Hans of Cidaris. 
You explain you require 
Quinto's services, and 
Tell Casimir “you're pathetic." This angers the dwarf so much, he clambers after some banter, 
down off his perch, and challenges you to a fight. Best him in quick combat. you're left with 

having to offer Hans 
something. You can: 


. 


Mention you're "really sorry" or that he should "set the torch aside" to “talk 
this out." Neither option is particularly helpful (unless you want to watch a hay 
roof burn), as it doesn't dissuade Casimir from detonating his barrels. This 
forces you to find Quinto. 


(Axii Delusion level 2) Or addle the dwarf's brain and order him off the roof 

without having to belt him. 

* (200 crowns) Pay 
Quinto's release 
fee of 200 crowns 
to Hans. If you 
forced Hans to pay you more money during Archgriffin monster hunt, Quinto's 
freedom is worth 400 crowns for you, 


Choose either of the last two options, and Casimir agrees to help you. You give 
him instructions on reaching the herbalist's hut, and this quest concludes. 


Quinto Hans of Cidaris 


UPCASIMIREPICK 


| (Spoiler) If you pick Casimir, certain elements of the infiltration within the Borsodi 
auction house play out in a different manner. Be sure to read the subsequent quest Try to make а deal, usually dropping around 140 crowns in order to buy 
| to ensure Casimir's loyalties match your own. Quinto's freedom. 


SIDES'WITH THE 


JDI BROTHER 


Ask if Hans fancies a game of Gwent, To the winner goes Quinto, If you lose 


OPTION #2: HANS OFF QUINTO! though, expect to pay double to free the safecracker. 


Mention Hans is “acting like a fishwife", goading him into a bout of fisticuffs. 
To the winner goes Quinto. If you're knocked on your arse and lose though, 
expect to pay double to free the lock-picker. 


| OBJECTIVES: —- 


After Quinto demonstrates his skill at exiting cages, you give him instructions on 
reaching the herbalist's hut, and this quest concludes, 


TO: PIC j SIDESWITH THE 


JRSODI BROTHER 


(Spoiler) If you pick Quinto, certain elements of the infiltration within the Borsodi 
auction house play out in a different manner. Be sure to read the subsequent quest 
to ensure Quinto's loyalties match your own. 


SPOILER ALERT. X. 


SEASONING SH 


Dwarven Spirit: This can be discovered randomly in chests, or purchased from 

Related Quests: Hearts of Stone Main Quest: Open Sesame, any herbalist (including the Halfling whose shop The Stranger is using as a base 
Breaking and Entering, The Safecracker of operations. 

Locations: Herbalist's Hut 5 

Enemies: Rotfiends Rotfiend Blood: Consult the Bestiary to discover more about these disgusting 


Recommended Мела: Dwarven Spirit (1, Retflend Blood (21; atrocities that roam the battlefields, and slay two or more to loot the blood 
Wolfsbane (2), 600+ Crowns, Axil Delusion level 2 (randomly dropped). Journey to Velen, and visit any of the battlefield locations 
there to maximize your chance of encountering a rotfiend. The Secondary Quest: 
Funeral Pyres (page 376) has rotfiends to face, down in Mulbrydale. 
2 енне corno puri tover on ary 
| This quest is accessible after you meet The Stranger for the first time at the herbalist (including that Halfling), you can find wolfsbane growing, even in the 
Herbalist's Hut. You can choose to complete this quest in any order you like, either garden and fields surrounding the herbalist's hut. 


| before or after you source the two break-in artists and safecrackers, 
-— ITEM: Cleansing Mixture 


A HEADY CONCOCTION OF BLOOD, BANE, 
AND SPIRIT FISHING FOR CLUES 


| OBJECTIVE 


E OBJECTIVE: - 


During your conversation with The Stranger in the herbalist's cellar, you're Journey to Oxenfurt, and lurk an inauspicious distance away from various 
given a recipe to concoct, known as the Cleansing Mixture. It requires the soldiers as they chinwag about their life. 


bel 
e ingredients. The first pair of Redanian troops are stationed outside the Borsodi auction house. 


Cleansing Mb Wait close (but not too close), and listen to them moan about their idiotic Lance 
eansing міх Corporal; a fool named Vatslav. There's no mention of the cook, though. 


INGREDIENT AMOUNT 


Rotfiend Blood 2 


The second pair of soldiers are nattering inside the Borsodi auction house. Run 
around outside and stand by the leaded window (with the river on your left) 
Listen to a conversation about Borsodi's daughter. Nothing interesting there. 


The third set of guards can be found by running east along the riverside path 
past them, and standing on the stone threshold by the ficus bush. The two 
guards talk about having fish for supper, and start strolling westward. Follow 
slowly at a safe distance. If the guards stop talking, stop walking and back up; 
you're too close for their comfort. You learn the cook is fishing at the pier close to 
the Western Gate. 


HORRENDOUS UPRISINGS FROM THE BOTTOM 


| OBJECTIVE 


Ensure you're searching for the cook during daylight hours (meditate until the 
next day if the sun has set), and find Maarten the cook on the pier, as expected. 
He's able to accommodate your extra ingredient into the guards: fish suppers, 
but at a cost. He wants 500 crowns. You can: 


* (500 Crowns) Pay him what he wants. 
+ (Axi Delusion level 2) Or “persuade” him to help you free of charge 8 


Once the cook has been bribed or his mind befuddled into helping YOU, 
this quest concludes. 


ОСО а В 


Related Quests: Hearts of Stone Main Quest: Open Sesame, 
Breaking and Entering, The Safecracker, Witcher Seasonings, — 
Hearts of Stone Main Quest: Scenes from a Marriage, 
Scavenger Hunt: Viper School Gear 
Locations: Herbalist’s Hut, Borsodi Auction House (Oxenfurtl, 
Alchemy Inn (Oxenfurt] 
Characters: The Stranger, Ewald Borsodi, Eveline Gallo, Casimir, 
Quinto, Horst Borsodi, "Reginald" the Negotiator, Olgierd von Everec 
Enemies: Redanian Soldiers, Arachnomorphs, Bouncer bodyguards 


AT YOUR SERVICE, MATE 


| OBJECTIVE 


| 


|| This quest is accessible immediately once you have completed ай three of the 
following: Hearts of Stone Main Quest: Open Sesame: Breaking and Entering, 


The Safecracker, and Witcher Seasonings. { 


MW UCTION'HOUSEETIQUETTE: PART 

The remainder of this quest takes place within the Borsodi Auction House. As there's 
по way to stall the proceedings once the heist begins, it may be wise to meditate, 
refill or concoct your favorite oils and potions, sharpen your blades, and bring a 
nibble or two to the proceedings. 


Head back to the Herbalist's Hut, descend into the cellar, and wait for The 
Stranger to reveal the precise details of the daring operation. After he says his 
piece, you can optionally ask about a plan "B," the security measures inside the 
building, and why The Stranger doesn’t use the secret passage he mentions to 
enter the auction house. After The Stranger warns you all not to blab to anyone 
about this, you can decide to head there now, or meet everyone there (the latter 
option allows you to prepare and start the next objective at your leisure). 


# The chatter and incidental musings are different depending on whether you hired 
Casimir or Quinto (pictured). 


At the allotted time 
(after nightfall) and at 
the allotted location (the 
tower across from the 
auction house), Eveline 
scales the walls and 
shows why she was The 
Stranger's preferred 
agility expert. After 
everyone manages to 
ascend into the building, there's a small squabble (answer as you wish), and 
masks are worn. 


CRITICAL PATH 


When you've optionally spotted a love letter in this attic area, descend down 
the stairs armed with your wooden sword (as you requested no deaths). 

Keep on descending into the auction room, which isn't as empty as you would 
have liked. You're confronted by four guards, Defeat them (only two must 

be defeated by your hands, so you can target foes your allies are fighting to 
minimize taking damage). 
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The fracas degenerates further as Horst Borsodi stumbles into the room, and 
quickly stumbles out again. You're ordered to chase him down, but he escapes 
into the basement and the main vault doors close. The belltower tolls, prompting 
The Stranger to produce something sharper than a wooden sword to stop the 
clanging. Everything, as they say on Skellige, appears to have gone “tits up." 


HOSTAGE TAKERS AND TROUBLEMAKERS 


NEGOTIATIONS ROUND #1: BUYING SOME TIME 


The Stranger grabs 

a hostage as a group 

0f Redanian soldiers. 
gather outside and a 
negotiator steps in to 
ask what your demands 
are. The Stranger asks 
you to buy everyone a 
bit of time. You can: 


# Tell the negotiator to 
pull back from the auction house. This continues the 
stand-off without bloodshed, allowing your safecracker more time to act. 


# Tell The Stranger you're not about to use innocents as living shields. With no 
‘demands to meet, the Redanians storm the auction house, forcing you into 
а fight with the negotiator and two guards, 


NEGOTIATIONS ROUND #2: 
COMPOUNDING THE CRIME 


Assuming negotiations are continuing, the Redanian captain yells that a bargain 
ог agreement must be made. You have limited time to choose a response. 
You can: 


+ Tell the negotiator to pull back again. As he isn't about to give in to this demand, 
the stand-off falls apart, forcing you into a fight with the negotiator and 
two guards. 


# Ask the negotiator to tell you a joke. This initially befuddles him, and the hostage 
The Stranger is holding helps your cause by screaming at the correct moments. 
The negotiations move to a third round. 


# Order the negotiator to find you a wagon. This buys you a bit more time, and the 
negotiations move to a third round, 


NEGOTIATIONS ROUND #3: 
CONTINUING THE PANTOMIME 


If you chose to ask the negotiator to tell you a joke, or requested a carriage, 
a final round of negotiations occur. 


# M you asked for a joke, the negotiator (which you've taken to calling "Reginald") 
blusters out a one-liner, Feel free to reply as you wish, and make a deal involving 
the releasing of one hostage now, and another in ten minutes. Reginald tales 
the deal, Quinto appears to let you know the vault is open, and you can descend 
without bloodshed. 


# Ifyou asked for a carriage, the negotiator asks what type: 


* If you ask for Radovid's Coronation carriage, this forces the negotiator into 
storming the building, and forces you into a fight with the negotiator and 
two guards. 


* If you ask for any type, "as long as it rolls," the negotiator obliges (as the 
request isn't ludicrous), and you make a deal involving the releasing of one 
hostage now, and another in ten minutes. The negotiator takes the deal, 
Quinto appears to let you know the vault is open, and you can descend 
without bloodshed. 


NEGOTIATIONS NULLIFIED: 
AN EXPLOSIVE INTERRUPTION 


If Casimir is your safecracker, a non-violent exit out of this situation 
isn't available: 


# During the negotiations, even if the guards haven't stormed the auction room yet, 
your talks are interrupted by a massive explosion from downstairs as Casimir 
blasts the vault doors wide open. You're forced into a fight with the negotiator. 
and two guards. 


NEGOTIATIONS NULLIFIED: THE REDANIANS ATTACK! 


OBJECTIVE 


If hostage negotiations falter due to your saying the wrong thing, or your 
dwarven explosives expert blowing the vault to bits, you must face two 

soldiers and the guard captain. As your sword and armor aren't impressive in 
the slightest, combat is a tricky proposition, so rely more on Signs, as well as 
removing the two soldiers without shields first, so The Stranger and yourself can 
tag-team the final foe. 


Whether or not you're in the mood for negotiations or facing guards down with 
‘wooden swords, Eveline Gallo takes this moment to bid you a fond farewell; 
she’s out of here! - T 


COMPLICATIONS, COMPLICATIONS... 


OBJECTIVES: — 


‘Once combat is over, or 
you've given yourself 
enough time through 
negotiations, you сап 
head downstairs to the 
vault door 


# M Casimir is your. 
safecracker, the door 
{and any trap trigger) 
is well and truly blasted open. You're ordered to push on into the vault. Simply 
cross to the other side, heading southeast. 


i Quinto is your safecracker, he marvels at the quality of the lock before picking 
it. You're ordered to push on into the vault. Head forward before dropping down 
into an earthen pit where four Arachnomorphs attempt to scuttle your chances at 
treasure. This additional trap mechanism wasn't destroyed by Quinto. Use Quen 
and either Aard or Igni to help rid yourself of these foes. After climbing back up, 
cross to the other side of the vault, heading southeast. 


Horst Borsodi and hís henchmen are waiting inside the vault. The Stranger takes 

this opportunity to reveal his true identity—Ewald Borsodi, the estranged brother 
of Horst, and clamant to the family fortune! As the two brothers exchange spittled 
verbal barbs, Horst yells your way, asking you to switch sides, 


END PART 1: BROTHER AGAINST BROTHER END PART 2: A VIOLENT FRATRICIDE 


Remaining neutral isn't z Begin fighting the brother (and anyone allied with him) in bloody combat. 

an option; you must * You have а full complement of equipment to utilize. Note that when fighting 
side with one of the PS Horst, attacking him as a primary target is better than elongating the battle 
Borsodi brothers. At this by removing his shield mercenaries first, unless you want the XP; as combat 
point, a few variations. = | concludes when you whittle Borsodi's health down to almost naught. Once your 
are possible: = B chosen Borsodi is brought to his knees, the following occurs: 


[7 Ewald Borsodi PLANS #2А AND #2В: EWALD'S LAST STAND 
PLAN #1А: STANDING WITH HORST (NOT CASIMIR) 


> Answer “Tempting 
offer, Horst. I'm in, 
vm with you? You 
tell an incredulous 
Ewald that you hate. 
being taken for a 
ride, then watch 
as Casimir walks 
slowly toward Ewald, 
and stands by his 
side. They both draw their weapons. You must face Ewald Borsodi and Casimir in 
combat. Horst Borsodi and his two shield henchmen fight alongside you. ЭВЈЕСТІУЕ 


Horst as the head of the family, Refusing, Ewald tries a knife plunge, but misses ti 
and this results in him being struck into a bloody pulp until you intervene. Horst 2H 
stops, but only temporarily, grabs at Ewald's knife, and plunges it in. Ewald r 
gurgles his last breath. Now for a spot of unfinished business. 


END PART 3: UNFINISHED BUSINESS 


PLAN #1B: STANDING WITH HORST (AND QUINTO) 


PLAN #ЗА: MAKING A DEAL WITH HORST BORSODI 


» Did you side with Horst Borsodi? When he tells you he'd rather die than hand you 
the papers within the House, you can reply “maybe we сап make a deal.” It is 
decided that Horst will keep the papers, while you take the casket itself. I Quinto 


| OBJECTIVE 
[| 


i preg RANE is with you, Horst beckons him to talk, and hires him into his fold. Afterward, 
Pawn you You you escape the vault via the secret passage Horst opens for you. 
lil icd PLANS #2С AND #20: HORST'S LAST STAND 
Ewald that you hate 
being taken for a > After a battle of 
ride, and Quinto swordplay in the 
murmurs that it's vault, you bring Horst 
hard not to agree. Borsodi to the ground. 

Ewald intends not to with а fierce Aard 
go quietly. You must face Ewald Borsodi in combat. Horst Borsodi, his two shield push. Ewald picks. 
henchmen, and Quinto wait until the duel is over. up his own brother's 
sword, stands over 
PLAN #1С: STANDING WITH EWALD (АМО CASIMIR) him, and points the 
blade at Horst's. 


throat, demanding he sign over all that he owns. Horst pleads to take a single. 
trinket, attempts to strike Ewald with it. Disarmed, Horst is rewarded by being 
struck multiple times in the face with the goblet until you intervene. Ewald stops, 
but before you can react, he finishes pulping his brother with a final, grotesque 


| OBJECTIVE 


> Answer “Can't bribe me. I'll stick with Ewald." You scoff at Horst's desperate bludgeon. Horst gurgles his last breath. Now for a spot of unfinished business, 
attempt at bribery, and Casimir adds that he's here to take whatever he pleases, oF the Borsodi brothers now lies crumpled on the vault floor. You must now 

FFF deal with the other one. Time is short, and Borsodi's House must be retrieved. 

Жан 2775 cue cei ке isi You stand to face Borsodi, demanding the Borsodi's House. However, Horst or 
ps Ewald has some particularly important papers stored within this carved casket, 


and isn't about to let you have them. If Quinto or Casimir are still alive, they 


PLAN #10: STANDING WITH EWALD (МОТ QUINTO) Teco a teen volant ӨШИ СӨП. 


OBJECTIVE 


Бы rae 


> Answer “Can't bribe me. rn stick with Ewald.” You scoff at Horst's desperate attempt 
at bribery, though Quinto finds it much more of a tempting offer, and succumbs. You 
must face Horst Borsodi, his two shield henchmen, and Quinto in combat. Ewald 
Borsodi fights alongside you. 
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PLAN #3B: HORST PLAY: 
ENDING THE BORSODI BROTHERS 


> Did you side with 
Horst Borsodi? 
When he tells you 
he'd rather die than 
hand you the papers 
within the House, you. 
can reply "nothing 
simpler" Face him in 
combat; optionally 
slaying the blowhard 
Quickly to avoid combat with his Bouncer bodyguards. If Quinto is stil alive, he 
sides with Horst, and both must be faced, Afterward, you must escape the vault 
оп your own, 


PLAN #3С: MAKING A DEAL WITH EWALD BORSODI 


> Did you side with Ewald Borsodi? When he tells you he figures his chances io 
better you are good, tell him, “This is not a bust. We can figure this out.” 
You quickly agree that Ewald will keep the papers within the casket, while you 
take the House itself. Soldiers are entering the vault, so an escape must occur 
‘quickly; if Casimir is with you, he mutters a (coarse) sigh of relief. Afterward, you 
(with Ewald and Casimir) must escape the vault via the secret passage Ewald 
opens for you. 


PLAN #30: EWALD'S END: 
STOPPING THE BORSODI BROTHERS 


| OBJECTIVE: - 


һе sides with Ewald, 
‘and both must be faced. Afterward, you must escape the vault on your own. 


ITEM: Maximilian Borsodi's House 


(QQ QQQ DANGER ALERT 


MAIMARRIAGE : 


Related Quests: Main Quest: Dead Man's Party, Main Quest; 

Open Sesame; Main Quest: Whatever a Man Soweth. 
Locations: Alchemy Inn (Oxenfurt), Von Everec Estate, The Painted World 
Characters: Black Dog, Black Cat, Caretaker, Wraith in the Painting, 

Iris von Everec, Olgierd von Everec 


Enemies: The Caretaker, Specters (Spiders, Ghouls, Ethereals], 
Wraith in the Painting, Ethereal 
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END PART 4: ROLL OUT THE BARREL 


OBJECTIVES: 


If you're on your own, locate the large vault pillar to the left of the pedestal Borsodi's 
House was sitting on, and press it. This opens the secret door to the south. 


> ICTION-HOUSE-ETIQUETTE 


Before you leave the auction house for the last time, a quick rummage in two vault 
chests is the order of the day. The two chests near the pillar with the pressure plate 
hold valuable diagrams for an Ofier Crossbow and the Viper Venomous Steel Sword. 
Don't forget them before you leave! 


ITEMS: Diagram: Ofieri Crossbow, Diagram: Viper Venomous Steel Sword, 


Dash through the escape tunnel, use the lever to open the secret wall and step 
into a fisherman's hut close to the Pontar. 


If Ewald is with you, you have a final conversation, and he offers to provide items 
to you at cut-price rates from the Auction House in the future. 


If Casimir is with you, there's a last chat before he bids you a fond farewell, 


OBJECTIVE 


Return to Oxenfurt, enter the Alchemy Inn, and speak with Olgierd regarding the 
evening's slaughter. This can be done whether or not you finish Main Quest: Dead 
Man's Party. 


Mention you have the Borsodi's House, and Olgierd beckons you to a quieter 
location. You can ask why he required the papers within the House, ask more about 
the Borsodi brothers (Olgierd is happiest if you killed them both), and why he has a 
gripe with them. What follows is a tale of woe and debt, but mainly debt. 


You can also quiz him about the company he keeps, his saber, the Ое “toad” 
prince, or play Gwent. 


If only Main Quest: Open Sesame has been completed, you must finish Main 
Quest: Dead Man's Party. 


If both Main Quests: Dead Man's Party and Open Sesame have been completed, 
mention the third task. Olgierd's Wild Ones free a man from a barrel. Olgierd 
requests your presence outside, and asks if you've ever truly loved, Answer as 
you wish. You can: 


. 


Refuse to drink, and not discover much about the forthcoming task. 
* Agree to drink, and more old wounds are picked арап. 


When it comes time, Olgierd tells you he had a wife once. The day he saw her last, 
he gave her a violet rose. You're to bring him that bloom. This quest now concludes, 
and Main Quest: Scenes from a Marriage begins. 


A SPRAWLING ESTATE, SHROUDED IN 
UNNATURAL FOG 


| OBJECTIVES: 


|| This quest is accessible immediately once you have reported back to Olgierd after The source of the digging isn't a being to be trifled with, and you are encouraged to 
[река о нини жеши eni ium aT | (thoroughly prepare for a prolonged battle by brewing elixirs, prepping projectiles, | 
ا‎ — using oil, and setting up your combat inventory before meditating, before venturing 
into the back garden. 


Deep into the eastern hills of Gustfields territory, due east of Winespring Grange 
and the Dancing Windmill, s the dilapidated remains of the Von Everec Estate. 

A perpetual gloom hangs over this manor house and grounds, and the main 
gates are rusty and covered in creepers. This forces you to look around the 
perimeter for another way in; head left (north, then east and southeast) until 

you hear someone calling out for “Kendrick.” The man is a common thief; ask 
‘questions as you wish. Fortunately, he stands at a break in the wall, allowing you 
to pass through into the grounds. 


The Caretaker 


‚ OBJECTIVE 


Remain on the upper walkway, and follow the trail of footprints and body marks 

to the back garden. Here you find the source of the digging sounds: a monstrous gam 
and grotesque form, an abomination created through black magic, now a 

guardian of the estate—the Caretaker! It hasn't finished digging the hole to 

dump the remains of the other thief in yet. Without a sound (as it has no mouth) HB 
it stops and turns its shovel at you, The Caretaker must be killed before you 

сап continue, 


Use your Witcher Senses to search the grounds of the von Everec estate for a 
violet rose. 


Enter the fog-filled 
grounds, and begin a 
thorough inspection of 
the areas of interest on 
your map, using your 
Witcher Senses as you 
оо, Your investigations 
yield the following 
evidence: 


TAKEROTHE 


The Caretaker has the following attacks and maneuvers: | 


Regeneration Strikes: Whenever he strikes you with his spade successfully, he 
regenerates a small amount of health, Simply avoid being struck for this, and the 


А couple of bags of fresh manure. Perhaps to feed the flowers? usual reasons! 


‘Summoning Ghosts: After around three or more attacks, or when he suffers 
substantial damage, he invokes ghosts that shuffle toward him, allowing themselves 
Near the fountain is a wooden bench; it looks well-used tobe destroyed and absorbed by the Caretaker, regenerating his health considerably. 

` Stop this quickly by special positioning (see "Coaxing the Caretaker” below), or by | 
A small grave under a leaf-less tree. Sitting nearby is a black dog you can talk | reaching the ghosts first and simply striking them with a single hitto dismiss them. | 
to and shoo away. As more ghosts are summoned (continuously for around 30 seconds), continue to 
look for ghosts (especially on your map) and race to prevent the Caretaker reaching 
them as quickly as possible while dismissing each with your sword. 
The smell of flowers from the garden beds that аге stil tended. . seres of spade attacks tho Caretaker | 
Violet rose growing here. сап string together to form a devastating combo. If you're caught in this, you can 
be killed easily. Do not try to attempt io parry ог block; stop out and away гот 
this attack. 


Special Attacks (General): These cause a large amount of damage and cover a large 
area around and in front of him. These are as follows: 


A small fountain of ice-cold water, unused for a while. 


A cluster of bee-hives, well-maintained but dormant. 


. 


Close to an old oak tree by a circular pathway is an old painting easel; the 
wood has rotted completely. 


A busted lamp and trampled ground are close to the locked main doors. 
Somebody dragged something farther along the upper walls into the inner 


gardens. Your objective updates Special Attack: z 
Shovel Stam: The Caretaker î 


OBJECTIVE ч Sen | 
it down into the ground, 
а и causing a wide, cone- 

shaped area to be bathed МЕ, 
Remain on the upper. in attack energy; this. Е 
walkway and scour the causes massive damage io b. = E 
wooden deck and steps you, and knocks you down. 3 
for more evidence; your Look for the Caretaker to raise his spade, and back away from the area. As the. | 8 
Witcher Senses pick ир shovel becomes temporarily stuck in the ground after the energy dissipates, venture | E 
the following in to attack afterwards. Then leap away as soon as you see more energy starting to 8 


appear around him. 


‘Scuff marks and 


| Special Attack: 
blood; a wounded Charging Shovel: The Caretaker barges forward with his spade outstretched, racing 
man was dragged forward around eight meters and causing massive damage and a knockdown if he 
through here strikes you during this time. Afterward, there is a brief recovery time, where you can 
* Prints from cleated boots, leading from the back of the garden кыйгас id н Ра АЙС, reng 
Follow the footprints around to а side gate, and push the gate. Beyond, you Impressive Immunity: The Caretaker is immune tow most Sign, Bomb, and crossbow 
see a Black Cat watching you intently. Your chat with the cat is interrupted by а bolt effects. He also immediately destroys any Yrden placed by you, making this 
scraping sound; someone is digging. especially ineffective. 
TAKING CARE OF BUSINESS 


| OBJECTIVES: __ 
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ÁP DEFEATING THE'CARETARERSTH EBESTBATTLE TACTICS 


Learning Patterns: In the Beginning: The Caretaker makes a slow but constant 
approach toward you, attempting his combo attack when close. These usually end 
‘with a Shovel Stam. in an attempt to knock you over. 


Learning Patterns: In the Thick of I When you manage to reduce the Caretaker's 
health to the first ofits three Segments, and again when two-thirds of his health 
is lost, the Caretaker breaks away from the fight and summons ghosts from their 
graves within the garden. He slays and absorbs the ghosts’ energy, and this can 
easily bolster his health back up to maximum. These invoking phases last 30 
‘seconds, so it is imperative you clear the ghosts away from the Caretaker to avoid 
prolonged combat. Afterward, the Caretaker begins attacking again. At two-thirds 
health, the Caretaker summons ghosts and then starts to employ the Charging 
Shovel attack exclusively. At one-thirds health, the Caretaker summons ghosts for 
| a second time, then uses both the Shovel Slam and Charging Shovel attacks. 

| Coaxing the Caretaker: As the ghosts are summoned within the low stone walled 
| section of the back garden, if you back away from the Caretaker during the combat 

| phase, forcing the Caretaker to follow you up the steps and to the pathway where 
you met the Black Cat (or where the thief's body is at the opposite end of the 
garden), you can quickly leave the Caretaker when he starts to summon ghosts, race. 
Into the garden, and mow down ghosts quickly before the Caretaker can reach them; 
| atleast until he follows you back into the garden. Area-of-effect attacks, like Igni, 
are particularly helpful in ridding an area of multiple ghosts. Then concentrate on 
any ghosts within the Caretaker's path, preventing more health being sucked up by 
this foe. Don't engage the Caretaker during this time; focus on the ghosts. 


| A Precise Attack: As the fight begins, approach but do not engage the Caretaker; 

| stay directly outside the range of his combination attack. Watch for the start of the 
Shovel Slam, you can easily spot this as energy arcs out of his weapon. At this point, 
| roli behind the Caretaker, and as the Caretaker tries to remove the shovel from the 

ground, batter him with sword attacks coated in Relict Oil, 


Conclusion: Once the Caretaker performs his Charging Shovel attack, a simple 
sidestep, followed by sword attacks during his recovery time, is the key to success, 
Repeat the previous tactics mentioned until the conclusion of this battle. 


THE CARETAKER SIVUL ITIES 


| 
Reliet Oil Oven 


FRIENDS OF THE HOUSE 


| OBJECTIVE 


After the Caretaker falls, you're somewhat surprised 
to start a philosophical discussion with the Black 
Cat. Joined by the Black Dog you saw at the grave 
earlier, They don't reveal their identities, only that 
they are "friends of the house.” You can ask them 
about the Caretaker, and their mysterious nature, 
but mentioning the violet rose. You're given a key 

to the manor house, allowing you to search for the 
Tose's owner (and estranged wife of Olgierd), Iris von 
Everec. Before continuing, you may wish to loot the 
Caretaker and gather his magical spade; 10 percent 
of the damage caused by this weapon is returned 

to you as health. You may also find an Ornamented 
Brush beneath the rotted gazebo, close to the dead 
thief, in the back gardens. Head to the back of 

the manor (the door the two familiars move to sit 
between) and enter. 


Black Cat 


ITEMS: Key to the Manor Back 
Ornamented Brush 


The Caretaker's Spad 


O THE DARKMANOR?LET THERE BE LIGHT 


A Cat potion, a simple torch or lantern, and judicious use of the map to ensure you're 
not lost, are advisable when starting your search of this tumbledown manor. Feel. 
{ree to light any candles or fireplaces along the way, to add further light and so you 
know where you've previously explored. 


INTO THE DAR 


AANOR: LET THERE BE WRAITHS 


Or specifically, one particularly frightening wraith. As you've just defeated the 
Caretaker, you may be low on provisions, so ensure your best wraith-killing 
‘equipment (and health) is up to snuff before continuing. 


After listening to 
whispers and navigating 
the inky-black entrance 
and storage area, enter 
the only accessible 
doorway, and into the 
grand parlor. A spectral 
shape disappears back 
into a painting on the 
far wall. Something 
wraith-like is lurking here. Venture further into this large, dilapidated chamber, 
and take the sketchbook from the table. 


ITEM: Iris’ sketchbook 


Step into the main 
hallway, where a 
falling chandelier and 
ghostly voice attempt 
to dissuade you trom 
continuing. The way 
forward is up the grand 
Staircase, but you 

can optionally inspect 
the following: 


The painting to the right of the grand stairs; it is of Olgierd looking like a 
different man compared to the tortured soul you've currently befriended. 


In the dining room opposite the doorway you entered from, there's a table 
strangely clean and ready for a meal to be served, if you examine it 
(use your Witcher Senses) 


Ascend the main staircase. At the top, the wraith in the painting may startle 

you. Nearby is a painting of Iris and Olgierd together. The only accessible area is 
through the doorway to the left (west), into a smaller office room exhibiting the 
signs of fire damage. Optionally loot a couple of books, then take the exterior 
balcony into a secondary bedroom. The door opposite swings open, coaxing you 
into a long gallery: A very long gallery 


WRATH OF A WOMAN SCORNED 


As the gallery elongates to a point where it is 
impossible to escape, the familiar form of a wraith 
congeals close by. However, this form of Iris von 
Everec is especially troublesome. Prepare to defeat 
the Wraith in the Painting. 


thin the Painting 


This wraith attacks in a similar manner to any other floating specter you тау have. 
encountered before. But she is a little more problematic than other lost souls: 


Relentless and Immunities: She is relentless, fast, and aggressive. She is also immune 
to Signs that cause damage and special effects from Bombs and crossbow bolts. 


Close Attack Clawing: A barrage of close-range clawing attacks can keep you 
stunned due to being constantly struck. She can also pass through you during this. 
attack, usually used as a counter if you attempt to defend. 


Painting Regeneration: Any lost health is regenerated as the wraith flies higher into 
the air (to escape your attacks), and opens a portal into one of the paintings found 
in the long gallery. Then attacks resume after the portal opens; until she floats and 
enters the painting portal. If she enters, she disappears for a few moments, then 
returns via a different painting portal, regenerated with health. 


Quen, not Yrden: Unlike the Wraiths you may have faced before, Yrden isn't a 
recommended tactic to use. Come to this fight with a boosted Quen; augmented 

by abilities and utilize these defenses (such as Active Quen) frequently. In this 
situation, Quen isn't a passive defense, but is instead the key to victory; you're 
absorbing this Wraith's damage rather than attempting to prevent it. For this reason, 
it's also worthwhile carrying a supply of Tawny Owl potions to boost the stamina 
regeneration you need to cast Signs. 


Portal Permission Denied: Now Quen is allowing you to fight back more frequently, 
you'll damage the wraith (especially И your sword is coated with Specter Oil), 
‘causing her to float up, and open one of the painting portals. As soon as this occurs, 
look for the beginnings of the (green) portal, and focus every attack on the location 
of the painting portal. You can use sword attacks, or bombs, crossbow bolts, ог 
offensive signs (Igni for example, offers а quick closing of the portal). 


Repetition Equals Victory: Without a portal to enter, the wraith starts to attack you 
again, but without the boost in health she craves. Use Quen, counter and wound her 
again, and prevent any subsequent portals from opening. Continue this tactic until 
the wraith is slain, 


ш к 


Specter Ol Yrden 


| OBJECTIVE 


With the long gallery 
exit (to the east) now 
accessible, enter Iris 
bedchamber and make 
a short inspection of the 
room before checking 
the bed; there's а 
portrait to pick up on a 
small table to the right 
of the fireplace. Though 
you can also inspect the small art studio off this room, the main area of interest 
is the large bed itself. Iris is here, but she's not in the land of the living. The Black 
Cat and Dog appear to recommend you frame your wishes more carefully. As you 
learn more about her, you can ask the familiars how Iris died and why they are 
helping you, before inquiring about Iris’ wrath. It seems their mistress endured 
much hardship. After taking a key to the front door (given by the Black Cat), you 
inform your furry friends that you intend to talk to Iris anyway, starting with the 
burial of her remains, 


ITEMS: P 


A EULOGY, AND INTO THE PAINTED WORLD 


| OBJECTIVE 


dris von Everec (Deceased) 


You now have the run of the manor. Retrace your steps down the main staircase, 
and out the main doors (you can now unlock). Into the gloomy garden, you should 
inspect the following locations as a suitable resting place for Iris. Your previous 
search of the grounds allows you to easily find the following areas: 


* The bench near the fountain. Iris liked to sit here, but this isn't a good place 
for a grave; it is too close to the house. 


* The flower bed. Though Iris adored flowers, she would never want to destroy Е | 
them. Dig somewhere else. 


* The easel on the raised garden under the large oak tree (roughly northwest of. 
the main manor) seems suitable; you are told Iris loved to paint. 


You dig the grave by the easel, and say a few kind words about Iris (choose 
whatever you wish to say). You can then try to summon her, and place one of 
the following items you found during your previous searching (it doesn't matter 
which, you don't have to place anything): 


* The sketchpad from the ground floor study and library. 
* The painting of Iris and Olgierd from ins bedchamber. 
* The ornamented hairbrush found in the back garden. 


You can also ask the Black Cat and Dog to add their own eulogies. With the 

remains interred, you attempt to summon her. Her wraith appears, silently walks 
over to the easel, conjures a painting of the manor, and steps through. The figure 
of Iris appears in the painting, prompting you to follow her into the Painted World 


YOU'RE MORE THAN A MEMORY NOW 


| OBJECTIVE 


You appear in a place 
both strange and 
familiar, the painted 
world of Iris von 
Everec's dreams. 

The Black Cat and Dog 
exist in both places. 
After her death, the 
Painted World gained 
substance. Feel free to 
ask the Cat about it. You 
are instructed to tear 
Iris from her autumnal 
slumber completely. 
You need to restore her 
memories, one scene at 
a time. You must peer 
closely at each memory 
before restoring it. 


CRITICAL PATH 


Olgierd von Everec (Memory) 


dris von Everec (Memory) 
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SCENE #1: OLGIERD THE UNWELL 


| OBJECTIVE 


Under the gazebo, Iris is 
painting, while Olgierd 
sits on a bench. Use 
your Witcher Senses, 
and discover the 
following three objects: 


A book called 
The Spirit from 
the Steppe, on the. 
wooden gazebo rail, to the right of the entrance. 


• A painter's palette on the empty bench across from Olgierd. 
* Ateapot for afternoon tea, to the right of Olgierd. 


Place the painter's palette on the small table to the right of Olgierd. Place the 
book in Olgierd's hands. Ignore the teapot. The scene then plays. Afterward, a 
‘swarm of painted bees surrounds you. Though not particularly harmful, they 

сал be a nuisance, and can be dismissed using Igni. Head down into the main 
courtyard with the impressive (and purple) hedge. You're attacked by around four 
"spiders" along the way. Defeat them before continuing. 


ITEMS: 


Mter's palette, t, Book: The Spirit from t 


EMOV 


D d FROM THEG 
These shadows attack in а similar manner as Arachnomorphs, and it is worthwhile 
consulting the Bestiary (page 733) to discover the best swordplay tactics to utilized. 
Their lunging attacks can cover large distances, and they have a web-based spittle 
to tie you up (parry this to avoid it). Copious dodging and rolling are advisable, as 
unlike normal Arachnomorphs, these shadow spiders are immune to ай Critical 
effects (such as Burning, Freezing, and Paralysis). Therefore, Quen (to absorb any 
stray hits from these foes) and fast attacks are recommended; especially frequent 
light sword strikes that can stun these shadows for a while. 


THE SHADOW SPIDE 


SCENE #2: YOUR HEALTH, MY DEAR WIFE 


| OBJECTIVES: 


With any Spiders 
disposed of, optionally 
talk to the Black Cat as 
you reach the formal 
fountain, Use your 
Witcher Senses and 
uncover the following: 


* AGlass (a wine cup) 
on the edge of the. 
fountain, just like the one Olgierd is holding. 


* A Bouquet of flowers on the ground, close to the hedge, near the area where 
you find the glass. 


* A wedding vell, on the benches just left of the "happy couple." 


Only one of these items (the glass) is necessary to gather. Place it in iris’ hand 
and witness the scene unfold. Now you know where the spiders ended up; 
expect a large Spider and three smaller ones to appear. All must be dealt with 
before continuing. After dispatching these wraith-spiders, you see an indistinct 
‘and terrifying image at the manor threshold. You're told this is a fear you must 
eventually face. Did it look a little like Olgierd? 


ITEMS: Glass, Bouquet of flowers, Wedding veil 


SCENE #3: DINING AT THE DEBTOR'S FEAST 


Enter the manor, 
which is much more 
structurally sound in 
this other world. Access 
the dining room, where 
Iris and Olgierd sit at a 
long dining table with 
ins family. The memory 
is incomplete. Use 

your Witcher Senses to 
reveal the following: 


* A suckling pig, a lavish feast laid on by Olgierd, in an attempt to impress. 
his guests. 


* А Toussaint wine on the floor. Expensive. 
• Або! made of silver thread and pearls close to Olgierd. 
* Some bank notes; it appears a debt has been bought out. 


Unlike the previous memories, these objects can't be picked up or moved. 

There is a different trick to complete here; move to the opposite end of the dining 
room to the fireplace, and study the painting on the wall. It shows the feast, 

but with three important differences: The fireplace is lit, as well as the left and 
middle candlesticks. Ignite them (don't ignite the third candlestick at the far end 
of the table) and watch the scene unfold. Afterward, an ethereal specter appears 
Attack him as you would a bandit, until he yields, and beckons you through a pair 
of double doors into the main stairs hallway. 


SCENE #4: INK STAINS AND CONTEMPT 


| OBJECTIVE: 


Head up the stairs, and 
into the bedchamber. 
Olgierd is bent over a 
wash basin, while Iris 
lies pensively on the 
bed. Use your Witcher 
Senses and uncover 
the following: 


* A bloody towel at ће 
foot of the bed. 


* A night shirt, never worn. 
* Anight lamp on the bedside table; the wick is almost gone. 


Head to the dressing table where Olgierd is, and place the bloody towel next to 
the wash basin, on the right. Watch the scene unfold. 


ITEMS: Bloody towel, Night gown 


SCENE #5: A PENSIVE PAINTING 


| OBJECTIVES 


The painting studio 

is adjacent to the 
bedroom. Enter to 

see another blurred 
memory. Gather the 
following items from 
the room before peering 
over Iris’ shoulder at 
the painting 


= A fruit bowl on a sideboard, fresh as if someone just rinsed it. The bowl 
contains both grapes and an apple. 


* A glass wine goblet on a chair, like the one in the painting. 


The details of the painting are off; you must add three items to the living tableau, 
and position them correctly based off their location on the painting itself. The 
order is as follows: 


* The apple should be placed on the right. 
* The grapes should be placed on the left 
* The goblet should be placed in the middle 


SCENE #6: IMMERSED IN THE ARCANE ARTS 


BJECTIVES 


Enter the long gallery 
after the scene, 

and beware of four 
specters that attempt 
to waylay you. Stay 

at the entrance to 
prevent being overrun, 
and attack them 
methodically They 
suffer igni damage 

and blows from your swords, and their attacks can be parried like those of а 
‘common bandit. Exit the long gallery, and head into the study, where Olgierd and 
Iris are frozen in time. Enter the study. Use your Witcher Senses to discover the 
following: 


* Apentagram on the floor to bind summoned beings. The lines aren't distinct, 
and candles must be placed to complete it. 


Chalk is found on the low bookcase, along with a bottle of blood you don't need. 


Beeswax candles are to be found on Olgierd's desk, under the window. 


A book on the floor in the corner by the bookcase, entitled Between Worlds. 


A book on the low shelf right of the desk, entitled Blood Pacts, or On Foreign 
Presences. A tome about parlaying with demons. 


A painting (to the right of the fireplace) showing a depressingly gloomy manor 
in the winter. 


With the candles and chalk, you can finish the pentagram. Clues can be found in 
the books, or you can use process of elimination to place the candles on the circle 
surrounding the pentagram. You watch the scene unfold, and gain understanding 
into Olgierd's addled mind, After the scene ends, the study is set ablaze! 


ITEMS: Piece of chalk, Beeswax candle 
Book: Blood Pacts, or On Fore 


Book: Between Worlds, 
Presences 


| OBJECTIVES: —- 


The doors in the study are locked, and the air is rapidly escaping. You have no 
other option but to examine, and then jump into, the painting of the manor during 
winter. You appear in the gardens where you buried ins. A fierce blizzard is in 
danger of cutting you to the bone, and you must seek safety immediately! 

Sprint down the stairs, and head across the gardens (roughly southwesl), to 

an open set of cellar doors with a shadow figure above them. Now out of the 
blizzard, head through the second (unlocked) door, and into another memory. 


SCENE #7: THE OLGIERD | MARRIED IS NO MORE 


| OBJECTIVES: —- 


Olgierd sits in mid-swig (though he's missing a receptacle) looking as if he's also 
in mid-argument with his father-in-law (who appears to be needing to hold а 
scroll), while Iris looks on from the stairwell, Use your Witcher Senses to inspect 
the following 


* Awine barrel drained to the last drop. 
• Аріре on the tile floor; this is the time Olgierd started smoking. 


. A knife on the desk; we assume Olgierd got the scars on his shoulders during B 
that winter. 


* A beer tankard (Mug) on the tile floor, once filled with vodka. 
* А marriage contract between Iris and Olgierd. 


Place the mug in Olgierd's hand, and the marriage contract in the father-in-law's. 
hands. Watch the alarming scene unfold, and then bring your sword to bear on 

a trio of wraiths in the shape of ghouls. A similar bout of sword and sign play is 
recommended before you continue. 


ITEMS: Pipe, Mug, Knife, Marriage contract 


SCENE #8: OUT OF SIGHT, NOT OF MIND 


OBJECTIVE 


‘Ascend the cellar steps, weaving your way back into the dining room, which 
now holds a more recent memory. The Black Cat and Dog remember staying 
here for hours in silence, and take their places close to a small dining table. 
Olgierd is here with the abomination he created, while Iris sits at the table. 
Inspect the following: 


CRITICAL PATH 


* Animal hair on a ground pillow. Claw scratches on the ground near the 
table too. 


• A single place sitting at the table. 
A food tray on the table right of the fireplace. 
* Alarge bow! strewn on the floor, and a smaller one оп a nearby table. 


Place the large bow! by the Black Dog. Place the small bow! by the Black 
Cat. Place the food tray in the hands of the Caretaker. After speaking with the 
familiars, watch the final scene unfold, as Olgierd's specter finally casts 

a shadow over Lady Iris’ every remembrance. 


ITEMS: Food tray, Large bowl, Small bowl 1 
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Stride across the stairwell hallway, and into the parlor. Check the letter оп the 
table. As you read Olgierd's letter to his wife, ethereal shapes appear from the 
wall, Sinewy, nightmarish forms of Olgierd, armed with swords and creeping 
from dark corners. The parlor elongates into a large flame-red arena where your 
ultimate combat begins! 


NIGHTMARE IN RED 


| OBJECTIVE 


You mist face a demonic form of Olglerd known as 
the Ethereal. Six of these dopplegangers appear in 
the parlor. All must perish! 


This nightmarish form of Olgierd is split into six separate beings. They have all the 
strengths, weaknesses, and attacks as Olgierd, so you should read up on how to 
defeat Olglerd when you were presented with this option at the end of Main Quest: 
| EMI's Soft First Touches (page 286), or access similar information in the Bestiary 


(раде 765). The same tactics apply here. 


MP DEFEATING 


EATEST F 


HE ETHEREALS*(TTACKS FROM 1F 


Strengths: Essentially clones of Olgierd, these demons are fast and relentless. 
Initially motionless, they wake when you attack each one, so if ай the enemies are 

|, awoken at the вате time they ай attack together. The main difference is that these. 
enemies gain Olgierd's skills as they die. In other words at the beginning of the fight 
the enemies only have basic sword attacks, when one dies the remaining foes all 
gain another of Olgierd's skills, like a shadow dash. As each additional enemy is 
killed, the rest gain another skill until the last one left has every skill that Olgierd 
had when you had the option to fight him at the Garin Estate. 


Weaknesses: These are the same as Olgierd's original shortfalls; you can counter. 
‘and stun the enemies when they are attempting a special attack. The first three 
clones have so few skills, they are reasonably easy to defeat. 


UP DEFEATIN 


As ай their attacks are 
the same as Oigierd's, 
you should have some 
familiarity coming into 
this fight. When battle 
‘commences, there are six 
‘opponents, but only one is 
active, Killing that enemy 
causes another to wake 
up and attack, and this 
process repeats until the last wakes and is beaten. However, any idling foe can be 
‘awoken at any time if you accidentally, Need more of a challenge? Wake everyone 
up and slay them ай at once! 


Plan 1: One at a Time: The easier plan is to Keep away from the idling foes, moving to 
the far end of the arena, and slay each form of Olgierd one at a time, using tried and 
trusted tactics from the first time you faced him, 


Plan 2: All at Once: Throw caution to the wind, and slay all six foes in a crowd. 

by preparing yourself accordingly. You require maximum damage inflicted in the 
shortest amount of time. Use damage-enhancing potions and decoctions, and use 
the Whirl Combat skill to great effect here. 


Since these enemies only gain skills as the others die, when they are woken up, they 
are ай relatively weak. Use this to your advantage by corralling them in one place 
and unleashing damage as quickly as possible. A solid whirl attack can take up to 
four of them out at once. Once fewer of these enemies are in the arena, treat them 
as single foes and employ original Olgierd-slaying tactics, 


2 m 


Blizzard Potion 


THE ETHEREALSSTHE 


ST-BATTLE TACTIC 


Specter Oil 


ГАМ SADNESS: INTO A DREAM OF WHAT WAS 


After the fight, Iris 
appears before you in 
her bedchamber. You 
can tell her you've met 
her before, as well as 
requesting the rose 
Olglerd gave her. Feel 
free to mention her 
husband's powerful 
enemy, and choose 
answers as you wish. When the conversation moves to the wintery balcony 
outside, you can find out more about the rose, why Olgierd needs it so badly, 
and make the following decision: 


> Ask her to give you the rose (“This needs to end. I'm taking the rose"). 
This forces Iris’ spirit from this world, and sets her two animal familiars free. 
They make mention of a "Man of Glass," and to seek salvation in "glass that 
cannot be broken”. This is a clue to a riddle in the next quest. You are given the 
‘rose as Iris departs, and you appear back in the real world. 


ITEM: The Violet Rose 


> Refuse to request the rose (“Not my place to decide Iris’ fate."). While this doesn't 
win you any friends with Iris’ animal familiars who are stuck with her for eternity, 
nor does it win Iris’ gratitude, you don’t leave empty-handed. Iris sends you back 


into the real world with an addition to her painting; you cut out the image of her 
carrying the rose. 


and the Rose 


You are back on the manor grounds, and the quest concludes. Whether you have 
the rose or a painting of the rose changes a future interaction with Olgierd in the 
next quest. 


SPOILER ALERT XX 


Related Quests: Main Quest: Scenes roma Marriage;contract: HIGHER LEARNING WITH SHANI _ 


Phantom of the Trade Route, Scavenger Hunt: Viper School Gear 
Locations: Von Everec Estate, Alchemy Inn (Oxenfurt], Shani's Clinic 
(Oxenturt), Professor Shakeslock's House (Oxenfurt), 
Temple of Lilvani, Realm of Rumination 
Characters: Gaunter 0’Dimm, Shani, Professor Premethine Shakeslock, 
Olgierd von Everec 
Enemies: Drowners, Witch Hunters, Specters 


[OBJECTIVE 


SOMEONE DIDN'T READ THE SMALL PRINT 


| This quest is accessible immediately once you have completed Hearts of Stone 


l Main Quest: Scenes From a Marriage. | 


Head across Oxenfurt's cobblestone streets and 
locate the clinic you've previously visited. Upstairs, 
Shani is getting ready to move; the Redanians 
require her services in Kaedwen. Answer her as you 
wish (including a query about why the departure 

is so sudden). Shani has also learned a little more 
about Olgierd, not through book-reading, but through 
her colleague at the Oxenfurt Academy, Professor Shani 

Shakeslock. Apparently, he met Olgierd multiple 

times. Ask why Mage Hunters are guarding him, before requesting a meeting 
with the Professor. Shani agrees, though getting in won't be easy. 


| USED TO BE AN ADVENTURER LIKE YOU... 


OBJEC TIVES: 


— —— maa 


One of the ataman's representatives is waiting 

for you back at Oxenfurt. Stroll in and observe the 
hatter of the peasantry, sidestepping the drunk at 
the doorway, Master Mirror is here, close to Olgierd's 
stead, and after manipulating time, you both speak. 
Though you can ask who he really is and how he 
controls time, you want to know why he's even 

here, Answer as you wish, as O'Dimm skips around Sawater 0'Dimm 

the other answers, but he is here to make one final 

request: Drawing Olgierd to the Temple of Lilvani in Velen's The Descent Territory. 
You have no choice but to agree. Afterward, you speak to a Wild One (with a fly in 
his soup), and inform him where Olgierd needs to meet you. Answer as you wish 
Before you step over a man with a spoon placed indelicately into his eye, the 
Wild One also mentions that Shani is looking for you. This begins the following 
optional objective, 


CRITICAL PATH 


ING'WITH SHANI 


Follow Shani south across the bridge to Oxenfurt 

Academy, talking about the plight of the magicians 

(and Shani's future) as you go. Radovid's presence 

is seen almost immediately as you pass by a pile 

of books ready to be burned. Two guards (Bruno 

and Norbert) halt your progress into the cloister. 

4 Shani recognizes one of them, Norbert, who she 

Norbert saved from being crippled with her arrow-extraction 
abilities. Reluctantly, the guards buy her story, 

leaving her to find some way of letting you in via the outer walls, 


Feel free to meet Olgierd at the Temple of Lilvani at your convenience. However, if 
you complete the optional objectives with Shani, you have an additional choice to 
make when you visit the Temple; which is recommended. 


Jump off the bridge into the water, or make a less dramatic pathway descent 
to the sandy banks at the foot of the western wall of the Academy, Close to 
the lookout tower attached to the wall, make short work of a trio of Drowners, 
Afterward, reach the wall, where Shani pulls you up and into the cloister. She 
departs for her clinic to finish packing. 
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EVIL INCARNATE 


| OBJECTIVE 


The courtyard and archway leading to the professor's house is guarded by a 
quartet of Witch Hunters (including one with a crossbow). Deliver swift death to 
them all, before checking the door of the house. It is locked, forcing you to look 
to the ladder attached to wooden scaffolding on the opposite (south) side of the 
Cloister, Ascend the ladder, and a second one, gingerly climbing up and across 
the sloping roof to the tiny balcony lit by a lantern. Use Aard to break through into 
the house, Descend the stairs, optionally investigating the following with your 
Witcher Senses: 


* ASilver Lamen, not used in ages. 
* A shattered mirror, possibly broken by sound. 
* А copy of Gillian Aboco's Lesser Key (a tome about demons). 


Feel free to ransack the place before descending 
another flight of steps, where you discover the 
Professor himself, blind, slightly addled, and fearful 
of stepping outside a protective pentagram. 

Ask and answer him how you wish, optionally 
asking whether the Professor is a prisoner. As the 
Professor explains his research about Master Mirror, 
also known as the Man of Glass, you can question 
‘Shakeslock about the magic circle and other 
information about O'Dimm, before asking whether Olgierd made a pact with this 
evil incarnate. The Professor offers an illuminating reply regarding a pact signed 
in blood, and a price to be paid. Optionally ask about Viodimir, Olgierd, and then 
about Olgierd trying to break the pact. Finally, optionally ask how to rid yourself 
of your facial marking, before thanking the Professor for his help. 


Professor Premethine 
Shakeslock. 


Just then, the earth shakes, most strangely, causing the Professor to stumble out 
ûf his magic circle, trip, and land awkwardly while you try to prevent a bookcase 
falling on him. Alas, Professor Shakeslock is no тоге, Retrieve the key from the 
Professor's body. Head out of the Professor's house, climb the ladder to the west 
to reach the lookout tower, and dive out into the waters around the Academy. 


OPTIONAL: A FOND FAREWELL TO SHANI 


# After speaking to Shakeslock, but before you head to the Temple of Lilvani, 
you can opt to visit Shani one last time. Speak to her if you wish, and optionally 
play Gwent with her. If you beat her at Gwent, you can obtain the unique 
Olgierd von Everec card. Note the second option (below). 


* After speaking to Shakeslock, and after completing this quest, you can visit Shani 
one last time. Alas, she has already left and her clinic is empty, aside from some 
scavengable items. Upstairs оп a table is the unique Olgierd von Everec card to 
take (if you haven't won it already). 


ITEM: Gwent Card: Olgierd von Everec 


THAT SHALL HE ALSO REAP 


OBJECTIVE 


Due east of Toderas in The Descent Territory (Northern Velen), is a cave entrance 
to enter. Though you can hike the hillside around the temple, the most direct 
Toute is to enter the cave, and climb the large boulders heading roughly south 
and west (rather than east, which leads you to a Royal Wyvern nest if Contract: 
Phantom of the Trade Route is active), Instead, enter a small rocky opening, go 
down some steps, and out to a strange, circular temple overlook with views of 
the Pontar river where sacrifices where once performed to the moon. How apt, 


Olglerd von Everec 


After night falls, Olgierd von Everec meets you. Answer him as you wish. He asks 
for the violet rose he wished you to retrieve for him, You сап: 


# Hand him the rose, if you took it from Iris during Main Quest: Scenes from 
а Marriage. 


® Hand him the section of painting, if Iris kept the rose during Main Quest: 
Scenes from a Marriage. 


After Olgierd laments the mess he made of his life, and rues the day he entered 
into a pact with the Master of Mirrors, he is struck by a sudden and agonizing 
pain. Gaunter O Dimm makes an impressive entrance, and reveals that Olgierd's 
Contract has been fulfilled; they stand on the moon to complete the pact. 
Another trick from this master of deception! How will you react? You can: 


> Don't get involved. Ending #1: Faithful and Servile Obedience begins. This ending 
occurs automatically (with no chance to choose) if you ignored the optional parts 
of this quest, back in Oxenfurt. 


> Help Olgierd. This is only available if you completed the optional parts of this 
quest, and received the information from Professor Shakeslock about the games 
Gaunter enjoys playing. Ending #2: Some Other Time begins. 


ENDING #1: 
FAITHFUL AND SERVILE OBEDIENCE 


The Master of Mirrors towers over Olgierd, softly and firmly explaining that 
Olglerd's soul is now no longer his own. Gaunter strolls over to you with а 
memento of Olgierd's, removes your facial branding, and asks what you'll choose 
as a reward for your subservient actions. You can answer. 


* "Wanna be as swift as the wind": You receive the Caparison of Lament 
Saddle, increasing your horse's stamina by an impressive amount 
(100 points). When equipped, the saddle also affects one person near the. 
horse with one random effect. Affected characters will either be confused, 
attack you for a short time, or protect themselves from imaginary bees. 


ITEM: Caparison of Lament 


* "Never wanna go hungry again": You receive the Horn of Plenty, providing 
an endless source of food, and +40 vitality regeneration (+25 in combat), 
for 5 seconds. 


ITEM: Horn of Plenty 


© "A bottle of vodka that's always full": You receive the Bottomless Carafe, 
giving you an infinite amount of alcohol; helpful for getting drunk or during 
alchemic brewing, 


ITEM: Bottomless Carafe 


* "Make me rich": An influx of 5,000 crowns. 


ITEM: 5,000 Crowns. 


* "Don't want anything from you": Just the experience points, and a slight 
clawing back of your dignity (and salvaging of your soul, though this doesn't 
affect your ongoing adventure). 


With a merry whistle, Gaunter O imm departs, and the Hearts of Stone Main 
Quest concludes. 


ENDING #2: PART 1: SOME OTHER TIME 


You intercede, and make a bargain with Master Mirror; offering a game or 
challenge in return for both your and Olgierd's souls. This piques O'Dimm's 
interest, but on his terms. You are thrust into an unknown realm. Master Mirror's 
voice echoes in your ears. He tells you a riddle, and forces you to solve it before 
the sand runs from the timer. You can ask for the riddle to be repeated. Then you 
must push northward, along the path. 


To all things and men | appertain, 
i and yet by some am shunned and disdained. 
Fondie and ogle me, till you're insane, 
but no blow can harm me, cause me pain. 
Children delight in me, elders take fright, 
fair maids rejoice and spin. 
li Cry, and | weep, yawn, and | sleep, E 


| smile, and | shall grin, 


> RUNNING'THEREAEMOFRUMINATION 


| 


Do you require a succinct pathway through this Realm of Rumination? Then consult | 
the "Temple of Шалі" section of this guide's Atlas, on page 633, Otherwise, keep. = 
heading roughly north, and be sure to keep an eye on your map so you can see 

branching pathways coming up; this helps you not get lost. 


RUINED IN THE REALM OF RUMINATION 


The “time remaining” indicator is of utmost importance to your continued 
well-being, as there's not quite enough time to visit ай the strange locations. 
within this foreboding realm. As death awaits you if you fail, you are encouraged to 
plan accordingly: 


Keep to the paths; wandering off just wastes time. 


Beware of crevasses, walls, crooked trees, and other obstacles that delay you, 
ог can kill you if you fall through them. 


This realm is inhabited by specters of various forms, shaped like monsters you 
have previously fought. It is imperative you ignore these foes as battling them can 
seriously impede your time. 

Master Mirror has a number of small traps designed not primarily to harm you, 
but to simply waylay you. Don't visit every one of these (detailed below); only the 
recommended areas! 


Have Aard ready to cast sooner rather than later. 


OBSTACLE: THE WEEPING WELL 


Run past the three crooked trees to your right, heading roughly north. Ignore the 1] 
small stone ruins to your left. At the fork in the pathway, with a trail left and right, 1. 

watch for two specters. They are guarding a small well you can peer into, and 

attempt to solve the riddle; the answer isn't "echoes." The left path ends at a 

chasm you can't maneuver across. 


Recommended Plan: Ignore the well, ignore the left path, and ignore the 
‘specters. Head right at the fork in the road, across the wooden bridge. 
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OBSTACLE: SHANI IN TROUBLE 


Once across the bridge; you should ideally take the left path at the next fork. 
However, heading right leads you to a fissure, and no way forward. Even worse, 
you hear the cries of Shani hanging from a broken stone bridge. Race up the side 
path to reach the bridge, and she disappears from view with an evil grin. Another 
of Master Mirror's illusions! 


Recommended Plan: Ignore the cries of Shani, and this area completely. Head 
left at the fork in the pathway instead. 


OBSTACLE: SPECTER AND SWORD 


Cross the wooden bridge from the weeping well, and at the next path junction, 
head left. Head under the bridge and up the steps, following the path as it curves 
left (west) to a junction, Turn right, and face down a specter that takes the form 
of a Hym. Race northwestward, leap the gap in the stone steps, and locate the 
red-lit rock with a sword protruding from it. 


Follow this pathway, ignoring the specter (run past it), and gather the sword; this 
is the only chance to retrieve it! Then retrace your steps back to where Shani 
was in trouble. 


Viper Venomous Silver Sword 


OBSTACLE: STONE BRIDGE 


Look for a stone bridge with the central span missing (it must be leapt across) on 
the higher ground, just left of the bridge from which Shani was hanging. Leap the 
bridge to reach a T-shaped junction. 


After taking the Viper Sword, return here and leap the bridge without delay. 


OBSTACLE: THE SHIMMERING CAVE 


Just after the broken stone bridge, at the T-junction, take the right path, heading 
east to а cave entrance. Orens are scattered at the entrance, Inside the cave are 
various chests, loot, and coins to stuff into your pockets and trade or use later. 
None are unique to this area, however. 


Ignore this if your “time remaining" bar is half-filed or less. Otherwise, take what 
you can without delay, Take a left as you emerge to reach the pair of statues 
leading to the red mansion. 


OBSTACLE: THE SWINGING TREE 


At the T-junction after the stone bridge, take a left (head roughly west), along a 
path toward a strange red mansion in the distance. Before you reach the pair of 
statues, there's a tree with а swing attached to it. Examine the swing, and you 
make а guess to solve the riddle. "Swing" is the wrong guess. We recommend 
you ignore this area completely 


OBSTACLE: THE RED MANSION GROUNDS: 
A PAIR OF STATUES 


You're on the correct path if you continue north and see two cowled statues 
bathed in red light. Head past them, into the mansion grounds, and beware of 
two specters that use gargoyle-like attacks against you. There's a small chapel 
in the distance, left of the mansion. 


Enter the grounds, bypass the chapel, and avoid combat with the specters entirely. 


OBSTACLE: THE RED MANSION FAMILY TOMB OBSTACLE: THE MIRROR TEMPLE 


Within the red mansion grounds is а small chapel with a tomb in front of it Run into the mirror temple. Around a central courtyard are various steps, 
Examine the tomb and you make а guess at the riddle, "Family" is not the correct staircases, and passageways leading to a total of five red mirrors. As you 
answer, We recommend you ignore this area completely. approach each one, the mirror shatters. If you're not careful, this could bring you 


‘more than seven years of bad luck! We recommend you ignore all the mirrors. 


OBSTACLE: THE RED MANSION AND LONG GALLERY 
OBSTACLE: FLOODING THE FOUNTAIN 


Locate a second pair of statues and climb the tiered gardens and stairs up to the 
entrance, and into the red mansion. There are rooms to either side to check, and ^ Instead of concentrating on all the mirrors, seek the second опе you can see, 
stairs ahead of you leading down into a long gallery—an extra-long gallery! around the gnarled tree in the main courtyard, and in front of a small ceremonial 
fountain pool. When the mirror smashes as you near it, use your Witcher Senses 
to uncover the following: 


Head here without delay. Once inside the mansion, ignore the side rooms, rush 
down the long gallery, and when the floor gives way, гой just before you land to 
decrease any falling damage you take. * Evidence of water here. Perhaps there's a way to bring it back? 


Rushing water behind the wall to the northeast. 


Stand in front of the wall, and use Aard to destroy it, sending a flood of water 
into the fountain. As the fountain fils, you are able to complete the riddle (the 
solution is "reflection"), and grab a spluttering Gaunter O'Dimm from the murk. 
He babbles in a strange tongue, and is banished 


ENDING #2: PART 2: A HEART OF STONE 


You're expelled from the realm and arrive back at 
the Temple of Lilvani. Your brand has disappeared, 
but Olglerd is still here. Answer his questions as 
you wish (optionally asking what it is like to have a 
heart of stone). Though his life is now in ruins, he 
vows to make something of himself. For saving his 
soul, Olgierd rewards you with a stunning example 
о! quality sword craftsmanship, and the Hearts of 
Stone Main Quest concludes. 


ITEM: Iri: rd) 
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EPISODE 2: 


BLOOD AND WINE | г 


(MAIN QUESTS) 


a 


P 


In which a pair of venerable knights implore you to agree to accompany them to the Duchy of 
Toussaint, a vibrant province of green pastures, fine wineries, pomp and circumstance, and 
chivalrous virtues, a land untainted by war. Summoned by Duchess Anna Henrietta herself, it seems 
not only wine is flowing freely; but also the blood of some of her most trusted allies. Hidden from 
view of the general peasantry is a series of ghastly discoveries, as you uncover evidence of a 
powerful beast terrorizing the region. What is lurking here in the night? Expect a full complement of 
quests, dark deeds to be thwarted (or undertaken), unexpected twists, as well as time for romance 
and deceit. 
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Related Quests: Main Quest: The Beast of Toussaint 
Locations: Stonecutters' Settlement 
Character 


: Milton de Peyrac-Peyran, Palmerin de Launfal 
Enemies: Bandits 


THE TYRANNY OF BANDITS 


| OBJECTIVE: 


|| This quest is accessible immediately once you have the Blood and Wine Expansion 
(check your Quest menu for the objective). It is advisable to be at least Level 34 
| before attempting this quest. 


A Notice Board beckons; locate any you wish (such as this one in Mulbrydale), 
and read the message with the fancy seal marked “Appeal to Sir Geralt of Rivia, 
the Bridge his Crest." Notices aren't usually written to you directly, but this time, 
the letter reveals the names of two knights-errant you may have had previous 
knowledge of, in your dim and distant past. A strange “beast” stalks their land, a 
rich and fertile Duchy to the southeast, called Toussaint. 


| OBJECTIVE 


It seems the knights are meeting with a group of agitated villagers in the 
recently-razed Stonecutters Settlement, just southwest of Oxenfurt. Ride to 
where the knights are attempting to convince a peasant rabble of their chivalrous 
nature. After spotting you, the three of you enter the main village hut. After 
apologizing for the shoddy nature of the hut they are using, they explain their 
fealty to justice. 


Before handling the 
matter concerning 
you, the knights plan 
to fight oppression by 
dealing with a band of 
marauders. You can: 


# Offer to help 
them with the 
bandit problem. 


* Explain that ridding the area of bandits will simply lead to worse brigands 
replacing them. After some verbal anguish at leaving the peasants to this fate, 
the knights agree with you. A bandit confrontation is avoided. 


INTERLUDE: BY THE CRANE! VILLAINS, 
READY YOUR ARMS! 


[ OBJECTIVE: 


After waiting until sunrise, a band of around a dozen bandits descends upon the 
settlement, ready to continue their pillaging until called to atone for their sins 

by Palmerin de Launfal, His flowery language falls to inspire, and after a spot of 
mocking, you can chime in regarding the bandits’ course of action. Not that it 
matters; the bandits decide to verbally agree to their own deaths. Begin a swift 
series of executions; expect to slay 13 bandit foes, including their leader and a 
shieldbearer named Zorg. Beware of crossbowman firing at a distance (remove 
around three of these threats if taking a bolt in the back is starting to annoy you) 
After the battle, the knights are a little put out by the lack of thanks they receive. 


MESSAGE FROM THE DUCHESS 


Once inside the hut, a more important matter is discussed. Her Illustrious 
Highness, Duchess Anna Henrietta, personally beseeches you to help rid her 
lands of a dreaded Beast. You can quiz the knights on the flowery language ot 
Аппа Henrietta's missive, then ask about the monster in question. Bodies have 
been massacred in a brutal, horrid manner, and three sketches of the Beast can 
be viewed. Feel free to ask: 


* About the black magic the Beast is said to wield. 
* About those who have tried to trap the monster, 
* About the tourney taking place at the same time as this problem. 


After that, you can either take the contract and continue the quest, or think 
about it, which allows you to make some last-minute arrangements in Velen 
(such as preparing for the quest first). Return to the knights, and you begin the 
ride to Toussaint. 


ITEM: Summons from Duchess Anna Henrietta 


[ООО DANGER ALERT 'OILER ALERT X 


Related Quests: Main Quest: Envoys, Wineboys, Main Quest: Blood Run, AP DEFEATING THEGIANT#®GOLYATS THE GIAN ATTACKS 


Secondary Quest: No Place Like Home 
Locations: Dulcinea Windmill, The Cockatrice Inn, Tourney Grounds, Golyat uses a giant mill wheel to deliver massive bludgeoning damage in vertical 
pounds or massive horizontal sweeps. He loves to swing this weapon, smashing 
things all around. His attacks are far-reaching, he's extremely aggressive, and tends 
to keep moving toward you, mostly ignoring the three knights. 


Beauclair Palace, Palace Gardens, Lake Seidhe Llygad (Unmarked) 
Characters: Milton de Peyrac-Peyran, Palmerin de Launfal, Guillaume, 

Fisherman, Hooded Stranger, Vivienne, Her Illustrious Highness | 

Duchess Anna Henrietta, Captain Damien de ta Tour, King Cormorant Weapon Swing: A medium-range weapon swing. Dodge or leap to the side, or back | 
Enemies: Golyat the Giant, The Bruxa of Corvo Bianco, Shaelmaar, Courtiers away to avoid being struck. | 


Weapon Overhead Smash: A medium-range weapon smash, dropping vertically. 


ALL FOR ONE, AND ONE FOR ALL! W 
— Kick, Stomp, and Swipe: Golyat sometimes kicks, stomps, or swipes with his left 
| OBJECTIVE | arm: both push you back, increasing the distance between you, allowing the giant to B 
cx 3 ы ы be more effective with his weapon swings. Simply avoid these by dodging. 


Charge Attack: If you're at long range, Golyat occasionally attempts a charge to 
close the distance. If you're caught, expect to be pushed back, and possibly sent 
tumbling over. Recover and retreat, or simply roll or dodge to the side to avoid it. 


Whirlwind Attack: Occurring at both short and long distances, this is the Golyat's 
most severe series of strikes, so watch for him raising his weapon up to the side 
of the head before his spins around. Damage is significant, and you're sent flying. 
Parrying is not an option, but dodging (or letting Quen bear the brunt of this) is. 


GIANT*GOLYAT 


Grapeshot Воть Ореш Oil Aui Yrdon 


МЕКА 


ДТ 


After the battle, it transpires the young knight Guillaume attempted to slay the 
giant (who had ventured down from the Gorgon Hills to feed) to win the heart ot 

à damsel. Guillaume is somewhat embarrassed and indebted to your superior 
mettle, and offers you the head as payment. Feel free to ask how the giant сате 
to be here, and take the trophy (you can sell it to merchants, or place it on Roach's 
distaste for windmills. It seems the knight who is saddle to add Experience Points to each monster you slay); also loot the corpse 
facing down this monstrosity requires a modicum of for a large number of crowns and other items). Guillaume also has some news 
assistance. Engage the giant Golyat! Guillame de Launkal regarding the Beast; the river has surrendered a corpse near the Cockatrice Inn! 


After a few days riding, you reach the Duchy of 
Toussaint. Your enjoyment of the rolling hilis, lush 
green farmland, and distant view of the spectacular 
palace of Beauclair is tempered somewhat by 

the appearance of а huge, lumbering giant with a 


You are fortunate that both the Knights, as well as the giant's adversary, are 

in this fight with you; this allows you to dodge around the huge foe while it is 
preoccupied with your fellows. Employ similar combat techniques to those you 
honed on Skellige when facing Cyclopes (and the Ice Giant of Undvik); roll away FISHING FOR CLUES 
and to the side, and avoid all the vicious pounding and sweeps it makes with 
its huge weapon. Temporarily flummox it with Axii, use Yrden to slow it down 
(though Signs only cause minimal reactions to this foe), and Quen to stave off 
some damage if you're not quick enough to dodge. Continuous circling, before 
darting in to strike and then retreating, ls the most proficient way to win. 


ITEMS: Trophy from Golyat, 450+ Crowns 


| OBJECTIVES: 


E 

MP DEFEATI ТИЕН ТЕ АЕНА ОШ niic your other knight brethren ride for the palace, follow Milton along the a 
eeprom rn temper xano осте paths through the open fields, talking of Toussaint mannerisms as you qo. 3 
lat moves like his Cyclops brethren, rel gor Prag, You pass the Cockatrice Inn, heading down the embankment to the river's E 
lumbering илди i your general direcilon: He Kio Incredibly БИР, НЛ edge. The Duchy's troops have already investigated the area (and unknowingly 8 


a lot of damage in order to topple over, Exhibit patience, and work with your new 
knight friends, Occasionally they prove most worthy at distracting Golyat, allowing 
you to get in strikes when he's pre-occupied. thorough investigation. 


Otherwise, dart in with a strike once Golyat finishes one of his troublesome, and 
damaging, swings and is recovering in readiness for his next attack. Darting in, 
damaging, and retreating is the key. You need not worry about the knights’ health, so 
let them bear the brunt of this enemy. 


Or just shoot Golyat in the head with a crossbow. If you shoot this foe through the 
eye hole in his helmet, you get an instant kill, along with earning an Achievement. 


tampered with evidence that could help you), but there's still the need for a 
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Walk roughly southward to the cluster of barrels and crates by the jetty, before 
Joining Milton in dispatching a group of four Scurvers attracted by the corpse. 
When all Necrophages are neutralized, return to the investigation area, and begin 
a thorough examination of the following: 


* The river bank near the pile of barrels and crates, where the traces of some 
heavy, possibly hobnail boots, can be found. 


Follow the boot prints to a collection of flotsam and clutter at the river's edge; 
anything taken by the current ended up in these shallows. 


Continue to follow the prints to a fishing post; only blood-soaked scraps of 
nets pulled out of the water are left there, probably cut by the guardsmen who 
secured the body. 


As the objective updates, stay in the vicinity of the shallows. 


. 


. 


A rut by the edge of the river indicates the guards pushed off a boat from 
this point 


OBJECTIVES 


Your investigation continues: Make further careful examinations before wading 
into the river itself: 


* Between the two fishing posts is a section of netting; a knife was used to cut 
the nets that hung here. 


Dive into the river, 
using your Witcher 
Senses to look for 
remnants of these nets; 
there's various tangled 
Items to discover 
under the water. You 
must discover the 
sodden remains of a 
monogrammed silk 
kerchief with the initials d.I.C. embroidered on it. 


ITEM: Handkerchief monogramme 


With the kerchief gathered, return to the shore and speak with Milton. 

After a brief sum-up, you agree this isn't the site of the murder (the river 
current brought the body here; it was caught in the nets, pulled out by the 
guardsmen, placed on a boat, and taken somewhere. As you talk, mention the 
following to Milton: 


* That someone is watching you. A strange, hooded figure, it seems. 


* mat you found a monogrammed handkerchief. Milton is taken aback at the 
initials; De la Croix! Milton remembers the fellow, digging up past memories 
he'd rather not speak about 


THE CRAYFISH CHOWDER IS OFF 


OBJECTIVE: - 


Run around the hut, up the embankment, following Milton into the Cockatrice Inn 
via the bridge entrance. This watering hole for traders, smugglers, and boatmen 
ls famous for its crayfish chowder, though Milton's nostrils are only picking 

Up the musty scent of fresh pate. After an introduction to a Toll Collector and 
Nobleman, you begin a discussion with one of the boatmen; the crayfish are off 
as all that's been caught is a corpse! Feel free to ask any questions you wish, 

as Milton verbally gathers further information from some verbose questioning. 
You receive information that the body was hauled off to Corvo Bianco, a nearby 
winery. You notice a woman leaving the premises (but didn't notice her walk in. 
How odd). 


As you finish the 
questions, optionally 
asking about the local 
murmurings about the 
Beast's appearance 
being some sort of 
divine punishment 
(asking what else 
people say about the 
Beast, if you wish), you plan on inspecting the body. Meanwhile, Milton has other 
tasks; her Grace has bestowed a great honor on him; he's to play the Hare during 
this year's games. You refrain from asking what he's exactly on about for fear of 
further lengthy digressions into local traditions, Instead, you wish Milton luck, 
and leave the premises. 


Fisherman 


Hooded Stranger 


This is likely to be the first location you visit in Toussaint with a Notice Board. AS 
usual. be sure to read any letters pinned to this board, and begin any optional quests 
|! you wish. You will find four available here. The investigation of Corvo Bianco is not 
l time-sensitive, | 

تھ - 


BLOOD, WINE, AND A BRUXA 


[OBJECTIVES —- 


Whistle for Roach, and gallop across the bridge, following the roadways through 
the beautiful rolling grassland with a slight incline, into the Sansretour Valley area 
of Toussaint. Slow down as you enter the grounds of the Corvo Bianco winery, as 
а bolting horse, rolling barrel, and gurgling guardsman indicates a recent battle. 
Perhaps related to that strange woman you thought you saw back at the inn? 


(Optional) Make a sweep of this carnage-filled scene: 


* The body between the splintered wine barrels has busted ribs and blood 
oozing from the ears. It took a solid hit before dying. 


* The corpse slumped by the curved wall has had his throat torn open һу 
man- Ile jaws. 


* The stil-bleeding fellow draped over the wall post was killed by a single blow. 


* Adiscarded coat on the cobblestone ground matches one worn by the woman 
from the inn. 


* By the cellar entrance, a guardsman staggers out and collapses, 


seems your clues are leading you to a cellar investigation. There are more 
clues to inspect: 


* The upturned cart has river muck; it carried the body here. 
* The cart tracks show the attacker had no trouble knocking over the cart. 


* Two further corpses at the cellar entrance have claw wounds from five 
separate claws, with a spread about the size of a small human hand. 


* There is also a small flock of different kinds of birds perched all over the 
courtyard and on the cellar entrance overhang. What does that signify? 


* Your investigation concludes the guardsmen were slain by a vampire; but not 
опе you've previously encountered in the Northern Realms. This is the work 
of a Bruxa! 


ECT-COMBAT-P 10 


LA € 


Now is an excellent time to fully prepare for the combat to come. Utilize the oils 
and potions that help minimize your chances of failure before descending into the 
wine cellar. 


ECTIVES: 


Your investigation (using 
your Witcher Senses) 
сап continue as you 
descend the wooden 
stairs into the cellar. 


* Thereare small, 


Cur Moon Dust Bomb Vampire Ol Back Blood — 
leading deeper into 
the cellar. GAINING THE UPPER HAND 

· A crumpled corpse indicates the man fell down the stairs and broke his neck. OBJECTIVE —— — 


* Tum left, inspecting a man slumped against a wall near a grating; he was 
hurled against the wall with great force, 


* Beyond the grating is the remains of a grate (battered with force) and another Over at the alcove table are the revolting, chopped, and water-logged 
corpse. Step around the rolling barrel. remains of the recent victim. They stink, but further examination is needed, 


You enter the main cellar. The Bruxa seems to be protecting something corpse- beck the following 


shaped on an alcove table. You explain that you know what she is. There is no (Examine head): You pry a small pouch of Nilfgaardian florens from the throat; 
reasoning with this vampire; it must be slain! if the murderer did this, you're dealing with a sentient, thinking Beast. 


(Examine arms): Both are separated from the torso. More interestingly is a 
V4 DEFEAT NGA BRUXA ROMIGORVO BIANCO: third hand, which the Bruxa placed in her bag. 


ACK 


(Examine chest): Though the body suffered great blows to it, the bones were 
|. The Bruxa has the following attacks and maneuvers to be aware of: sliced through, and not crushed; indicating the creature had long claws. No 


Bruxa did this! 
In and out of the Ether: The Brua can instantly disappear and appear at wil, as well 8 
as briefly teleport in a cloud of mist. This, coupled with her extreme speed, makes her (Examine the severed hand): A still-warm hand, severed at the wrist! Though 
а particularly tricky adversary to effectively track during combat. Of course, if you've several monsters can regenerate, the limb seems alive, still 
‘dropped a Moon Dust bomb during the fight, this effectively combats the invisibility. 


vir eof coi ci cocina 0 
and yon, disappearing and appearing to attempt a strike, which can turn into a three- or 
five-hit combo. Keep your guard up! The pouch in the mouth, the way the body was quartered, and the third hand 


Mes dnl Claw Combo: A quick series of three melee strikes, which shouldbe paried from a separate entity all offer up further questions and no answers. It is time to 
immediately. visit the Duchess herself, and reveal your investigation to Palmerin. 


TII TEA bran ol fie tbe ERIA MK CR EON б ce LOVE DEMANDS GREAT SACRIFICES 


Effective blocking, or quick rolling or dodging can avoid most, if not ай, of these strikes. 


Scream: An ear-bleeding shriek can stagger and knock you down, and also damages 
any loose scenery, much in the same way an Aard attack would. You are encouraged to 
dodge around this attack before it starts. 


Jump and Strike: А gravity-defying leap into a damaging attack, which can occur at 
Ay йишке, d Je bet ШАМ or бод И youre cick ee Exit the cellar, optionally find Roach nibbling on some grass, and ride him 


F... RUE B Co E roughly southward and southwestward, up the hil to the Tourney Grounds. Weave your 


Blood Drink: If you're leapt on, expect to receive a guzzling around the neck as the Bruxa way past the peasantry, and locate the knight telling stories to a small group of urchins. 
drinks from your blood! This occurs if you leave yourself open to attack (after a Strong 
Attack, or example), or if you don't block effectively. u you drank a Black Blood potion, 


| OBJECTIVES 


jest . hee W CORRECT-COMBAT-PREPARATIC 
Defenses: The Bruxa wil lock your sword strikes using her hardened palms and arms, Wait! Though you aren't expecting it, you're called upon to help out with a rather 
dodge your attacks, disappear, and use her impressive Jumping to leap away if you're terrifying monster in a ten moments, so it's worth preparing yourself beforehand, 


dealing damage. and before speaking to Palmerin. J 


The story of Riddick and the dragon will have to wait; Palmerin shoos the children —— 
UP DEFEATING THEBRUXASTH EBEST BATTLE TACTIC away, but only after mentioning your help in defeating the giant named Golyat, One 
of the inquisitive tykes asks if virtue always trumps villainy. Answer how you wish: 


‘An almost constant 
plan of blocking with 
your silver sword is 
immediately helpful, 
to halt the fast attacks 
that seemingly appear 
out of nowhere, as the 
Bruxa emerges from 
her Invisibility to strike. 
It you've neglected to 
properly prepare for this fight (which isn't recommended), you require dt. r tat strikes, 
blocking the Bruxa before quickly retaliating with a hit of your own afterward. Her speed 
makes strong attacks more worrisome to employ, as you leave yourself vulnerable. 


‘Slow the Bruxa down considerably by using Yrden, and remaining close to the magical 
circle, Quen helps absorb a strike you might not see coming. Lob a Moon Dust bomb 

into the chamber to ensure the Bruxa remains visible at all times, and only her speed 

becomes a worry (rather than her transparency). 


Obviously, coating your silver blade in Vampire Oil increases the damage you cause, but 

take a swig of Black Blood; this way whenever the Bruxa attempts to nibble your neck, or 
wound you, she is knocked back; allowing you to take advantage and retaliate with Signs 
to slow, and swords to eventually slay. 


* Answer "Virtue always triumphs,” to result in the children mocking you slightly. 


CRITICAL PATH 


* Answer “The stronger wins," though this isn't the best way to influence 
small minds. 


* Answer “Not always," to hedge your bets, and answer most truthfully. 
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Your audience with the Duchess will have to wait too; the festivities at this location 
are about to begin with an arena battle. You're taken aback to see a large and 
confused Shaelmaar (a gift from the emperor) being prodded into its pen. Answer 
Palmerin as you wish regarding the danger or torture of the animal. Ask who will. 
fight the Shaelmaar if you wish; Palmerin explains it is Guillaume, who was out of 
his depth against the giant when you first met him. This won't end well. 


Indeed, it doesn't. After what appears to be a victory, Guillaume makes what 
Could be termed a ‘tactical misstep,’ forcing you and Palmerin into the fray to 
‘save his life. Again. Prepare to face the Shaelmaar yourself, since Palmerin will 
quickly be knocked down by the creature. 


| The Shaelmaar has the following attacks and maneuvers to be aware of: 


Blind as a Bat: Shaelmaars are blind, and rely on sounds to find their prey. This 
makes combat much easier, though Palmerin doesn't have this knowledge, meaning 
the Shaelmaar is likely to attack him over you. 


One-Hit Attacks: The Shaelmaar has three types of attacks that strike once; a left 
ит swing, a right arm swing, and a vertical swing ("uppercut"). Each deals heavy 
damage, and should be parried, dodged, or absorbed by Quen. 


Head Smash: With its bulk and heavy armor plating, the beast lurches forward, 
leading with its head and neck. This can stagger you, and is highly damaging. Only 
dodging (or being away from the attack) ensures you aren't hit. 


Counterattack: If struck too many times, the Shaelmaar tends to roll up into 
ап impervious ball. You need to exercise patience and wait for it to unroll itself 
before attacking. Try to strike the beast while it is rolled up, and it can quickly 
counterattack with a swift and heavity-damaging swipe. 


Charge: Usually at mid to long distance, and after being hassled by you, the beast 
rolls into a ball and rumbles forward, quickly knocking anything in its way. Expect 
to be stunned for a few seconds after landing on your back (and very prone to more 
attacks). It stops after striking, or hitting a wall. This is best avoided, through a roll 
Or dodge to the side, and a well-timed strike to its flank will damage it. 


Ground Pummet: Using its large, shovel-like arms to throw copious rocks and soil 
forward in a wave of destruction, this is usually used as an opening attack. Dodge to 
the side to prevent being damaged by the assorted projectiles. 


‘Tremor: If you're fighting a Shaelmaar in a cave, it can burrow into the ground, 
shaking its back plates, and creating tremors that cause rocks to fall from the 
ceiling. It reappears shortly after, so keep your wits about you and watch the 
mini-map to track the foe. 


Echo Location: If you stand stil for long enough, the Shaelmaar sends sound waves. 
to locate you, which can cause discomfort to your ears, though isn't debilitating. 
However, your position is discovered, meaning you need to attack or retreat. 


The good news is that the Shaelmaar has no ability to dodge any of your attacks. 
The bad news is that it turns and defends its vulnerable front by showing its back to 
you; a back that is heavily armored, and difficult to penetrate. This also occurs it you 
attempt to use Igni. Expect it to violently roll around the arena if you're continuously 
attacking it, and use its meaty paws to swipe if struck from behind. 


Aside from well-timed strikes as the Shaelmaar finishes a combat move, the odd 
attack from Palmerin, and deft dodging to avold the pulverizing nature of its attacks, 
disorientate it using Aard, and follow it up with Samum bombs that generate a large 
amount of noise, confusing the Shaelmaar (allowing you to strike with swords, 
crossbow, more bombs, or Signs). The Samum bomb stuns the Shaelmaar too, 
making it incredibly effective. 


‘Another strong tactic is to taunt the Shaelmaar into rolling, then dodge at the last 
second to make it slam into a wall, This puts it on its back for a while, and all attacks 
landed in this window of opportunity deal critical damage. 


After the beast has been toppled, you have the following option. You can: 
© кшй 
© Spare it. 


Choose the latter, and pikemen come in to keep it from getting up, while you're 
awarded the title “Geralt the Merciful” from the bard (an unofficial title). This 
fulfills the virtue of mercy for the Lady of the Lake quest. 


HONOR, WISDOM, GENEROSITY, VALOR, 
COMPASSION, AND MURDER 


Her lustrous Highness, 
Duchess Anna Henrietta 


Captain Damien de la Tour Vivienne de Tabris 


After the third beast you've encountered in your short visit to Toussaint lies gurgling 
оп the arena sand, the Duchess herself (along with her ladies-in-waiting) strides over 
to greet you. After Palmerin carries the hapless Guillaume to seek medical attention, 
the Duchess congratulates you on your win. You can optionally mention that fighting а 
‘Shaelmaar was a bad idea, before broaching the subject of the contract you've been 
summoned here to complete: For that, the both of you need to speak with Damien. 


On your walk to Damien's tent, Duchess Henrietta inquires about Viscount Julian (or 
as you know him: Dandelion). It seems the Duchess may be having second thoughts 
about rescinding the death sentence they handed down upon him 


After meeting the Duchess’ guard captain, the conversation gets off to a rocky start 
Feel free to mention that а bruxa killed his guards before requesting information 

and a laboratory in order to inspect the severed hand you found. Damien, it seems, 
doesn't want or need you usurping his investigation; but the Duchess is adamant: so 
much so in fact, that the discussion of pay is almost immediate. Answer regarding 
“the Law of Surprise" as you wish; your reward is the same: a most generous sum of 
coins once you slay the Beast, and the deed to the Corvo Bianco vineyard (where you 
fought the bruxa), which is available now. 


ITEMS 


“Я 


The Duchess is true to her word; you can visit your new vineyard as soon as the 
audience with her concludes. Expect a tour of the premises, and Secondary Quest: 
No Place Like Home (see page 440) to begin. Use the Corvo Blanco as your base of 
‘operations when exploring Toussaint. — 


Now to the matter at hand: According to Damien, Knight Crespi was the first to 
die; ruthless and retired, and not well-liked, He was found during a feast, propped 
up against the town pillory. The second victim was Ramon de Lac; discovered (in 
a humiliating position) in a dark nook by some cutpurses. It seems even criminals 
fear the Beast. Deep claw wounds savaged both these older knights, The third 
knight to be murdered was Sir de la Croix, who made a fortune trading grain, His 
was the mouth stuffed with florens from different provinces of the empire. 


It is postulated the way the bodies were positioned indicates the Beast has а 
‘meaning it is trying to convey. You mention to the Duchess that none seemed to 
be the model of virtue. After listing the five virtues (and optionally asking why 
those virtues were chosen), you reckon the Beast is denouncing moral decay: 


* Honor is compromised by the pillory. 
* Wisdom is compromised by ridicule. 
* Generosity is compromised by the coin pouch in the throat. 


With this in mind, the Beasts next victim is likely to be an older knight, and one 
positioned in a way to denounce the virtue of valor. All the knights are either on 
the tourney grounds or the palace gardens as the annual Hare Hunt is set to 
begin shortly. You make mention of Milton and his bunny costume, perhaps he 

is the next victim? After Henrietta mentions the team Milton formed with de la 
Croix (ask about it if you wish), it becomes increasingly urgent to find the old 
knight. The only problem is that Milton is currently in hiding, disguised as a hare. 
Damien's request to cal the game off falls on deaf ears; the Duchess instead 
ordering a discreet search of the gardens. No man or woman shall be spared; in 
fact, the Duchess herself sets off to head the search. Try to keep up, won't you? 


GARDEN GAMES 


| OBJECTIVE: 


The Duchess is 
an accomplished 
equestrian, so coax 
Roach into a gallop and 
race after her, dodging 
any groups of knights, 
servants, trees, and 
nobles as you ride up 
the palace road that 
winds up the perimeter 
to the top. There's little time to appreciate the sweeping vistas along the way. 
At the top of the great hill the palace is perched upon, dismount and follow the 
Duchess to the location of the game; southwards down the carved limestone 
balconies and garden trails. Now you can take in that view! 


long the way, Henrietta explains the participants must find a unicorn's horn, a 
golden fish, and a phoenix egg, With these, they can deduce where Milton the 
Hare hides. Thankfully, you don't have to play along, and can just take what you 
need without regard for the games rules. Henrietta shall seek the egg, while 
you're tasked with gathering the unicorn horn and the golden fish. These can be 
approached in either order, though the unicorn is closer to your starting position. 


HORSEPLAY FOR A UNICORN HORN 


| OBJECTIVES: 


Take a quick stroll through the tiered formal gardens, weaving down the 
paved pathways and out to the grassy overlook and large tree where a skittish 
“unicorn” is being coaxed by a group of game-playing toffs. You interrupt their 
nattering by striding over and falling to calm the animal. As you have intimate 
knowledge of unicorns (and eyes), you can tell this is a horse with a horn 
attached to its head. Your objective updates: Time to chase that filly down! 


Alter the unicorn has bolted, you have two possible choices. You can: 
PLAN 1: COAXING WITH A CARROT 


Wander the nearby picnic areas, using your Witcher Senses to examine the food 
the noblefolk have for their partying. Gather a lovely carrot or a ripe apple from 

one of the picnic rug areas, much to the chagrin of the onlookers. Then carefully 
approach the “unicorn” with food in hand, and feed it the carrot to calm it down. 


ITEM of Carrots, Ripe Apple 


PLAN 2: ATTEMPTING A CALMING INFLUENCE 


Or, you can simply set off 
down the hill, listening 
for the whinnying and 
locating the "unicorn." 
Carefully approach 

the horse with a hom 
strapped to its head, and 
use your Axi Sign to calm 
it down considerably. 


CONCLUSION: FISTICUFFS WITH THE FANCY FOLK 


With the unicorn calmed, you can pry off the cotillion from its horn and keep it. 
If you used your M sign, this doesn't sit well with the hoity-toity types, who 
accuse you of flagrant cheating. They seem to be under the impression that 
roughing you up might be a good idea. You can 


(Axi Sign) Mention you didn’t break any rules. This calms down the noblemen 
sufficiently, without resorting to a fight. 


Tell them to get lost, or actively court a fight. Put up your dukes, and pummel 
the courtiers into the grass. There are three of them, and they certainly don't 
put up much of a fight (especially if Mi is used on them). 


D d ALLOPING THE 3H THEG. 


1 


Once the Unicorn Horn clue is yours, you can ignore the animal, or ride the horse to 
your next objective destination, and back to the Duchess afterward. The latter plan is 
‘obviously quicker than dashing around on foot. 


ITEM: Clue from the "Unicorn's" Horn 


TWEAKING THE BEAK OF KING CORMORANT 


OBJECTIVES: — — 


Make a descent in 
a roughly southerly 
direction, down to 

the fancy carved pier. 
Optionally look at the 
carved goldfish (so 

you know what you're 
searching for) before 
diving into Lake Seidhe 
Llygad, and swimming 
to the investigation area. Submerge, using your 
Witcher senses on а number of large carved goldfish 
in the murky waters, Most contain candy of some 
description. As you reach the goldfish you need, 

itis yanked up on a fishing line, and despite your 
protests, the fish is presented to the King Cormorant, 
who conducts this game. You simply grab the fish, 
Tuin the game, and incur the masked nobleman's. 
impotent wrath. However, if the golden fish is the 
first one you find (instead of the red or white fish), you can just grab the key from 
it and continue your search for Milton. You receive the following for your troubles 


ITEM: Key from the Golden Fish 


At апу point after getting the key from the golden fish, visit the greenhouse 
where Milton is hiding and open it. This completes the quest and demonstrates 
your wisdom needed for the Lady of the Lake quest. 


HERE, HARE, HERE 


OBJECTIVE 


King Cormorant 


4 EPARATIO 
Hold on! In your dashing around the Palace gardens, you may forget to correctly 
prepare for possible combat in the very near future. That would be a mistake: Ensure. | 
you're fully ready to fight before returning to the Duchess. 


CT.COM 


CRITICAL PATH 


Leave the lake raft where King Cormorant is seething, and swim (or utilize a boat 
to take you) back to shore. Gallop or run up the garden pathways, all the way to 
where the Duchess is explaining to her subjects that the rules of the game аге 
being broken. Now you have all three clues, you can reveal a riddle that reveals. 
the location of Milton. It reads thusly: 


“I begin like a groan hollowed out with ease, then end like a mouse with the 
head of hard cheese.” 


Speak to the Duchess, solving the riddle. "Groan hollowed out with ease" gives 
you "Green." "Mouse with the head of cheese” could mean “house.” How about 
"Green-house"? This is the answer, and if you pick it, the Duchess is impressed 
with your powers of deduction. If you don't pick it, she is less wowed by your 
lack of lateral thinking. 


Either way, the Duchess knows of several greenhouses in the gardens, but only 
one of them has a door that locks; and the key you found looks to open it! She 
races off to find the structure as this quest concludes. 
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Related Quests: Main Quest: The Beast of Toussaint, 
Main Quest: La Cage au Fou 

Locations: Palace Greenhouse (Unmarked), 
Dockside Warehouse (Unmarked) The Beast of Beauclair has the following attacks and maneuvers to be aware of: 


Characters: Dettlaff van der Eretein, Emiel Regis Rohellec Dettlaf is inhumanely fast, and you should remain extremely cautious when fighting 

Terzieff-Godefroy, Palmerin de Launtal this Higher vampire. With super-human speed and strength, he uses fog to literally 
Enemies: Beast of Beauclair disappear, and dash out of to claw with almost unmatched ferocity, This mist is also 
how he quickly changes position; almost faster than you can blink! 


THE BEAST IS UNLEASHED 


| OBJEC: TIVE 


| This quest is accessible immediately once you have completed Blood and Wine: 
Main Quest: The Beast of Toussaint, 


oe e — 


Light Attack (Melee): Expect a light attack with his talons; there are three variations. 
of this, and all are best parried. 


Strong Attack (Melee): Watch for a slightly slower, more pronounced strike with 
his talons. There are three variations of this, and all should be parried, or better yet, 
‘countered so you can quickly deal damage back to him. 


Combination Attack (Melee): Expect a combination of three to five connected 
strikes, with two variations; usually from the flank, from behind, and appearing 
from the mist. You have little time to react, so continuously parry. Failing that, roll or 
dodge just before the first strike connects. 


Short Dash Attack (Special): Watch for a fast dash attack, a brief transformation 
into mist, finishing with a second fast dash attack. Don't be coaxed into attacking 
after the first hit; you'll slice through mist and miss him. Remain on the defensive. 


Dash Attack (Special): A variation on the short dash finishes with a short stop 
before a strong slashing attack. This is a good place to retaliate; countering the 
strong final strike with one (or two) of your own. But don't get greedy; he flees from 
your strikes with ease! 


‘Strong Uppercut Attack (Melee): Expect a strong attack with a flourish that can 
stagger you, leaving him moments to regenerate, thus prolonging this battle and 
leaving you vulnerable. Blocking the strong attack is good; countering is preferable, 


You approach the greenhouse with the Duchess just 
In time to see a роо! of blood leading to the remains 
of Milton, and a figure crouched over the corpse. It 
bounds out of the greenhouse with almost super- 
human deft, leaping across the river. You follow, 


having trouble keeping up with the most agile foe. Resistances: Dettiatf is resistant to poison, bleeding, and Yrden, so employing any of 


these in battle is simply a waste of time. 


Cornering the fellow in an old warehouse, you 
produce the severed wrist, and confirm its 
origin; your adversary has since grown another one, it seems. Striking up a p E n R 
conversation about butchering innocents, the gaunt gentleman asks how many THER ICS 

you've struck down yourself. Answer how you wish. Apparently the Beast 
has one more victim left to murder. But you'll not get the chance to warn the 


Duchess, if this vampire has his way. He puts on his unhappy face, and the fight 
immediately starts! 


bono ran der Eretein 


Staying patient and cool under the extreme speed and savagery exhibited by the 
Beast of Beauclair is key to surviving this fight. Counter any of Dettlaff's attacks, and 
wait until he attempts his stronger strikes. If you can counter them, you have a tiny 
window of opportunity to land a couple of strikes before the Beast vanishes or warps 
behind you to strike. 


THE AST OPB 


JOLATRIVULNE ILITI 


Judicious use of Quen helps, not only to shield you but to shrug off any attacks you 
aren't quick enough to parry while you learn the timing to thwart this foe, Swig 


f 

| Black Blood to ensure any damage Dettlaff causes is partly reflected back at him, 
coat your silver sword in Vampire Oil to ensure each strike damages him as much 
as possible, and then fight back only after he finishes his strong attack. The battle. 


may take a while, but it's the best way to remain in one plece and stop this higher 


Vampire Oi! Black Blood x 
vampire, if only for a moment... 


A RESURRECTED REGIS 


After you slice Dettlaff's health down, it seems the vampire is just as spry as 
when the battle began. He vanishes, readying himself to skewer you from 
behind, when a second figure appears, taking the full force of Dettlaff's claws, 
and urging the vampire to return to regenerate elsewhere. Dettlaff departs, 
and you're taken aback as the newcomer is instantly recognizable to you; 

this is Regis, a higher vampire and a trusted friend from your past exploits! 
Alternatively, if Detlaff beats you, Regis also appears and saves your life. 


Shrugging off Dettlaff's clawing (he heals the wound 
in moments), you reminisce about how much better 
he's looking since the last time you saw him, and 
can ask how he managed to regenerate if you 

wish. Also question him about why he is back, and 
how he knows the Killer you are hunting. It seems 
Dettlaff, as well as being a Higher Vampire, is a 
somewhat more stubborn (and bestial) fellow than 
Regis; but Regis is working on him. Answer Regis as 
you wish regarding his reasons and motivations. It 
seems Regis has faith that Dettlaff is performing such ignoble deeds for a well- 
intentioned reason; and spins a quick historic yarn to prove this point. 


After asking (if you wish) about what could have angered Dettlaff, you both agree 
that finding him is the next best course of action. Your chinwagging is interrupted 


by palace guardsman, and Regis tells you to meet him at his makeshift quarters, at the Mere-Lachaiselongue Cemetery. After fobbing off the guards regarding the 
trampling of evidence, you are free to move about the warehouse, and the quest concludes. 


DANGER ALERT 


o00 


Related Quests: Main Quest: Blood Run, Main Quest: Where Children Te 
Toys Waste Away; Secondary Quest: Spontaneous Profits!, Secondary 
Quest: No Place Like Home, Secondary Quest; The Hunger Game 

Locations: Dockside Warehouse (Unmarked), Mere-Lachaiselongue 
Cemetery, Trastamara Hunting Cottage, Trastamara Manor 
(Unmarked), Tesham Mutna 

Characters: Emiel Regis Rohellec Terzieff-Godefroy, Wight: Spoon 
Collector, Marlene Trastamara, Barnabas-Basil Foulty, Count de la Croix 

Enemies: Ghouls, Alghouls, Panthers, Archespores, Kikimore Workers, 
Kikimore Warrior, Barghests, Wight: Spoon Collector, Rotfiends, 
Scurvers, Fleders, Katakans 


COULD'VE LEFT THE DOOR UNLATCHED. 


| 


| This quest is accessible immediately once you have completed Blood and Wine; 
| Main Quest: Blood Run. Feel free to inspect the Corvo Bianco winery that you now 
‘own (Secondary Quest: No Place Like Home) if you wish, and begin any optional 


plorations of Toussaint. 


Journey to the Меге- 
Lachaiselongue 
Cemetery. Regis isn't 
here to welcome you. 
In fact, he's nowhere 
to be seen. Instead, 
contend with some 
roaming Ghouls, а 


and a few disgusting, 
snake and plant-like foes known as Archespores, The scavengers around the 
small chapel leading to the crypt aren't your main focus; getting into the crypt 

is. Which is tricky as Regis isn’t answering the chapel door. It seems you need to 
find another way into the catacombs under the graveyard, 


> 


These poisonous Archespore pods and their snake-fike heads like to burrow, spit, 
and thrash with violence and cunning. Consult the Bestiary (page 721) for the 
optimal tactics when attempting to weed out this carnivorous plant if, along with 
any prowling Panthers И this s your first encounter with big cats. 


Once you're into the crypt, prepare to face a group of scuttling Kikimores. They have 
some tactics to try too. See page 736 of the Bestiary for further details. 


CUTTI 


FPTH HEAD OFTHE SNA 


| 
لھ 


possible Panther attack, 


investigation area on 

your map, and begin 

a thorough inspection 

of the above-ground 

tombs until you stumble 

upon a large carved 

crypt opening (as. 

shown). The tomb is 

open, allowing you 

to vault over, and drop into a small rocky tunnel. Draw your sword and engage 
a cluster of Kikimores Workers, revolting scuttling foes that inhabit this dark, 
dank place. Feel free to burn the clusters of large egg sacs to earn additional XP 
before facing a more powerful Kikimore Warrior. Then continue roughly south 


until you reach an opening into the main crypt itself. From here, it is a short stroll 


through the catacombs up and into the lair of Regis. 


LU d Cl 


TING OPPTH PH EAD OFTHE SNAKE 
Your Eye of Nehaleni may be vibrating, once you're through the Kikimore nest, but 
before meeting Regis. Use it on a wall-like illusion, leading to a hidden crypt with a 


choice Relic sword and documentation about who is buried here. 


DEDUCTIONS, DECISIONS, AND DECOCTIONS 


After laughing about the nature of your meeting, Regis reminds you that a powerful 


entity such as Dettlaff will not be found if he doesn't wish to be. And that includes 


finding them with megascopes. I is fortunate, then, that you've kept your memento 


from the encounter in Corvo Bianco basement with the bruxa. After showing Regis 
the hand of Dettlaff, you can ask how he intends to use the hand, what the ring 
on the hand signifies, and why he can't simply summon Dettlaff. Regis’ verbose 
responses lead you to a conclusion; a decoction needs to be brewed, too. 


Regis agrees that a hallucinatory poison is needed. Alas, the ingredients are 
scattered far and wide. Summoning ravens to aid in finding the elements of the 
decoction, Regis asks if you'd like a snifter of mandrake while you both wait. 
You can 


® Accept, prompting a lengthy conversation between you and the vampire Regis. 
‘Answer how you wish. 


4 Refuse, and mention to Regis you'll sleep until the Ravens find the ingredients 
you seek. 


‘Some time later, the ravens fly back and confirm your suspicions that no kobolds 


ог mamunes can be found, and therefore their organs are safe from your 
ingredient-collecting. Instead, a Wight haunting an abandoned residence near 


the Trastamara Hunting Cottage could be harvested, though you don't believe the 
birds; Witchers should have culled them all. Optionally ask Regis about the Wight, 


the curse the Wight is under, and then agree to pay the Wight a visit (you're 
attempting to collect some of it's saliva, which should be fun). You can't miss the 
place; it's covered in spoons. 


Ё 
Ё 
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TO THE LAIR OF THE CUTLERY COLLECTOR 


Open your Glossary, and. 
read the entry on the 
Wight, Spoon Collector. 
You are fortunate to 
learn the vulnerabilities 
of the Wight ahead 

of time, in case you 
solve your forthcoming 
ingredient-gathering 
with violence. Then 

set off in а roughly easterly direction, trekking through the pasture lands and 
vineyards, until you reach the perimeter of Caroberta Woods. Expect to encounter 
Wild Boar and Foglets once you enter the woods, and the dog-like spectral 
hounds known as Barghests as you arrive close to the Manor itself. Ascend the 
hillside to a plateau of gnarled trees and the tumbledown Ruins of Trastamara 
Manor (close to the Trastamara Hunting Cottage Signpost). The ravens of Regis 
weren't lying; as you enter the property, there are spoons jingling in the wind, 
tied to posts throughout the courtyard. Are the spoons beating out some kind 

of rhythm? Pass the fountain, and reach the imposing (but dilapidated) front 
entrance. Someone has scrawled the following on the walls: 


“None shail sit and dine with you at your table, no spoon you have shall sate you, 
never again shall you wish to spy your reflection in the mirror. 


Somebody is clearly obsessed. 


Optionally head to the left of the entrance, around the outside of the manor 
structure, to a bench where you can read a strange note. Now enter the 
manor house. 


ITEM: Soi 


Let 


MIND YOUR MANORS 


OBJECTIVE 


The manor is а 
pigsty, but it must be 
searched thoroughly. 
As the spoons tinkle 
in the breeze, use 
your Witcher Senses 
and inspect the initial 
hallway and kitchen 


* Look in the oven. 
Hidden behind 
the small hatch is a stained diary, charting the female Wight's descent Into. 
madness and a monstrous form. 


* There's an incredibly crafted spoon on the nearby table. 


‘© Nearby wall graffiti with the same message as outside. Whoever lives here 
took this curse literally. 


* A small bedroom off the kitchen has a mirror to inspect; smashed as if 
someone couldn't stand to look at themselves. 


* Walk south, through a small connecting corridor into a large dining room. 
More graffiti greets you on the walls. 


• -A table in the southeast corner of the room holds a spoon key with a tag on 
it. The Wight is a true collector. The tag bears an inscription; read the Spoon 
Key Note and Secondary Quest: Spontaneous Profits! Immediately begins. 
Complete this short quest at your convenience (see page 576). 


* Moving into the dining room, it seems the guests to dinner haven't faired 
well recently. The table has three skeletons; you doubt they came willingly 
Perhaps this has something to do with the curse? 


* One skeleton has its right arm bitten off and its teeth knocked out. 


* One skeleton has a broken neck and was smacked in the head by 
something heavy. 


* One skeleton probably choked to death. 


* Behind the dining table on a small side table against the wall а spoon with 
a woman's name scratched into it. Romantic? 


ITEMS: Stained Diary, Spoon-Key and Spoor Note 


Head down the stairs into the lower floor from the dining room. 
Your objective updates. 


MAKE YOUR SEAR 


H 


UDIOUS, NOT SLAPDASH 


Before you venture downstairs, itis worth ensuring you've completely investigated 
the first floor of this manor, and learned all the clues listed previously. At a minimum, 
pass through the corridor full of spoons, check the table with the dead skeletons, 
and check the table with the tableware, in the room with the cauldron, to open the 
тюз! choices later on. 


THE WIGHT STUFF 


Head through the cellar. Feel free to examine an old, ordinary spoon on a table 
‘near some wine barrel alcoves, before heading east into a chamber where the 
cauldron can be found. Though there's a tunnel passage through some dangling 
spoons to a cellar vault, (with, you guessed it, more spoons), it isn't necessary to 
enter yet 


Instead, pay close attention to the table and use your Witcher Senses: 


* The table is set; the Wight seems to be getting ready for a feast. The Wight 
appears to be desperately trying to lit the curse. 


* Close to a chest is a cauldron. Unfortunately, it is empty. You have little choice 
but to locate a spot and observe the Wight when it steps close to the cauldron. 


It shouldn't take long (especially if you use your Witcher Senses) to find а 
wardrobe in the far corner of the chamber, opposite the cauldron, examine the 

door, and enter it. Hide inside, remaining patient as the Wight eventually appears, 
and begins to pace about the room. Continue to wait until the following happens: 


# (Attack the monster: No choice) If you've failed to search the house (particularly 
the dining room) for clues, you're spotted by the Wight, shaken out of the 
wardrobe without the knowledge of lifting the Wight's curse, and must face it 
in combat. 


# (Attack the monster: Choice) You are given the opportunity to attack the monster, 
or choose a more peaceful solution ("Try to lift the curse") if you've thoroughly 
inspected the manor for clues. 


+ (Try to lift the curse: Choice) You step out of the wardrobe, offering soothing 
words of wisdom about figuring out how to lift the curse. Time for dinner. 


PLAN A (DEATH TO THE WIGHT}: STICK A FORK IN IT 


ЭШБОЛ аав 


It you have malice in your heart, or just didn't bother to investigate the manor 
for clues, you have litle choice but to follow the Wight down into the main wine 
cellar vault, and maneuver about the knee-deep collection cutlery while battling 
this atrocity, Once you've killed the Wight, you can collect a vial of vile spittle, 
and be on your way. 


DEFEATING gE LG Ја N GOLLECTOR 
v WIG ^ < 


The Wight has the following attacks and maneuvers to be aware of: 


Spit Attack (ranged): A revolting globule of green is spat at you from range, leaving 
you моогу (rather like being drunk, though much more disgusting). As you can see 
the spittle forming, you should be easily able to dodge this projectile, 


Melee Attacks: Expect a single claw (from either hand) to paw at you when either 
you or the Spoon Collector are close. These can be parried, countered, dodged, or 
tolled away from, 


Burrow: Submerging itself in its room of spoons, the Wight can scuttle underneath 
you, pull you down (causing you a few seconds of prone struggling before you pull 
yourself up again), and wound you in the process. It can also retreat under its spoons, 
and dart about the room, making it reasonably difficult to follow. Just look for the 
disturbance of spoons to track it, and dodge or roll away if it tries to grab you. 


Resistances: The Spoon Collector is resistant to both bleeding and poison attacks, 


Being constantly aware of the position of the Wight is critical for this battle, or you'll 


be pulled down, spat on, and slapped about by nasty-looking claws. Apply similar 
tactics to those you would employ on a Grave Hag when timing your sword strikes. 
Coat your silver blade in Necrophage Oil, burn the Wight with Igni, and slow it down 
with Yrden, allowing you to more easily track it. 


Va WIGHTVUENERABILITIES 


m m 


Necrophage Oil пі үтеп 


ITEMS: Wight Saliva gland, Wight trophy, Disgusting Wight key, Fork 


PLAN B (DINNER WITH THE WIGHT): 
THERE IS NO SPOON 


Should you choose to try and solve the riddle of the curse without resorting to. 
violence, you inform the Wight that you're its willing guest at a dinner, At this 
point, you must choose how to eat (based on the solving of the riddle, which you 
сап remind yoursetf of before making one of the following choices), You can: 


# Swap spoons with the Wight. You swap spoons, chow down some disgusting 
gruel, fail to lift the curse, but retrieve some Wight brew for your troubles (and for 
Regis). You can optionally chase the Wight down into the wine vault to kill it (Plan 
A), or leave the Wight and the manor and head back to Regis. 


+ Eat without using spoons. You down some particularly unpleasant broth, ordering 
the Wight to open its eyes and gaze on its likeness, This freaks it out and it flees, 
You believe the curse is lifted. You can optionally use your Witcher Senses to follow 
the odor of the broth out of the manor. This leads to Plan B (Interlude), below. 


# Eat using spoons. You down some vile vittles, fail to lift the curse, but retrieve 
‘some Wight brew for your troubles (and for Regis). You can optionally chase the 
Wight down into the wine vault to kill it (Plan A), or leave the Wight and the manor 
‘and head back to Regis, 


ITEM: Wight Brew 


PLAN B [INTERLUDE]: 
THERE'S NO PLACE LIKE CORVO BIANCO 


|| This interlude back at Corvo Bianco automatically starts Secondary Quest: 
| No Place Like Home, if you haven't done so already. Consult that quest (оп page 242) 
for further information on your interactions with Barnabas. If you rescue Marlene, Í 


[| Secondary Quest: The Hunger Game becomes available, Consult that quest | 


| (on page 437) for more knowledge on coaxing Marlene back to health, | 
— . — ñ—ꝛ.. 
If you lifted the Wight's 

Curse, follow the scent 

of the fleeing wretch 

across the gardens, 

down a winding path, 

pausing to slaughter 

any Barghests along the T. 
way, to а rocky outcrop Marlene Trastamara 
where а ragged bag of 

bones is huddled and pleading for food. Some time later, back at Corvo Bianco, 
you tell your majordomo (Barnabas) that leading this old woman back here was 
the only suitable course of action. If you speak with Barnabas, he reveals the old 
woman to be Marlene Trastamara, and explains how she became to be cursed. 


Barnabas-Basil Foulty 


CRITICAL PATH 
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RESONANCE BROTH: NEEDS MORE BLOOD 


Journey back to the Cemetery, and return to Regis’ lair. Feel free to use the 
chapel entrance this time, Climb the steps inside, up to a small laboratory, 
where Regis has extracted some tissue from Dettlaff's hand and burned the rest 
Answer about spying or ravens as you wish, before Regis informs you that blood 
is also needed. The blood must be from a vampire in a particularly agitated state. 
Optionally ask whether Regis’ violent state will be dangerous, before he explains 
how he intends to induce such a mood swing 


Regis intends to journey to Tesham Mutna, an ancient vampire estate. There, you 
will lock him into a cage, lure beasts and slay them, and the bloodletting should 
result in him transforming. Ask more about Tesham Mutna if you wish, and then 
make the following decision. You can 


# Head there with Regis immediately. 


# Or stall the quest for a moment, giving you time to adequately prepare. 
‘Simply return to the Cemetery and tell Regis when you're ready to proceed. 


DEATH HANGS IN THE AIR 


As Regis is already starting to find you more "tasty" than usual, you reach 
Tesham Mutna without further delay. Descend the spiral steps, speaking to Regis 
about this place. Pass some cages suspended from a great height, and remain 
close to the walls as you descend a far more dangerous tower. At the bottom, 
step into an antechamber, and optionally use your Witcher Senses to make 

out some wall carvings, emblems, and symbols of vampire tribes dispersed 
throughout the word after the Conjunction. Regis is less thrilled at explaining 

the prison cells you then walk through, where you can spend a few moments 
collecting more trinkets, 


Enter the main 
sacrificial chamber, 
where humans were 
once lead to a slow, 
bleeding death while 
the caged higher 
vampire Khagmar 
ranted and raged, 
unable to feed. You 
can use your Witcher 
Senses to inspect the cage you're about to seal Regis into, as well as some 
tunnel entrances. Regis hands you lures. 


ITEM: Scavenger Lure (4) 


IED TOUR'OF-TESHAM ML 


Ud EXTE 


You should take a few moments to scour the interior of this place for some rather 
interesting Tesham Mutna Relic armor, Also available are armor dyes, and a host of 
other items to collect on your way to the main cage arena. 


Feel free to inspect the cage in question, before moving to the four indicated 
locations on your mini-map, and placing one of the lures there. Feel free to ignite 
the wall torches as you go, if you wish more light to shine on the forthcoming 
bloodletting. If one of boarded-up tunnels has a few barrels blocking your 
placement; a quick blast of Aard removes them. 


OBJECTIVES: _ 


After locking Regis and hoisting up his cage, you may notice an empty bar 
regarding the higher vampire's bloodlust. The plan here Is to slaughter the 
incoming monsters, and fill this bar. The meat attracts the following base 
creatures (though the exact type depends on your Level) 


Slay them all (and consult the Bestiary if you require further combat knowledge): 


* Wave 1: А Rotfiend, a Scurver, and a Ghoul. This raises Regis’ bloodlust 
a quarter. 


* Wave 2: Three Scurvers, a Fleder, and a Rotfiend. This raises Regis’ bloodlust 
to over two thirds. 


* Wave 3: Three Ghouls, three Rotfiends, a Katakan, three more Rotfiends. 
these revolting creatures just keep on coming! Fortunately, Regis Is ready at 
this point: His bloodlust is filled, and he transforms. 


You lower the cage, make a cut in Regis’ skin to obtain his blood, and leave him 
to calm down for a few hours. 


READYING THE RESONANCE 


Some time later, back at the cemetery, Regis is 
starting to recover from his transformation. You 
сап optionally ask about what happened, before 
mentioning that you finished the brew. You're given 
the resonance, and slip into a deep trance. 


Waking up, you explain that you saw visions of the 
death of de la Croix; it did not come easy. After 
chopping up the body, Dettlaff was overcome with 
remorse, and slicing off the hand that had committed the murder. You can also 
mention the vision of where the Count and Dettlaff first met. Then mention your 
vision began and ended with a bootblack's stand. Somewhere in the port district. 
A chat with the lad at the stand is your only lead. The quest now concludes. 


EMOVING"THE*RESONANCE 


It is worth meditating for a few hours to rid yourself of the poison from the 
resonance, and also letting Regis rest for a bit, Begin the next quest when you're 
fighting fit. 


Count de la Croix (deceased) 


Related Quests: Main Quest: The Cage au Fou, Main Quest: Wine is Sacred 
Locations: Mere-Lachaiselongue Cemetery, Beauclair Port, Bootblack 

Boy's Stand (Unmarked), Toy Store ‘The Rocking Horse’ (Unmarked) 
Characters: Emiel Regis Rohellec Terzieff-Godefroy, The Bootblack Boy 
Enemies: Workers 


PUTTING THE BOOT IN 


| OBJECTIVES: _ 


The Bootblack Boy 
The Port District of 
Beauchair lies to the 
‘northwest of your current location in the Cemetery. While Regis rests up, journey 
there yourself, locating the bootblack stand during business hours (after 8 AM. 
and before 8 PM). When you arrive, a group of dock workers are advancing on the 
Bootblack Boy, accusing him of intentionally dirtying their boots with a chamber 
pot. When you arrive to intervene, answer them how you wish; they aren't about 
to let you stop them from belting the boy. The situation degenerates into a bout 

of fisticuffs. 


After a few well-timed wallops, the dock workers lie groaning on the pavement. 
A patrol of guardsmen arrives to see about the commotion, and you explain 
either that the dock workers are making things difficult for you, or there was a 
simple misunderstanding. Either way, the workers are rounded up, and taken to 
the nearby prison, This leaves you to talk to the Bootblack Boy himself. 


He's а precocious 
scamp to be sure, 
reckoning you'd work 
well as a duo, Humor 
him if you wish, before 
asking about Dettlaff. 
The boy also seems 

to be a huckster of 
some repute, offering 
information in return for 
a small donation to his operations. The amount required is 500 crowns! You can: 


* (500 Crowns) Pay the diminutive shakedown artist. Visiting him later on lets 
you see that the Bootblack Boy has used your funds to expand his workshop. 


* (420 Crowns) Negotiate him down to around 420 Crowns. 


(Axil Delusion level 2) Or inform him you're not about to pay him. 


Regis arrives just in time, as you might be thinking of strangling the Bootblack 
Boy. Appealing to the boy's innovative nature, he offers a special concoction to 
help clean more boots, in return for the location of Dettlaff's portside home. It has 
a red door. 


NO TRACE OF THE PUPPET AT THE TOY SHOP 


| OBJECTIVES: _ 


Set off for a stroll down 
to the docks with Regis, 
following him to a small 
toy shop with the locked 
red door. It seems Regis 
missed his calling as 

a burglar; opening the 
residence with ease. 
Sniffing the alr, Regis 
tells you Dettlaff was 
here recently. Time to conduct a sweep of the premises. 


| OBJECTIVES 


Use your Witcher Senses, and locate the following: 


* Any of the toys on the ground floor of the property are old toys, and nothing 
more. 


Ascend the stairs to the toy shop's attic; where Dettlaff has made his nest. Time 
to look around: 


* There's a suspicious letter on a small crate to read. It is a letter to Dettlatf 
regarding his weakness for a “wench they call Rhenawedd,” 


The letter continues in the form of blackmail; Rhenawedd is to be tortured in a 
manner most foul unless five men from Beauclair are slain, This certainly gives 
you proof that Dettlaff isn't killing of his own accord. Optionally ask about the 
blackmailer, before inquiring about Rhenawedd. Regis tells you it is Dettlaff's 
human lover. Ask what happened to her, and why Dettlaff thought she'd gone 
missing. Afterward, optionally ask if Dettlff tried to look for her. Then conclude 
that someone has actually kidnapped Rhenawedd this time. 


ITEM: Suspicious letter 


Continue your search 
of the attic, using your 
Witcher Senses: 


Over on the wall is 
the likeness of the 
woman, but a bit 

smudged. You've a 
feeling you've seen 
that face before. Wasn't she in the Palace Gardens earlier? 


In one corner are slips of paper with a name on each of them. It isa list of 
targets, written in ink dyed with cinnabarite! 


. 


Over on the table are the tools of a toymaker. 


Spend a few moments pondering the blackmailer and summing up your search. 
You can agree (or disagree) that the evidence exonerates Dettlaff, Whatever the 
evidence points to, the Duchess will need more convincing. Regis has another 
plan; to strip the blackmailers of their hold on Dettlaff by finding Rhenawedd, 
While Regis meets with Dettlaff, you must reconvene with the Duchess. The 
Quest then concludes. 


ITEM: Letters naming the Beast's targets 
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Related Quests: Main Quest: Where Children Той, Toys Waste Аму, 8 
Main Quest: The Man from Cintra эф 


Locations: The Rocking Horse (Unmarked), Beauclair Palace, Castel Ravello 
Vineyard, Fort Astre Ruins, San Sebastian Guard Post (Unmarked) 

Characters: Emiel Regis Rohellec Terzieft-Godefroy, Her Illustrious 
Highness, Duchess Anna Henrietta, Captain Da 


de la Tour, 
Master Fabricio 
Enemies: Panthers, Bandits, Hornitz 


YOU ARRIVED AND TROUBLE FOLLOWED 
SOON AFTER 


| 


From the attic floor of the toy shop, descend down and out into the port, and run 
(or ride) westward, uphill through the main paved streets of Beauclair, ascending 
ир and across the bridge, to the top of the hill and into the Palace grounds. 
Venture into the bailey, ascend some lavishly-carved steps to an exterior balcony, 
where Captain Damien isn't too happy with the violence that has followed your 
arrival. Answer him as you wish regarding the case, wait until both Damien 

and the Duchess have finished offering inaccurate vampire-killing advice. Then 
disagree with Damien regarding the assembling of a battue to defeat the vampire. 
After schooling them on the types of vampire, you can optionally mention this is 
по common “monster,” and that you're set to find and talk to Dettlaft. 


You explain that Dettlaff is being blackmailed. You can optionally mention that an 
innocent woman's been abducted and point out that the most important thing is 
to prevent further attacks. Before Damien can utter another ignorant comment, 
you show the Duchess the blackmailer's notes, mentioning the wine stain. The 
ducal sommelier is immediately summoned. In Toussaint, as you might have 
gathered, wine is sacred. 


Benoit the sommelier studies the parchment, and is able to tell the stain comes 
from a Sangreal; the 1269 vintage. The Duchess is taken aback, as this wine 
was produced at Castel Ravello exclusively for the ducal table! Ask about the 
wine if you wish, before you grudgingly agree to accompany the Duchess (and 
Damien) to the vineyard to get to the bottom of this outrage. Feel free to prepare 
for this journey before agreeing to leave. 


SOURCING THE STOLEN SANGREAL 
ГовЈЕСТІҮЕБ: 


Your riding with the Duchess and Damien, ostensibly explaining how higher 
vampires are vanquished, when you encounter a short interlude on the way to 
the vineyard as a peasant wagon requires your help from two prowling Panthers. 
Though tough, these clawing cats should be straightforward to put down. Then 
Continue your ride, up to the entrance of the grand Castel Ravello. 


The winery owner, Master Fabricio, is surprised by 
this visitation. Answer him how you wish, then quiz 
the wine master regarding the stolen Sangreal. 
Fabricio's worried responses result in the Duchess 
ordering an inspection of the Castel Ravello cellars, 
Along the way, Anna Henrietta informs you of 
Fabricio's past misfortunes, and her appointment of 
him from beggar to steward. Follow her down into 
the cellar where the search begins. 


Conduct a thorough sweep of the premises, beginning with the wine ledger on 
the table just to the side of the entrance (use your Witcher Senses if you can't 
immediately spot it; all areas of interest glow red). This Vintner's log seems to 
be neat and thoroughly documented, Now to find the 1269 vintage that Benoit 
claimed the stain was from. 


Though it isn’t necessary, inspecting every parchment sign near an alcove cask 
allows you to view the different wines this place is storing. From the Fiorano 
(Dandelion's favorite) to the Pomino, the ground floor holds no Sangreal 

Climb the wooden stairs to the upper alcoves, and work your way through the 
different Sangreal years to the far end of the wooden walkway, until you find the 
1269 vintage. 


Г. OBJECTIVES: 


Check the smaller barrels set into the three large archway alcoves. A total of 

five of these barrels must be inspected; knock each one. After tapping all five, it 
appears ай the barrels are full, But are they full of Sangreal? It seems you require 
two pieces of precision equipment in order to find out. Descend down to the main 
cellar floor, and look for containers highlighted in red which contain the barrel tap 
and hammer you need. Now retur to the upstairs alcove 


ITEMS: Barrel tap, Wooden hammer 


| OBJECTIVE 


Broach the barrels in the Sangreal alcove, then step back and let Anna taste 
each one. One of the barrels has been tampered with! This isn't Sangreal; it's 
revolting, bitter plonk! 


You both return to interrogate Master Fabricio, who eventually admits to selling 
a few barrels of Sangreal. It seems the Duchess doesn't pay him much and he 
desired the extra funds to purchase his ancestral grounds. Chime in as you wish 
during this conversation. Fabricio reveals a few weeks ago, a rich nobleman 
approached him, suggesting an enterprise involving the selling of Sangreal to an 
unknown party. The nobleman was the intermediary, and Fabricio reveals him 

to be tall, black-haired, and speaking with a foreign lilt. He has already made 
arrangements for the next shipment. You agree with the Duchess to set a trap; 
this Cintrian noble could be the blackmailer! A visit to Fort Astre is agreed upon. 
W с CT-COMBAT-PREPARATION 
There's bound to be a number of ne'er-do-wells at Fort Astre Ruins, so feel free to 
‘meditate and prepare before agreeing to journey with Damien and his troops. 


HIS NAME IS DOG. THEY SAY HE PLOUGHED 
YOUR MOTHER. 


| OBJECTIVES: - 


DANGER ALERT 


A few hours later, at Fort Astre Ruins, a group of Bandits is surprised that thet TÎ 
wine cart arrives with you driving the horses. Surprise number two occurs when : 
one of them receives a crossbow bolt to the shoulder, before he can gain the 8 
upper hand against you. Surprise number three is revealed when Damien's 
pikemen appear to help you. Now engage in the melee, dropping a dozen of 
these Bandits and their burly leader, Hornitz. Remember there are a number of 
explosive barrels sitting around the combat area, which can really light up the 
place (and help nullify the bandit horde) if burned by Igni! 


You thank Damien for his proficient aiming, and before you interrogate опе 
of the captured scoundrels, Damien admits he was initially wrong to distrust 
you. Answer him as you wish. Naturally, the Duchess is here, risking her life, 
and attempts to gain knowledge from the Bandit. The thug's response is some 
pretty obscene language about being intimate with Damien's family members. 
That is, until the Duchess recommends the bandit to act as bait for the Beast 
of Beauclair! 


This changes the Bandit's tune. Answer her as you wish, and then you calm the 
panicking foe enough to (optionally) ask where the wine barrels were going, 
and also who hired his band of not-so merry men. It seems the Bandit leader 
(named Hornitz) only knew the drop-off point, while the man who hired them is 
known only as "The Cintrian." The bandit is disposed of, and the Duchess orders 
Damien back to the Palace, while you and she head to the guard post near the 
port. You can meet her there immediately, or on your own time. When you reach 
the Duchess, this quest concludes. 


JILER ALERT KX 


HE MAN FROM CINTRA 


Related Quests: Main Quest: Wine is Sacred, Main Quest: Capture 
the Castle » 

Locations: San Sebastian Guard Post (Unmarked), Tailor's Workshop 
(Unmarked), Lady Orianna's Estate, Metinna Gate 

Characters: Her Illustrious Highness, Duchess Anna Henrietta, Captain 
Damien de la Tour, Pierre the Tailor, Dorian Vilesse, Lady Orianna, 
Emiel Regis Rohellec Terzieff-Godefroy, Dettlaff van der Eretein 


YOU ARRIVED AND TROUBLE FOLLOWED 
SOON AFTER 


| OBJECTI 


This quest is accessible immediately once you have completed Blood and Wine: 
| Main Quest: Wine is Sacred. 


THE MANDRAGORA INFILTRATION 


While you wait at the guard post, the Duchess seems jittery. Answer her as you 
wish regarding the Cintrian, until Damien arrives, revealing you are fighting not 
опе man, but a whole organization! His troops were attacked, and a hefty bounty 
placed on your head. Answer as you wish 


However, the port warehouse where the wine was delivered has been identified, 
and although the Cintrian man remains a mystery, Damien's sources uncovered 
а woman with the Cintrian is none other than Cecilia Bellante, a gifted singer. 
Furthermore, a chambermaid in the service of Cecilia (who hasn't been found 
yet) claimed her mistress is to meet a Cintrian tonight, at a reception over at 
The Mandragora. Optionally ask what that is if you wish, before agreeing that 
nabbing the Cintrian is the next plan. However, discretion is the key to victory. 
You are to enter the reception at the Mandragora in the Upper Town. The 
Duchess instructs you to don appropriate attire, and meet her there. 


PREPARATIONS FOR A PARTY 


| amar am 


OBJECTIVE: 


Prior to visiting the evening's soiree, you have 

the option to dress up in something a little more 
becoming, rather than the sweat-and-blood soaked 
armor ensemble you're currently wearing. There 
are a number of options. You can don any attire you 
have previously purchased from the following Tailor 
merchants, or visit them to purchase some attire: 


Pierre the Tailor 
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# Head to the Tailor's Workshop close to the palace bridge, just northwest of The 
Gran'place, visit Pierre the tailor, and don an elegant Beauclair outfit (Doublet, 
boots, and pantaloons for around 600 crowns). 


ITEMS: Elegant Beauclair Dublet, Boots, Pantalons. 


# Journey to Novigrad, and visit Eilhal the Tailor, purchasing something Nilfgaardian 
in nature from his collection. 


# Don the Orate Robe you came across in your Hearts of Stone journeys. 


# Or you can simply ignore the Duchess’ request, and turn up looking like a white- 
haired monster hunter, in your usual garb. 


Each outfit garners a different response from the Duchess (and an elegant 
Beauclair outfit is automatically given and worn if you turn up unchanged, 
‘meaning you might wish to forgo the expenses of the tailor!) 


OBJECTIVE 


Once you're suited and booted for the festivities, take a stroll to the alleyway 
close to the soiree, around the comer from the Herbalist shop and across from 
Lady Orianna's Estate (just northwest from the Metinna Gate signpost). Be on 
the lookout for groups of thugs hunting Geralt around the city. After nightfall, 

the Duchess arrives, gives you a mask to wear (which you can ask about if you 
wish), before you agree to head inside. The plan is to find the Cintrian by locating 
his partner, Cecilia, first. Speak to the doorman (asking about the evening's 
performances if you wish), before mentioning Cecilia Bellante's name, Though 
the doorman can't tell you where she is, he does give you a clue; seek the Koviri 
orchid. Stepping inside and onto a stone balcony, Anna points out the owner of 
this property is Orianna, after which the search for Cecilia begins. 


(OPTIONAL) AN EVENING OF THE ARTS 


| OBJECTIVE 


There are a number of optional activities to engage in as you surreptitiously 
investigate the estate of Lady Orianna. Why not attempt any (or all) of 
the following? 


PAINTING THE TOWN RED [AND BLUE) 


| OBJECTIVE 


Perhaps you have an artistic side that wishes to be let out during the festivities? 
Visit the artist standing by the archway at the bottom of the balcony steps (to 
the left), and gather a handful of paint balls from one (or more) of the five bowls 
оп the table in front of a large canvas. You are encouraged to express yourself, 
which means lobbing paint. What fun! 


ITEM: Paint Ball (3) 


A TIPPLE OF ABSINTHE 


Check either of the small, circular tables by a pillar near the paint-throwing for a 
shot (or two) of absinthe, the preferred hooch of artists. 


MIME THE GAP 


Betwixt two rugs а duo of mimes are playing a game of tug of war, with a rope 
that only exists in your mind's eye. Feel free to pull the “rope,” so both mimes 
are sent tumbling. The effect is strangely satisfying. 


SIT A SPELL 


“Look at the mage! | believe he's casting spells," remarks the Duchess, pointing 
at the Ofieri chap sitting on a magic carpet “floating” over the pond by the. 
statue. The Great Kalesti is more than a purveyor of parlor tricks. Watch his 
magical dolphin conjuring; it will make you a believer! 


FULL OF HOT AIR 


Over on the balcony, 
there are a number of 
lanterns to light; ignite 
any you wish to send it 
drifting upward into the 
night sky. 


Peer into the northern alcoves and spot a slumped drunk. Another alcove along 
the northern gallery of arches features a forlorn fellow with his head in his 
hands, crestfallen at being described as pretentious. He has very little to offer 
you except a look into the mind of a man with a deflated ego. 


OPTIONAL ALCOVE (SOUTH): UPTIGHT ARTISTS 


Check the southern alcoves to overhear the trading of stolen paintings between 
two patrons. Another alcove along the southern side of the estate features a 
furious art patron and his muse, who aren't happy about "Cecilia" performing 
earlier in the evening. They wish to be alone. Oblige them. 


DRAW ME LIKE ONE OF YOUR 
ZERRIKANIAN GIRLS 


| OBJECTIVE 


Assuming you've finished (or ignored) your new 
career as an avant-garde artist, the premises need 
to be searched for a woman with а Koviri orchid. 
Walk along the long gallery of arches, until you 

spot an alcove on your left that you can enter. You 
and Anna stumble into а painter's studio, with a 
model wearing such an orchid, and very little else. 
Optionally compliment the artist on his portrait, then 
ask the model if she is Cecilia Bellante. It appears 
Cecilia tossed the flower into the audience after her performance, and the model 
caught it. But she does remember seeing a nobleman; he gave Cecilia a heart- 
shaped box, in fact, They were last seen at the refreshment tables. 


BLOODSTAINS ON THE BALCONIES 


| OBJECTIVES: 


Dorian Vilesse 


Stroll over to the lavish circular food tables, and begin to search the area for 
Clues regarding the last known location of Cecilia and the Cintrian: 


* You can optionally inspect the names of the three paintings with a decidedly 
modern design 


* There's a lute leaning against a support pillar The instrument is a little like 
Dandelion's. 


* Another table has a love-letter on a napkin; treacly refuse. 


* An empty, heart-shaped box sits on one of the tables. Cecilia must have left it 
behind, However, the scent from the box still lingers, 


* Follow the scent trail from the tables, around the long gallery of arches, 
passing the painter, and around to the balcony overlooking Toussaint. Head 
right (south), into the Mandragora building itself 


Your path is blocked by a doorman, but when the Duchess mentions the need to 
figure out a way in, the doorman recognizes her voice. Optionally ask the man 
for his discretion, then ask if he's seen Cecilia. Apparently, she's in her dressing 
room with the nobleman. The man's description fits that of the Cintrian. While the 
Duchess stays by the door, you're allowed upstairs. Continue to follow the scent 
trail up the steps, across the hallway, and into Cecilia's chamber. 


Your investigation in Cecilia's room gets off to a horrific start, as she won't 

be singing any more arias. It seems her lover slit her throat. Use your Witcher 
Senses, and make careful examination of the crime scene as Anna heads off to 
find help. 


• Cecilia's corpse is bleeding out, and the murderer left a bloody handprint. 
* There are muddy tracks leading onto an exterior balcony. Follow them. 


* Climb and scoot across the door placed from one balcony to another; this 
impromptu platform proves the killer is clever as well as strong. 


* Follow the prints to a ladder, climbing it to an upper balcony, and into a top- 
floor bedroom, Your objective updates. 


OBJECTIVE 


Make a lengthy inspection of this new chamber, and find the following clues: 


* Over on the wall is a broken mirror; someone slammed into it before sinking 
to the floor. 


* Опа side table is an empty inkwell, knocked over and turned toward 
the room. 


* Apainting with a cut canvas hangs over the table with spilled ink. Close to the 
door lies a hunting knife 


* Awall sconce is bent and smeared with blood. Did someone try to grab it? 
* There's blood on one of the window frames. Did someone climb or fall out? 
* Bloodstains on the checkered floor near the bed. 


* Nearby on a dressing table is a jewelry box with a broken lock; picked 
‘open, you reckon. Next to it is a precious stone to examine. It has a bloody 
fingerprint on it; the thief came for this item. There are tiny chain links next to. 
it; signs of a struggle. 


You surmise that there was a fight with a thief, who was surprised while. 
searching this room. An ensuing struggle ended with the Cintrian being forced 
out of the window. It seems Cecilia was not the only victim 


ITEMS: Decorated Hunting Knife, Valuable Jewel 


E 
& 
3 
5 
E 
z 
б 


33 


332 


THE HEART OF TOUSSAINT 


The doorman arrives with Orianna herself, who 
orders Cecilia's body removed. She recommends 
you all sit, and she will tell you everything she 
knows. You all retire to Orianna's private balcony 
where she reveals she caught the Cintrian rifling 
‘through her possessions. She attacked him, striking 
his head on a picture frame before he drew a knife. 


Lady Orianna (human form) 


She managed to knock the weapon from his hand and push him, causing him to 
fall out of the window. That's some impressive strength and dexterity! Optionally 
mention the fellow's impudence, before revealing your hypothesis for what the 
thief came here for. 


You produce the jewel you found, and Anna Henrietta is shocked; that's the 
Heart of Toussaint! She claims she bought it years ago. The jewel's importance 
is revealed as Anna tells you it is her family heirloom once thought lost. It seems 
you aren't seeking the Cintrian thief, but rather his employer. To this end, the 
hunting knife you found may hold a clue; it has an emblem on the hilt, The 
Duchess recognizes it as a crest used by the lords of Dun Tynne. Ask about the 
family if you wish (the family’s last heir, Roderick, recently restored the castle 
from ruins), before agreeing to investigate the Dun Tynne estate. 


Related Quests: Main Quest: The Man from Cintra, 
Main Quest: The Night of Long Fangs 

Locations: Lady Orlanna's Estate (Unmarked), Metinna Gate, 
Count de la Croix's Mill, Dun Tynne Castle 

Characters: Captain Damien de la Tour, Roderick of Dun Tynne, Emiel 
Regis Rohellec Terzieff-Godefroy, Dettlaff van der Eretein, Syanna 
(Rhenawedd), Her Illustrious Highness, Duchess Anna Henrietta 

Enemies: Dun Tynne Guards, Roderick of Dun Tynne, Cael, Peeps, 
Nazairi Bandits, Iron Borg 


ASSAULT ON DUN TYNNE: MEETING AND 
BEATING RODERICK 


OBJECTIVE 


This quest is accessible immediately once 
| Main Quest: The Man from Cintra. 


you have completed Blood and Wine: 


The assault on Dun Tynne requires a good amount of battling, so feel free to | 
‘meditate and prepare before agreeing to journey with Damien and his forces. Also 
remember to change from your evening wear to something more “armored,” before 
you go! 


The doorman interrupts your talk, leaving you and Anna to speak in hushed 
tones; optionally about Orianna, as well as talking of the drawing of the jewel 
found in the thief's tool bag; sketched on the same paper the victims’ names 
were written on. You're beginning to see the wine and the jewel were both linked 
intrinsically to Anna herself. The Duchess then reveals her own sister could be 
among the schemers! Banished from the duchy when they were children, you 
can ask about her sister's involvement, and reasons for Syanna's removal in the 
first place. Your next task is to find the Duchess's sister. The Duchess tells you 
that Syanna can't be harmed. You can either promise her you'll see no harm 
comes to Syanna, or that you'll see. 


Madame Orianna returns, bringing two highly- 
unexpected guests with her; Regis and Dettlaff! 
They are lending their combined resources to your 
hunt. Apparently, Orianna has known Regis for ages. 
Answer her as you wish, before Dettlaff pipes up 
regarding a purely theoretical reason a monster 
might kill for; “when loved ones are at risk and 
require protection” is the example he gives. Answer 
as you wish 


Emiel Regis Rohellec 
!-Godelroy 


You excuse yourself and accompany Regis to 
obtain another bottle of wine. You have two 
optional conversation choices to try: asking about 
coincidence and inquiring about how he knows 
Orianna. Then mention you know the blackmailers’ 
location and now both the Duchess’ sister, and 
Dettiaff's lover must be extricated from the Dun 
Tynne castle! 


Оена! van der Eretoin 
(human form) 


Back at the banquet table, the Duchess bids 
everyone farewell, and you speak to her in private, Optionally ask whether 
Dettlaff told her anything about himself, before remarking about the interesting 
‘evening you've had. The Duchess then informs you that her guardsmen are to 
support you in the forthcoming infiltration of Dun Tynne castle. You are to meet 
them at Count de la Сгоіх' mill. The quest then concludes. 


SPOILER ALERT K 


Descend from the Palace, down through the city 
streets, then across the bridge to the water-side 
location of Count de la Croix's Mill. Damien and two 
of his men, having arrived at the mill at midnight, 
await Geralt. Damien has formulated a two-point 
plan of attack; to find Her Grace's sister, and capture 
the men who blackmailed the vampire. Damien 
points to a central keep, which you need to reach, 
Roderick's men include his own forces, with an 
additional group of mercenaries. This is likely to be a bloodbath, You decide to 
attempt both objectives simultaneously; your plan is to sneak into Dun Tynne, 
find the sister, and ensure her safety. 


Captain Damien de la Tour 


| OBJECTIVE 


You ride to Castle Dun Tynne, hop over the wall, and introduce yourself to four of 
the castle guards. Slay them in the immediate area; then head to the gatehouse 
archway where two more Dun Tynne guards need to be slaughtered. Head 
roughly southeast, through the gatehouse archway. 


> LOW SPEED AHEADSNOTASTAND DEAD 


me following massacre occurs as you wade through opposition forces during 
your storming of Castle Dun Tynne. It is imperative you take your time, battling 
each foe you see (using the mini-map to guide you), rather than racing through the 
fortification, as you can be easily swamped if you're too hasty. See the gameplay 
scene to see some of the unexpected endings of those involved. 


| OBJECTIVE: 


Emerge from the gatehouse and head along the 
paved thoroughfare, stopping to remove a trio of 
guards before reaching a cart near a wooden gate 
and small belltower. A further six guards, including 
Roderick himself, are milling about the cart. Offer 
по mercy to the armored enemies, but temporarily 
stop your bloodletting when Roderick (who is still 
alive after your beating) begs you for mercy. Ask him 
about the Cintrian's forces, as well as the female 
hostage. He informs you they are all in the Keep; Syanna is in the top floor of the 
tower. He knows nothing of a hostage. 


After answering your questions, you can: 


# Give him something to press against his wound to staunch the bleeding, saving 
his lite, 


# Answer “not my problem," and leave Roderick to die. 


ASSAULT ON DUN TYNNE: “WE THOUGHT 
YOU MIGHT NEED A LITTLE HELP” 


лай 


Head through the open 
gates, into a bailey 
courtyard where the 
Dun Tynne troops are 
fighting off Damien's 
forces. Continue along 
the paved pathway, 
slicing down one 
confused guard, and 
then a group of Nazairi 
Bandits. Watch out as one of them is a particularly tough Iron Borg! Check the 
lower stepped area so you aren't attacked from behind. If you choose not to 
engage the Iron Borg, and instead hide, you will later find the Borg at the Dyn 
Tynne main square. 


Continue your merry way along the buttress-walled 
battlement balcony, bringing down another set of 
Nazairi bandit troops. To the right of the balcony, 

some Nazairians work to free the dogs from a buming 
kennel. When you reach the circular veranda, a large 
number of castle crossbowmen waylay you. 


ny 
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A little unnerved by а flock of ravens landing on the 
tile roof, the Dun Tynne troops are surprised as a 
cloud of mist descends on their forces. Unable to 
see, the enemy hears only the screaming of their own. When the mist clears, the 
entire squad of foes lies dead, the last of the troops receiving a mauling at the 
claws of Dettlaff and Regis, who claim they are here to help. 


Detllaff van der Eretein 


This solves the problem of the troops on the veranda, allowing you to push 

into the inner courtyard. There's little time to admire the purple shrubbery; 
engage around eight mercenary bandits, watching as your vampire friends 

make extremely quick and short work of anyone you're not fighting. Turn north, 
advancing on the keep itself; expect around a dozen more troops (including some 
troublesome bowmen); amid the chaos and bloodshed, your friends provide 
invaluable support, so check your mini-map to ensure you're mopping up foes 
without racing past any. Check the formal gardens and fountain and slay 

any stragglers. 


ASSAULT ON DUN TYNNE: 
RHENAWEDD REVEALED 


After the blood has 
; e 


flowed like wine, you 
meet up with Dettlaft 

and Regis, and the three 

of you head into the 

keep, and up the tower. 

After easily removing 

the guard to his 

beloved's cell, Dettlaff 

is reunited, But what 

of Syanna? Regis and 

you speak about where 

the Duchess’ sister 

could be. When you 

interrogated Roderick, 

he says that he doesn't 

know anything about —— 
а kidnapping and tels 

you that the girl is in the 

Dun Tynne main building packing her things. It doesn't take a genius to work out 
Syanna and Dettlaff's beloved are the same person! 


Her llustrious Highnoss, 


Duchess Anna Henrietta 


Dettlaff is both angry and incredulous when you explain Syanna was banished as 
a child, but recently returned and ran a bandit group from this location. Dettlaff 
was a useful plaything as part of a plan to get revenge on the people she blames 
for her fate. A clearly infuriated Dettlaff leaves abruptly after nearly throttling his 
now ex-lover; Regis hopes to a location where he can soothe his nerves. 


AFTERMATH: IS ANYONE ELSE HERE 
A VAMPIRE?! 


Syanna says she will go to him. Answer how you wish. She is concerned Detttaft 
might be furious enough to level an entire city, something he is more than 
capable of. Before this occurs, you exit the keep, meeting with the Duchess 

and Damien. Anna is shocked to see her estranged sibling, but Syanna greets 
her with resentment, snapping the olive branch Anna offers her. While Damien 
escorts Syanna to the Palace, the Duchess thanks you and vows to try Roderick 
for treason and blackmail 


Her demeanor changes when you answer (as you wish) regarding Roderick's 
lack of culpability їп ай of this, and revelations of Syanna's antics as chief 
architect of the recent knight slayings fall on deaf ears. When Regis lets slip that 
Dettlaff was the vampire in question, the Duchess becomes enraged that you 
kept this information from her. Though you have three days to bring Syanna and 
Dettiaff together (or face the destruction of Beauclair) the Duchess won't hear 
of it. She wants the head of the beast, and she's particularly forthright with this 
message. The quest (and your dressing down) then concludes, 


CRITICAL PATH 
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Related Quests: Main Quest: Capture the Castle, Main Quest: Blood Simple, 
Main Quest; The Night of Long Fangs [Part 21 d 

Locations: Beauclair Palace, Bank of Beauclair (Unmarked), 

Lady Orianna's Estate (Unmarked) 

Characters: Emiel Regis Rohellec Terzieff-Godefroy, Her Illustrious 
Highness, Duchess Anna Henrietta, Captain Damien de la Tour, 
Palmerin de Launfal, Lady Orianna, Guillame 

Enemies: Alps, Bruxa, Garkains, Fleders, Katakans 


YOUR GRACE...VAMPIRES! 
OBJECTIVE = , 


Т 
| This quest is accessible immediately once you have completed Blood and Wine: 
| Main Quest: Capture the Castle. 


Her MHustriovs Highness, Palmerin de Launtal 


Duchess Anna Henrietta 


Emiel Regis Rohellec 
Terzleff-Godetroy 


A few days pass. Both Regis and yourself are summoned to the Palace. You're 
empty-handed, having failed to find Dettlaff (or even a lead to his location). 
Answer Regis as you wish. On the highest balcony of the Palace, Palmerin is 
informing the Duchess that the population is demanding Syanna be punished 
for her crimes. She refuses (in no uncertain terms); Syanna is not about to be 
lynched. Palmerin warns of an uprising, but Anna Henrietta waves off this threat; 
the accursed vampire must be removed from Toussaint first 


The Duchess’ patience is at an end. She asks curtly where Dettlaff is. Answer 
her as you wish. After a fox-hunting analogy, you can reply with a subservient 
or flippant response (as you wish), irking the Duchess. It is almost a relief, then, 
when Regis’ explanation of Syanna's actions is interrupted by a crawling, badly- 
wounded guardsman. Vampires are attacking the city! 


As the bells toll, a 

helm comes rolling 
down the stone steps. 
A Bruxa has infiltrated 
the highest perches of 
the Palace! While Regis 
escorts the Duchess 
away, you step up to 
the plateau, and must 
‘engage the Bruxa in 
combat. Make short work of this sinewy bloodsucker, using the same tactics you 
attempted during the Bruxa combat back in Corvo Bianco. 


VAMPIRE AND PRINCESS: 
BORN UNDER THE BLACK SUN 


Regis appears after the bout. A serious plan is called for. You tell Regis he 
mentioned something about drawing Dettlaff out; a method too dangerous to 
use thus far. After Regis explains the method is likely to be much more than 
simply "dangerous," he explains there is an alternate way to reach Dettlaff: To 
simply agree to his demand and free Syanna. Optionally ask whether Dettlaff 
still believes Syanna is innocent, before asking exactly what Regis suggests you 
do. You're sure that Anna Henrietta won't agree to this. To which, Regis replies it 
isn't necessary to mention it to her. Ask about guaranteeing Syanna's safety, and 
where she's being held. You reckon Damien might know where Syanna is. 


SPOILER ALERT XX 


However, the other plan is still a possibility; ask how you could get Dettlaff to 
reveal himself. Regis once again expresses an extreme reticence to this idea, 
before explaining one of the Unseen—an ancient and powerful vampire—has 
a lair nearby. As vampire society is a gerontocracy, and Toussaint is this Unseen 
Elder's territory, the Unseen could summon Dettlaff without delay. Ask why the 
Elder hasn't stopped Dettlaff already if you wish, then inquire how the Unseen 
must be convinced to help. After more of Regis’ endearing pomposity, he 
mentions that Madame Orianna knows where the Unseen Elder is, After more 
discussion, Regis asks your choice. You can 


> Consider freeing Ѕуаппа, after taking to Damien. 


> Lean toward finding Orianna and the Unseen Elder. 


> Or mention you need time to think about it (which is recommended) 


| The choices you make have a major and lasting effect throughout the rest of the 
Main Quest in Toussaint. I! you are considering freeing Syanna, choose the “Path 
to the Sister" objectives. If you are considering an audience with the Unseen Elder, 
|. choose the “Path to the Unseen” objectives (and additional quest). 


In addition, some optional activities, such as those during Witcher Contract: Big 
| Game Hunter (see page 538) and Secondary Quest: Тит and Face the Strange (see 
page 476), are put on hold until the vampire threat in the city has been quelled. 


COMBAT DECISIONS: 


ММ 


BLOODSUCKERS IN BEAUCI 


At this point, pandemonium is playing out across the city of Beauclair. Vampires 
stalk the city streets, and the population is fleeing In all directions. As you navigate 
through the thoroughfares, expect to encounter the following Lesser Vampires: 


Alps (see Bestiary, page 755). 
Bruxas (see Bestiary, page 755). 
Garkains (see Bestiary, page 758), 
Fleders (see Bestiary, page 756). 
Katakans (see Bestiary, page 758). 


Engage them as you wish; usually these fights are mandatory if you're completing a 
nearby objective. 


PATH TO THE SISTER: 
MAKING A WITHDRAWL AT THE BANK 


OBJECTIVE 


WARNING! 


MAJOR QUEST DECISION AHEAD! 


* Though you have one of two quest decisions with major ramifications to make, this. 
collection of objectives can be completed without stopping you trom making other 
inquiries. The “point of no return” will be flagged to aid your decision-making, 


Leave the palace, battling through the city streets, fighting a Fleder (and 
optionally a Katakan) before you reach the bridge, and dodging the mass of 
fleeing peasantry as you cross the bridge. Ahead, a Garkain is prowling the main 
thoroughfare, now blocked with a fiery barricade. Slay it before heading right 
(south), down a sloping cobblestone street where more burning carts greet you, 
along with a troublesome Bruxa. Continue running along the stone balconies with 
the lake to your right, descending the tiered neighborhoods, down into the next 
investigation area. A large and sinewy Fleder is prowling the square; dispatch it 
quickly, then look around for signs of Damien. 


Then retrace your steps, back over the bridge toward the palace and turn right 
(north), working your way up the road that winds up the exterior hill the palace 

sits on. Expect to rid the streets of lesser vampires along the way. When you reach 
Regis (where you left him after he escorted the Duchess away), he's made sure his 
brethren won't be sniffing around the area. At this point, Main Quest: The Night of 
Long Fangs (Part 2) becomes accessible. Continue this quest on page 338. 


The town square where you fought one of the lesser vampires has a series of 


clues to look for, utilize your Witcher Senses to spot each of them: 5 
WARNING! 


• A corpse on the street, and another slumped by the well, show signs of being MAJOR QUEST DECISION AHEAD! 
clawed; something sliced through steel armor like butter. 


There's another corpse. Damn it The conversation with Regis ends with you being able to access the Palace 
playroom, However, the objective to speak to Orianna regarding the location of 
the Unseen is still available, and continues to be until you finish an inspection 
of the playroom itself. This is the “point of no return;" you have to pick a choice. 


Another corpse reveals the vampire's blow didn't kill him; he bled to death 
afterward. There are bodies littered across this area. 


* There are footprints; Damien's men broke formation and ran. Follow the prints ‘and stick with it! 
along a side street and up some steps. Watch for a burning townsperson; use 
ard to extinguish the flames (though itis too late to save him) PATH TO THE UNSEEN: 
• At the top of the steps is a barricade next to the Perfumery. OFF TO ORIANNA'S ORPHANAGE 
* Over the barricade is another corpse; this one fell on his face. " a m и — 
| OBJECTIVE 


Dash along the street, following the footprints, until you encounter an Alp, and 
possibly another Bruxa. Introduce them to the sharp end of your sword. Then turn 
left (north), and continue to track the footprints 


* As you enter another town square if you didn't help Guillame and Vivianne yet, ARNING! 
you spy the body of Guillame. Poor, foolish lad. MAJOR QUEST DECISION AHEAD! 


| OBJECTIVE 


> Though you have one of two quest decisions with major ramifications to make, this 
h collection of objectives can be completed without stopping you from making other 
inquiries. The “point of no return" will be flagged to aid your decision-making. 


Enter the town square, 
where a Fleder is 
prowling the area. 

You deduce that 
Damien is hiding in 
the bank (judging by 
the barricades (and 
cluster of forces) 

to your left), Defeat 
the Fleder in vicious 
combat, A wounded Damien appears from the 
bank, incredulous at your combat prowess. You 
request Damien retreat from the city, but his duty 
is to protect Beauclair. After a spot of convincing, 
you explain to Damien how to defeat these lower 
vampires (silver and vampire oil, bombs with silver As you should have discovered by now that Lady 
splinters), He thanks you, and hopes you return with N Orianna is a close friend of Regis and shares his 
the head of the wretch that caused this bedlam. Captain Damien de ta Tour affection for blood, she is the perfect person to 


‘Answer Damien with either conversation option, ask the location of the Unseen Elder. Leave the 
then make insistent conversation answers to Damien, before walking away; palace, battling through the city streets, dodging the 
prompting him to reveal that Syanna is locked away in the palace playroom. mass of fleeing peasantry as you cross the bridge, 
heading right (south) into a town square to make 
PATH TO THE SISTER: short work of any Lesser Vampires prowling the Lady Orianna 


the market square, and hightall it to Lady Orlanna's Estate (further vampiric 
incursions are likely to slow your progress). Just before you reach the doors of 
Orianna's residence, you can spy the body of Guillaume, who perished fighting in 
tthe city, if you didn't help him and Vivienne yet. Poor, foolish lad. 


PRELUDE TO PLAYTIME townsfolk. Continue down the thoroughfares, cross 


Ё 
Е 
E 
8 


OBJECTIVES: 


Upon entering the Mandragora residence, you spy Madame Orianna attempting 
to leave. She finds the current conditions in the city a little "irritating." Call her 


does Vie SOINA N оп this comment if you wish, before asking about the Unseen Elder. She tells you. 

the bank, locating а 

КЫ СОК dare there are simpler ways to commit suicide. She eventually agrees to your request. 
i But only after you've tended to a certain matter for her. Answer her as you wish; 

and approach the flock 


there's a quid pro quo before you can go to the Unseen's lair. This involves you 
helping Orianna at the orphanage she owns. This quest pauses, and Main Quest: 
Blood Simple (see below) begins. 


of ravens that are 
watching you intently 
with their beady eyes. 
You tell them you'll be 
at the Palace near the 
playroom, waiting for 

Regis there 
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DANGER ALERT 


O00 


Related Quests: Main Quest: The Night of Long Fangs (Parts 1 and. 
Main Quest: What Lies Unseen 

Locations: La Compassion Orphanage [Unmarked), Cockatrice Inn, 
Beauclair Palace Docks (Unmarked) 


Characters: Lady Orianna, Orphan Boy 
Enemies: Alpha Garkain 


OBJECTIVE 


Some time later, you 
agree to accompany 
Madame Orianna to the 
Orphanage, where she 
smells trouble. There 
are signs of a struggle 
both outside and in the 
compound, and a small 
orphan boy appears, in 
a state of shock, to stammer an explanation. You can optionally use Axil to calm 
the little tyke down. He tells you the orphanage's caretaker, Uncle Amaud, has 
disappeared, and the children are nothing more than bait. Whatever killed her 
children needs to be tracked, slaughtered, and its head brought back to Madame 
Orfanna. Only then will she help you with the Unseen Elder. 


} This optional Main Quest is only accessible during Main Quest: The Night of Long 
Fangs, and is accessible if you decide to take the Path to the Unseen (see page 
335). You need to have spoken to Lady Orianna at her residence in Beauclair. Major 
| decisions are not made at this point. You are able to complete this quest, and 
[| change your mind regarding the meeting the Unseen Elder (and instead free Syanna) 
if you wish. 


Lady Oriana Orphan Boy 


A thorough inspection of the Orphanage—both outside and in—is called for. 
Using your Witcher Senses, be sure to examine every nook and cranny in the 
investigation area for the following: 


* The slumped corpse of an orphan child inside the building; smashed against 
the wall, with a cracked skull 


* There are claw marks on the outside wall, by the orphanage entrance: Sharp, 
hooked claws; the monster easily climbed onto the roof. 


• Atiny corpse outside the orphanage entrance has head, shoulder and neck 
wounds. The monster attacked from above (from the roof). 


* Outside are paw prints from a hunched, bipedal beast. 


* Achild's corpse slumped under a tree has its throat ripped open and 
larynx crushed. 


* Blood on the nearby wall hasn't even dried yet. 


• Another child's corpse at the bottom of the outside steps has a sliced aorta 
with fang marks alongside; but this is an old wound. Curious. 


• А corpse on the other side of the wall, under the tree, has wounds that are 
smooth-edged; claws have cut cleanly through young, thin bones. The beast 
didn't eat the children; did something grab its attention? 


* Atthe bottom of the steps down to the lower walled area is a corner stone 
with something daubed on it. It is giving off a scent. Your objective updates. 
Follow the trail of scent down a path, and hop over a wall where the scent 
and monster tracks both lead, 


OBJECTIVES: 


You reach а small horse pen and another diminutive body. 


* Examine the corpse to discover "gunk;" some type of venom? This narrows 
down your list of monsters to an alpha Garkain; a pack leader. 


Close to the pen are grooved tracks on the road, indicating a wagon and the 
Garkain may have caught up to the orphanage's residents as they tried to flee. 
Time to whistle for Roach. 


While your faithful steed trots over to you, make a quick inspection of your 
Bestiary in the Glossary menu, and read up on this most despicable of monsters. 


Ride Roach roughly northward along the road, while utilizing your Witcher Senses 
to keep viewing the wagon tracks, as they veer off the road to the right just after 
you pass the Signpost. Slow to a canter and drop down to the right of the small, 
stone bridge and follow the wagon's trail along the dry stream bed to the large 
expanse of water. On the beach are the remains of an overturned wagon 


Ld CORREGPCOMBAMPREPARATION 


You are about to disturb a vicious monster from its digesting slumber. It may 
behoove you to correctly prepare for this fight before tracking the creature down. 


will be ready; this will be а "Night to Remember"! 


"EVER FIGHT A WITCHER, YOU PIECE OF S&IT2" YOu leave Madame Orianna with a threat; one day you wil retum for her And she 


Dismount, and begin an inspection of the area around the wagon using your 
Witcher Senses: 


Wolves asleepin’ midst the trees, 
bats all aswayin’ in the breeze, 

But one soul lies anxious, wide awake, 
Fearin’ all manner of ghouls, hags and wraiths. 
A corpse by the wagon has been shredded and the blood licked up; to the last Birds are silent for the night, 
drop. The Garkain ate its fill here and is holed up nearby, digesting the meal. 


* A dead horse lies to the side of the wagon. 


Cows turned in as daylight dies, 
* There are faint noises coming from under the bridge that spans the river But one soul lies anxious, wide awake, 
to the Cockatrice Inn, roughly northwest of you. Spot the noises using your Fr he bs bove a od, 
Witcher Senses, and the red, glowing form of the Garkain hanging upside Paid in coin of gold, 
down under the bridge. He'll chop and slice you, cut and dice you, 
Eat you up whole. 
| OBJECTIVES ZZ ee 


SLIPPING A WORD TO THE BIRDS 


[ OBJECTIVES: __ 


You edge forward, 
‘sword in hand. It seems 
Uncle Arnaud was the 
last one to be savaged 
and drained, His twisted 
corpse Iles under the 
slumbering Garkain. It 
senses you advancing, 
drops to the ground, 
and lets out a shriek 
Battle the Alpha Garkain, using the techniques detailed on page 758 of the 
Bestiary. Remember this Garkain uses its brain waves to flummox you; should 
this occur, be sure to respond by lobbing Samum or Moon Dust bombs to disable 
these psychic attacks. Respond with careful sword strikes coated in Vampire Oil, 
and swig Black Blood if the Garkain hits you. 


> (< AINVULNERABILITIES 


Leave the orphanage building, locating a nearby 
‘oak tree, and approach the flock of ravens that are 
watching you intently with their beady eyes. You tell 


‘Moon Dust Bomb Samum Bomb Vampire Oil Black Blood them you'll be at the boat landing near the Palace, 
waiting for Regis there. At this point you can head 
their automatically, or at your leisure. 


A LARDER OF BLOOD 


| OBJECTIVE 


* AHEAD! 


> The forthcoming conversation with Regis ends with you having to make one of 
two choices that have major ramifications to the Blood and Wine Main Quest. 
This is the "point of no return;” you have to pick a choice and stick with it 


With the Garkain slain, you remove its head, tie it to Roach's saddle, and gallop 
back to the orphanage with proof of your slaughter. As you enter, you hear а 
child's whimpering. Moving to the light, you catch Orianna feasting on the neck 
of the orphan boy. She releases him, thinking your task would have taken longer. 
After threatening to kill her, you fully understand this is Orianna’s own “wine 
cella,” a larder for her bloodlust. After shooing the boy outside, he stops and 
pleads with you not to harm Lady Orianna; after all, she took the children off ће 
streets, fed them sweets, and sang to them. Leave her be! 


E 
3 
8 
5 
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Assuming you wish to conclude this quest. you reach the Beauclaír Palace Docks, 
spying a raven that flutters to a nearby roof. Regis approaches. He asks how your 
meeting with Orianna went. You make mention of her "hunger," before explaining 
where the Unseen's cave is. Regis is prepared to accompany you, but implores fi 
you once again to free Syanna instead. At this point, you have a major decision | 
Orianna drinks the children's blood, but never so much as to kill. Answer as you to make: 


Wish. Due to current circumstances, you let her live, and explain that the recent р ) Km | 
slaughter here was the work of a Garkain, one probably summoned by betta Tol Rogie You Wont change parir io Peri IT ИНИН ON MR MM 


After salivating over the sweet taste of child blood, you manage to get Orianna — eee ee У 

to focus on describing where the Unseen Elder's lair is located: west of the city, Tell Regis you've changed your mind, and Syanna should be found. 

across the lake, behind a cave near the shoreline. She places a stone in your This continues Blood and Wine: Main Quest: The Night of Long Fangs (Part 2), 

hand that will open a hidden door. with Regis already having found Damien (И you didn't already), and learned 
where Ѕуаппа is being kept. 


When you've made your decision, this quest concludes. 
337 


ER ALERT XX 


You advance on the playroom (slaying a Fleder, if Regis hasn't already dealt With 
lain Quest: Night of the Long Fangs (Part 1), it), but the door is locked. After Regis performs his breaking-and-entering trick, 
Main Quest: Blood Simple, Main Quest: Beyond Hill and Dale... — ~ you're able to step inside, and begin a thorough search of this two-floor dwelling 
Locations: Beauclair Palace, Beauclair Palace Playroom (Unmarked) _ for signs of Syanna. The place seems silent. Use your Witcher Senses to aid you 
Characters: Emiel Regis Rohellec Terzieff-Godefroy in this search 
Enemies: Katakan 
* The globe in the comer, yielding no clues. 


| This quest is accessible immediately once you have completed Main Quest: Night 
of the Long Fangs (Part 1), and you've decided to follow Regis" advice about finding 


Syanna, rather than seeking an audience with the Unseen Elder. You can complete 
Main Quest: Blood Simple first, f you wish, | 
—ÀPÀà d E 


Head up the stairs, into the main (and rather ornate) playroom, 


WARNING! 


4 Nc Your search continues: 
MAJOR QUES CISION AHEAD! 
* There's some miniature tableware and plush toys. Cute. But nothing under 
the ru 
You are about to access the Palace playroom. However, the objective to speak N 
to Orianna regarding the location of the Unseen is stil available, and continues * At the top of the stairs is a picture, with a key tucked behind it. 
to be until you finish an inspection of the playroom itself: This is the “point of no 
tee pir Tit to pick ind cholos and lem itt 2 * There's a tin knight on a side bench. And a wooden duck with its wings 


broken off, along with a little broken music box which plays a tune. None of 
these are much use to you. 


on a writing desk is a diary; “Property of Isabelle de Roquefort, Court 
Governess," notes from Syanna and Anna Henrietta's governess, Leaf through 
the entries, reading the five passages in conversation with Regis. The entries 
аге most illuminating, giving you an idea that Syanna might be trapped in an 
otherworldly place, the lands of a fairy tale book! This quest then concludes. 


ITEMS: Journal of the Goveness, Golden Key 


SPOILER ALERT XX 


Related Quests: Main Quest: The Night of Long Fangs, Contract: Duck, | 
Duck, Goosed!, Main Quest: Tesham Mutna * سن‎ > = 

Locations: Beauclair Palace Playroom (Unmarked), Fablesphere This quest is accessible immediately once you have completed Main Quest: Long 

Characters: Emiel Regis Rohellec Terzieff-Godefroy, Syanna, Jack, il Night (Part 2), and you've decided to follow Regis’ advice about finding Syanna, 


Josh, the Emperor, Puss, Billy Goat, Anise (Unicorn), Roach {сен ei чаара йр; ard | 
(Unicorn), Little Flint Girl, Thumbelina 2 — uc RNC EA ms 


Enemies: Pixies, Big Bear, Bear, Bear Cub, Archespores, The Wicked 
Witch, Bandits, Barbarossa Redbeard, Three Little Pigs, Longlocks, 


WARNIN 
Skeletons, Big Bad Wolf, Cloud Giant 


MAJOR QUEST DECISION AHEAD! 


REQUIRED READING: INTO THE This is the “point of no return." Once you open the fairy tale book, you cannot 
FABLESPHERE: “EXPECTO LUDUM choose to visit the Unseen Elder, and complete Main Quest: What Lies Unseen, 


OBJECTIVE: 
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Take the Golden key you found behind the painting, and use it to unlock the н 

ornate cupboard. Inside is the book of fairy tales you seek. As you open it, and EVIL WITCH: GINGERLY DOES IT... 
read the words of the book, you are immediately transported into Syanna's 
childhood “Land of a Thousand Fables,” appearing in a strange forest with giant 
mushrooms lining the winding path. The only way is onward, farther into this 
strange and vibrant land. The Eye of Nehaleni is shimmering wildly, indicating 
this entire world is an illusion; but one so powerful there's no way to dispel it! 


FOLLOW THE RAINBOW OVER THE STREAM. 
FOLLOW THE GIRL WHO FOLLOWS A DREAM. 


You hear (and then see) 
Syanna arguing with a 
Witch both warty and 
familiar. Syanna orders 


| OBJECTIVE 


me Wicked Witch to 
FAIRYTALE — А release someone, but 5 
the crone isn't about B 
to free a gingerbread The Wicked W Svanna 


stealer! After you open 
the gate, the witch seems puzzled why you're here. Not to worry; she isn't about 
to let you live to explain your predicament! 


There's a distinctive hue to the pavement you're standing on. Set off through the 
toadstool forest. Inspect the signpost to the right, which gives you a briefing of 
exactly what is going on: This is apparently the land of a thousand fairy tales, 
where fun is to be had thanks to "Uncle Artorius” (a powerful mage who created 
this place). Only the warning (that the spell holding this Fablesphere together W DEFE 
isn't stable) is cause for concern. 


TTACKS 


TING TH PWIGKED WITCGHSHER 


The Wicked Witch has the following attacks and maneuvers to be aware of: 


Phase 1: Monster Summoning: The witch takes to her broomstick, and flies about 
the combat area, summoning Archespores from her bubbling cauldron, and letting 
them spit their disgusting projectiles at you, During her flight, she is completely 
impervious to attacks while encased in her magical bubble, Concentrate your 
attacks on the Archespores. 


Phase 2: Airborne Projectiles and Divebombing: Once her summoned plant life 

has been cut down, she tries harming you with revolting liquids from her cauldron, 

in a long, airborne attack. She also tries to knock you over by swooping down in a 
divebomb, while riding her broomstick. Dodge out of the way during either of those 

On your way through the attacks, and refrain trom striking her during the time she is encased in her bubble; 
Fablesphere, you may she is invulnerable. However, when her bubble disappears (usually just after the 
encounter some hoppity divebomb), she can be struck. 

rabbit-like critters (that | 
can be hunted, but are 
peaceful) said to have 
the head of a rabbit, deer 
antlers, pheasant wings, 
and a squirrels body. 


Should you wish to divert from the yellow brick road, slightly downstream of the 
bridge is the tiny Grigg Village, where a number of diminutive gnomes are working. 
They flee to their burrows if you approach. 


ARCHESPORE AND THE APPLE: GETTING SLEEPY 


|. FAIRY TALE 


Phase 3: Cauldron Broth Projectiles and Melee Strikes: When she is on the ground, 
she will throw large, unpleasant globs of cauldron contents at you, which act like 
Archespore spittle, and should be dodged. She can bring down the cauldron with — | 
both hands, creating a large explosion that damages and staggers (so back up or 
interrupt this attack). She also has claw attacks (left or right) at melee range which 
can be dodged or parried. Spend too long neglecting her broomstick, and she flies | 
off again, and Phase 2 begins anew. | 


When the yellow brick 
road peters out, just 
before a small bridge 

of briars, drop down 
and cross the structure, 
concentrating on a 
writhing Archespore 

to slice and dice. Then 
inspect the body of 

a dead dwarf, still 
clutching a poisoned apple. Does this playground seem a little... violent for two 
litle girls? Cross the bridge, continue along the road, leaping the gap across а 
second bridge. Then follow the path under some briars until you hear voices. 


ITEM: Poisoned apple 


CRITICAL PATH 


Resistances: The Wicked Witch is resistant to Axil, and usually counters you 
successfully if you manage to strike her three times in succession. 


MW THE BEASTOPBEAUGIATRVULNERABILITIES 
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Phase 1: Produce your silver sword, and watch the flight path of the witch, but don't. 
attempt to strike her. She lobs projectiles that spawn into Archespores. Face and cut 
these down continuously, until she starts Phase 2 of her attacks. 


Phase 2: Avoid her cauldron-spilling airborne attacks, and watch for her 
impenetrable bubble to disappear during these divebombs; as soon as the bubble 
has gone, hit her hard with Igni, Aard, your crossbow, or a bomb; she tumbles to the 
ground, and separates from the broom. She now begins Phase 3 attacks. However, 
the broom seems sentient, and hops around, finally rejoining the witch as she takes 
ott again, forcing you to strike her from the air just like before. Combat this problem 
by concentrating all your attacks on the broom, as soon as it becomes separated 
from the witch. Destroy the broom, so the witch is left on the ground. 


Phase 3: Once she is on the ground permanently, combat is both swift and 
unrelenting; dodge the revolting projectiles the witch lobs, dodging around to slash 

| at the stout foe when she waddles quickly toward you. Usual combat planning is 
necessary, but the fight is straightforward. Though there's no oven to shove this. 
witch into, Relict Oil (as offense) and Quen are useful (as defense), as well as a quick 
burst of Igni to put an end to her. 


ALL JACKED UP 


| FAIRY TALE 


Syanna has little time to talk after the witch 

is subdued; she needs a key. She's already 

apprehended a weapon from Prince Charming, and 

quickly frees a small lad from a large baking oven. 

He recognizes Syanna; Jack wants to know if she's 

соте back to play. All she's here for is Jack's beans. 

Answer as you wish; it seems veiled threats against 

small children is Syanna's current plan. However m 

revolting this is to you, Jack claims Syanna's sister 

ordered him to hide all the beans across this land, so Syanna could never leave. 
The only help Jack can give you both is to visit Joss, “the boy with the thing for 
wolves;" he might know where the beans are hidden. 


After Jack flees, Syanna asks why you're here. Answer as you wish. You explain 
Dettlaff has summoned monsters to attack Beauclair, and you're here to put 

a stop to it by bringing back Syanna. Shockingly, Syanna displays a glimmer 

of compassion at the innocents currently dying in Beauclair's streets, and an 
uneasy alliance is agreed upon. At this point, you can ask about the place, the 
men Dettlaff killed in her name, and about the Curse of the Black Sun. When 
you're satisfied, ask about the beans. 


It seems Jack (of Beanstalk fame) had three beans; a red one, a blue one, and a 
yellow one. All must be collected, before climbing up into the clouds to escape 
this land. You shake on your alliance. 


NO WOLVES HERE! NONE AT ALL! 


| OBJECTIVES: 


| FAIRY TALE 


Syanna describes Joss’ location as you open the opposite gate, and continue 
your joumey along the road, leading down a small valley with strange roots 
above you, until your progress is waylaid by a group of angry pixies, gnome- 
like entities that were put here to protect the Fablesphere from intruders. They 
appear in a cloud of smoke, and swarm you. Treat them like Nekkers, and dispel 
these angry spirits with fierce swordplay. Expect to encounter them from time 
to time. Then follow the path out of the forest. Syanna points out to whinnying 
unicorns, and wants to catch them so you can ride your way through the 
Fablesphere. A new (and optional) objective to tame them appears, though it is 
advisable to continue along the path and encounter Joss, first. 


Joss is standing on a tree stump, definitely not 

being harassed by wolves. Draw your weapon and 

remove the five wolves snarling around the stump. 

Afterward, Joss points out more wolves behind you, ry 
but this is an amusing lie. Everything Joss says is a Te 
lie, as Syanna tells you. After а small interrogation of 4 
Joss, you learn the following from him: 


• Joss knows not оле thing about the beans. 99 


* The red bean, for example, most certainly hasn't been swallowed by the most 
humany human in the Land of a Thousand Fables. 


* The blue bean lies out in the open, with nobody—three times over—guarding it. 


* The yellow bean is deep; completely underground. A bald farmhand, who in 
no way awaits someone, has it. 


With the following... let's call them “clues” learned, your quest objectives 
multiply, and you have a variety of activities to undertake. At this point, it's a good 
idea to understand some rules about this fairy land: 


FROLICKING IN THE FABLESPHERE 


| OBJECTIVE 


Now you've emerged from the forest with Syanna and spoken to the “truths 
reversing” Joss, there's some planning to attempt if you want to make the most of 
your time in the Fablesphere: 


* Think of the path from Joss’ tree stump as a long, circular route through the rest of 
the Fablesphere. You are encouraged to stop and visit every location along the way. 


* However, there are a number of optional and hidden activities that must be 
performed, even including a Contract! 


* It's worth completing tasks both important and optional before you sow the three 
magic beans and conjure the beanstalk, so you can see everything and so you can 
finish optional tasks before leaving this world. 


* Once all three beans are found, and the beanstalk summoned, you won't be able to 
retur to finish any optional tasks; so be aware of this (especially as there's a Gwent 
game to try!) 

‘© Use your mm. map to pinpoint all the objective locations you need to visit, but 
remember there are optional places to explore, too! 


OPTIMAL, OBJECTIVE-BASED TASKS 
TASK 1: TAMING A UNICORN OR TWO 


This optional task occurs when you first emerge from the toadstool forest. 
Syanna spies two unicorns that you can ride. You get an objective to get on the 
white unicorn. This isn't necessary for quest completion, but it does remind 
Syanna of her childhood. It reminds you of something definitely more adult! 


TASK 2: SNUFFS, PUFFS, AND ALL SORTS 


| OBJECTIVE 


WARNING! 


MAIOR QUES “AHEAD! 


> Though you won't realize it yet, speaking to the Girl with Flint, learning she has 
а ribbon belonging to Syanna, and then either obtaining (or not obtaining) it, has 
а major effect during Blood and Wine: Main Quest: Tesham Mutna. 


* — |nthe northwestern part of the Fablesphere is a 
snowy village, with a Notice Board where a Contract 
written by a goose can be attempted, and a girl 
selling a variety of tobacco products. And fisstech! 
She's not aware of any magic beans; is that the new 
name of a kicker she already carries? 


Little Flint Girl 


Ѕуаппа spies the girl is wearing her ribbon, but she's not about to give it back 
to her; “finders keepers, sweetheart!” Optionally ask Sanna what the ribbon is 
about (a family keepsake from her Uncle meant to act as a good luck charm). As 
the only thing the girl gives out for free is “a first hit,” you'll have to pay if you 
want the ribbon back. At this point, you can: 


> (Gwent) Play the Girl with Flint at Gwent. You have one chance to score a victory 
in а normal game of cards (she uses the Scoia'tael deck). Win and the ribbon is 
yours. Lose, and it remains with the girl. 


> (500 Crowns) You can pay the Girl with Flint for the ribbon. 


(Shop) You can also purchase some narcotics, and other sundry items (usually 
including a Decoction). 


Assuming you win the ribbon, Syanna actually thanks you, and the ribbon is 
given to her, 


ITEM: Syanna's Ribbon 


TASK 3: LITTLE PIG, LITTLE PIG, LET ME IN! 


Just past the miniature village, between the two humped bridges, are the 
dwellings of three porcine inhabitants. It seems that two houses (made from 
straw and wood respectively) have been heavily damaged; possibly by hutfing 
and puffing. Only the brick structure is intact, and even that looks like it's in а 
weakened state. When you cast Aard, and destroy the brick house, out come 
three enraged pigs (treat them like Wild Boars) which must be slain, Then step 
into the ruins of the pigs’ house, and procure a bean. After showing it to Syanna, 
she's shocked that you have a sense of humor, Answer her as you wish; Syanna 
seems to be softening to your gruff exterior. 


ITEM: Blue Bean 


TASK 4: GRIM TALES IN THE TOWER 


OBJECTIVES 


[FAIRY TALE 


Across the marsh in the fields across from the pigs' houses is a tower you 
cannot miss; venture close to it and Syanna wonders aloud where Longlocks 

is; she would grapple up her braid in the past. Now, it doesn't seem to be there. 
Furthermore, the tower seems to be in disrepair. Run up the hill to the base of 
the tower, then leap across to the spiraling platform on the tower itself, where 
the dead knight in shining armor lies. Run around, and ascend the wooden 
scaffolding, and finally a ladder, before leaping into a crack in the main tower. 
Continue up an interior spiral staircase, then another, all the way to the top of the 
tower. Longlocks? "Deadlocks" is more apt a description. The girl with the long 
braid has hanged herself with her own hair, cursed to become a Banshee! 


E 
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> DEFEATING*LONGLOGK ER 


ACKS 


Longlocks has the following attacks and maneuvers to be aware of: 


| Banshee Wail: After taking damage from your attacks, Longlocks will rise to her 

place of death (the light in the center of the tower ceiling) and let out a scream that 
| could wake the dead; literally. This summons a group of five skeletal foes (and she 
is invulnerable for a few moments during and after the wail). Longlocks then heals 
| while you're preoccupied with the skeletons (who are easily dispatched like Bandits, 
‘or blown backward with Aard and stabbed while prone). 


Banshee Scream: Longlocks has a second scream that's just as ear-piercing, but 
is used to stun you instead of summon skeletons. Beware of this and dodge or roll 
away from the sound wave. 


| Dash Attack: I you're stunned, lo ads bursts forward with great speed and performs. 
а powerful melee attack; don't let this happen by avoiding the scream in the first place 


| Melee Combo: Expect some nasty clawing, which can strike you up to four times 
(usually three or four hits). These are quick and light, and can therefore be parried. She 
quickly floats backward after each successful attack or counter that she performs. 


| Counter: If you're successful with two or more melee attacks, Longlocks attempts 
| counter attack; a very quick spin that causes heavy damage, and pushes you (and 
| her) away from each other. You're encouraged to strike twice before adjusting and. 


striking again, so this is avoided. 


Resistances: The critical effects of Signs, Bombs, and bolts do not affect Longlocks. 
She is slow, attempting to stay at medium range and away from your attacks; only 
approaching when attempting a dash or melee combo strike. 


EREA LING LONGLOC 


Use Yrden to slow Longlocks down enough to dart in with a couple of hard-hitting, 
| spectral oil-coated attacks, and whittle down her health until she starts her infamous. 
| wail: As soon as the skeletal foes appear, defeat them as quickly as possible using fast. 
|. attacks, and knocking them over with Aard; this means Longlocks has fewer opportunity 
| to heal herselt, and you can continue this combat of attrition. 


| Longlocks strafes, tries a melee attack, dashes away, tries the scream to stun you, then 

| uses her dash attack if successful; then she begins this attack pattern again. If wounded, 
she stops this pattern and summons her bony brethren. When she does, remove the 
skeletal threats quickly, before attacking her with well-timed sword strikes once again. 


UA 


GLOCKS"VULNERABILITIES 


Yrden 


| 


After the battle with Longlocks, procure the bean from the tower, and retrace 
your steps. Carefully Alternatively, you can step out onto the balcony of the tower 
and jump into the water. Before leaving, you can grab a bite from the Wishing 
Table in Longlock's room. The food on it replenishes after a few seconds. Back 

at Syanna, the conversation turns to Dettiaft. Ask any questions you wish, as 
Syanna can describe her first meeting with the vampire. Your answers are 
important here, Show enough compassion and Syanna is more likely to show her 
sister that same compassion later on. 


ITEM: Yellow Bean 


TASK 5: NOT TOO BIG. NOT TOO SMALL. BUT STILL 
NOT RIGHT. 


| OBJECTIVE 


On the outskirts of the forest (if you follow the path toward the edge of the 
woods from where you spoke to joshing Joss), is a blocked-off cave opening and 
an embankment where three bears are snoozing in their beds. It seems the girl 
with the golden locks (slumped against the table) may have accidentally woken 
these godless killing machines. Inspect the table, and you'll see three bowls of 
porridge. Take any of them, and all three bears wake up, not happy with your 
attempt at breakfast pilfering. Defeat all three bears in combat. Then leave; 
there's no magic bean here. 


TASK 6: BAD WOLF 


| OBJECTIVES 


Search the woods for grandmother's ho 
well. The main dwelling is of most inter 
off the effects of a night's drinking wit 
a drink with the fellow, but the Wolf is 
magic beans, The Wolf seems to know 
fairy tale one last time. The only sligh 1? The Wolf has murdered Little Red 
Riding Hood, as payback for all the times gu was cut open, filled full of rocks, and 
drowned. Both Hood and the Hunter are slowly decomposing at the bottom of a well 


а quaint dwelling with an outbuilding and 
anter to discover a Big Bad Wolf sleeping 
‘heard. Optionally you can offer to have 
rested, before broaching the subject of 
ї а bean, but he wants to reenact his 


Syanna has the idea 
of dressing up as 
Little Red Riding Hood. 
Finding the attire 

is simple enough; 
jump into the well 


in the grounds of 
grandmother's house, Big Ba Wolf Syanna 
dive down to the (Little Red Riding Hood) 


investigation area, and use your Witcher Senses to locate the remains of Hood 
and the Hunter. Remove the Red Riding Hood from the corpse, then swim along 
the underwater tunnel, surfacing in the pond around the tower. 

ITEM 


itle Red Riding Hood's hood 


You hand the outfit 

to Syanna, who asks 
how she looks. Answer 
as you wish before 
returning to the Big 
Bad Wolf. You inform 
him that Syanna is 
playing the role of the. 
granddaughter, while 
you're the fetching 
hunter. After Syanna reacts in mock shock at her “grandmother's” big eyes, 
arms, and mouth, the wolf takes a lunge at you. Prepare to battle the Big Bad 
Wolf, using all the techniques you developed when fighting Werewolves (see 
page 722 of the Bestiary). Syanna also helps give grandmother a good send off. 
After the battle, you cut the wolf's belly open, and procure the red bean. 


ITEM: Red Bean 


Afterward, Syanna seems taken aback that you haven't asked her what 
happened after she was cast out of the first family of Beauclair. Inquire in 
whatever way you wish. Once again, showing sufficient compassion will push 
Syanna toward showing compassion to the Duchess later on 


OPTIONAL (UNMARKED) TASKS 
TASK 7: ONE BILLY GOAT GRUFF (UNMARKED) 


‘As you wind along the 
Yellow Brick Road, 

you may see a goat 
sporting a pair of fine 
pantalons. This is Billy 
Goat, but he runs off 
before you can say hello 
to him. He's no fun! 


Close to the Little Flint Girl is a prowling puss, all suited and booted. He scampers 
off when you attempt contact, much like normal cats. He's no fun, either! 


TASK 9: THE THREADBARE EMPEROR (UNMARKED) 


On your travels along the Yellow Brick Road, you may occasionally pass what 
appears to be the Emperor of Nilfgaard. According to Syanna, he's strolling about, 
showing off his new robes (which are apparently invisible). Apparently, the new 
attire reveals itself but to the wise and cultivated. All you can see are his pants. 
He's no help to your objectives, however. 


TASK 10: WHERE WITCHERS FEAR TO TREAD 
(UNMARKED) 


FAIRY TALE: __ 


Just before you reach the bridge and visit the three little pigs’ houses, assuming 
you're moving counterclockwise from the winter village, on your right (northwest) 
side is a strange little hamlet; with emphasis on the word “litle”. A tiny cluster of 
houses and a windmill have but a single inhabitant. Be careful where you tread, 
as you can easily step on the single, miniscule inhabitant of the village, incurring 
the wrath of Syanna. 


TASK 11: SOMEWHERE, UNDER THE RAINBOW 
(UNMARKED) 


[ FAIRY TALE 


Between the village where the Little Flint Girl is, and Thumbelina's village, is а 
large rainbow arc. Head through the trees to a short path leading to a pot of gold! 
Beware if you're intending on gathering any valuables from this pot; if you step. 
100 closely, the pot changes into a golden panther with an unfriendly disposition, 


TASK 13: THE KNIGHT'S ERROR (UNMARKED) 


| FAIRY TALE 


Move to the smaller ponds between Joss’ location, and Longlocks' tower, and 
chance upon a glowing will o the wisp. Despite Syanna's warnings, you can 
follow this orb to another marshy pond area, where the corpse of a knight errant 
can be found. His relic armor and steel sword are easily pilfered, though it сап 


only be worn in the Fablesphere. 


ITEM: Toussaint Armor, Boots, Gauntlets, Trousers, Steel Sword 


TASK 14: IN THE BELLY OF THE BEAST (UNMARKED] 


| FAIRY TALE 3 { 


CRITICAL PATH 


Over on the shore of the 
lake, close to the bridge 
near the goose's house, 
you discover the rotting 
form of the Wawel 
dragon. While you and 
Syanna discuss the. 
origins of this fairy tale, 
you cut the belly open, 
and unsuccessfully 
attempt to locate any beans. 
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TASK 15: A RED-HOT CHILI PEPPER (UNMARKED) 


Venture “under the bridge" close to the goose's house, and you can discover a 
Strange vegetable. Though red in color, it isn't a bean, but rather a pepper. 


TASK 16: HEN ON CAT ON DOG ON HORSE (UNMARKED) 


FAIRY TALE 


CONTRACTIDUC 


Related Quests: Main Quest: Beyond Hill and Dale... 
Locations: Fablesphere کین‎ 
Characters: Golden Goose 

Enemies: Bandits, Barbarossa Redbeard 


| 


[| This quest is accessible during Blood and Wine: Main Quest: Beyond Hil and Dale... 
{tis only available prior to climbing the beanstalk, while you are searching for the 
| three magic beans. 


—— ————а 


Close to grandmother's 
house, on a rocky 
outcrop overlooking 

‘the tower at the edge 
of the woods, is a most 
peculiar scene; a horse 
with a dog standing оп 
top of it, then a cat atop. 
the dog, and a hen atop. 
them all. Get too close, 
lob a bomb, or attempt some crossbow aiming, and face an admonishment from 
Syanna. No matter; there's no bean here. 


TASK 17: TURNING PIXIES INTO DUST (UNMARKED) 
Lastly, a cloud of pixie dust announcing a cluster of up to 12 evil gnomes 


also continues throughout your stay. Expect to encounter them once, in the 
following locations: 


* The fork in the path between Longlock's tower and the village with the 
Signpost, close to the field with the posts in it 


Between the winter village and the miniature village, by the bridge before the 
three little pigs’ houses. 


In the hilly woodland just outside the goose's house. 


In the scrub land near the bridge, between the three little pigs’ houses and 
the goose's house, close to the water. 


On the verge of the path between Joss and the three bears. 


In the field where the beanstalk grows, close to the winter village. 


— POILER ALERT X 
DUCK GOOSED! Ü 


While exploring the Fablesphere, be sure you check the Notice Board in the 
Chilly village to the northwest, near to where the Little Flint Girl is standing. 
On the board is a letter marked “Loosey this Goosey!" from Balbina the goose, 
requesting your help. Syanna isn't that interested in befriending poultry, but 

а goose in distress may be worth your time. Set off along the path, heading 
southwest, passing Longlock's tower on the left, and engaging a group of violent 
gnomes as you reach Thumbelina's village. 


K OBJECTIVES: —— 


Remain on the path, 
crossing the bridge, 
runníng past the 
remains of the three 
little pigs’ dwellings, 
and crossing a second 
bridge. On the other 
side of the bridge lies 
the modest dwelling of 
the goose. Make the 
following discoveries on 
the ground outside: 


* Broken feathers, indicating а fight. 


The objectives update, and there are more feathers and footprints to follow into 
the wooded hills. А little farther into the woodland, expect to encounter some 
furious pixie folk. 


| OBJECTIVES: _ 


Farther up the hill, is a small camp where two dwarven bandits, and their leader Barbarossa Redbeard are guarding a “goose in distress,” 
and must be slaughtered where they stand. Treat them like the common bandits they are (watching for Redbeard's crossbow attacks 
before you close in on him). Then search the corpse of the infamous pirate for the cage key, and open the cage. With a shake of her tail- 
feathers, the goose waddles out, having laid a golden egg for your troubles. The quest concludes. 


\Baw/ 


OBJECTIVE 


Once you have all three magic beans (from the Pig, Longlocks, and the Bad Wolf), 
Syanna suggests planting them by the path near the tower. When you reach 

the planting field, you're set upon by a dozen appearing Pixies. Remove these 
annoyances, then inspect the investigation area (using your Witcher Senses) to 
find the correct spot 


You place the three 
beans, before Syanna 
quickly retreats to 
cover, A moment later, 
the ground erupts as 
а mass of snaking 
tendrils bursts upward, 
knocking you off 

your feet. 


You climb the towering beanstalk with Syanna, ascending into, and then onto the 
clouds above the Fablesphere. As you look over to Syanna, she tells you there 
will be time to admire the view later. First though, is the owner of this castle. A 
lumbering giant crashes out from the entrance, intent on grinding your bones to 
make his bread 


‘weapon swing, Dodge 
or leap to the side, or 
һаск away to avoid 
being struck. 


Weapon Overhead 


The Cloud Giant has the following attacks and maneuvers to be aware. 
‘Smash: A medium- 
range weapon smash, 


Weapon Swing: 
= 
dropping vertically, 


A medium-range 
Highly damaging, so avoid using dodges and retreating. 


Kick, Stomp, and Swipe: The Cloud Giant sometimes kicks, stomps, or swipes with 
his left arm; both push you back, increasing the distance between you, allowing the 
giant to be more effective with his weapon swings. Simply avoid these by dodging. 


Charge Attack: If you're at long range, the Cloud Giatn occasionally attempts a charge 
to close the distance. If you're caught, expect to be pushed back, and possibly sent 
tumbling over. Recover and retreat, or simply roll or dodge to the side to avoid it. 


Whirlwind Attack: Occurring at both short and long distances, this is the the Cloud 
Giant's most severe series of strikes, so watch for him raising his weapon up to the 
side of the head before his spins around. Damage is significant, and you're sent flying. 
Parrying is not an option, but dodging (or letting Quen bear the brunt of this) is. 


Cloud Teleport: Using his lair to the best of his advantage, he drops into a cloud, and 
а moment later, leaps back out, and brings his mighty weapon slamming down with 

ап overhead smash. React with dodging, while keeping an eye on where he leaps up 
from so you aren't caught. 


BEV HILLAND DALE... 


Balbina the Goose 


DILER ALERT 


(CONT:) 


Engage this behemoth in combat amid the clouds. Syanna helps, but it still takes 
skill and cunning to vanquish this tough son of a wench, which hits pretty hard for 
an illusion. Use the techniques you attempted when you slew the other giant while 
first adventuring in Toussaint, or employ similar techniques to those when facing a 
Cyclops, or the Ice Giant in Undvik. 


in addition, to shorten combat considerably, you stay within the three piles of metal 
objects. As this battle takes place on a cloud, during a thunderstorm, these objects 
are frequently struck by lightning. The objects remain electrified afterwards, so lure. 
the Cloud Giant close to one of the metal piles still writhing with energy, and wait 
for the foe to make a giant swing, and a giant mistake! The giant's weapon strikes 
the metal, electrocuting the fool and allowing you to attack him for a few moments, 
Keep this up! 


Dancing Star Bomb орта Oil Axli m 


AND THEY ALL LIVED HAPPILY EVER 
AFTER... 


OBJECTIVES: 


After the fight, Syanna seems reluctant to leave. You can mention the following in 
answering her questions: 


PLAN 1: ACROBATIC INTIMACY 


# You can sit here a while longer. She begins to open up, telling Geralt she needs а 
man, since she doesn't know what awaits her once they leave the Fableshpere. Let 
her “have her way" with Geralt and she reveals more than her terrible upbringl 


You both fall through 
the clouds, losing 
clothing in the process. 
This is your most 
acrobatic display of 
intimacy since Yennefer 
introduced a unicorn 
that one time. 


CRITICAL PATH 


After you land, Geralt thinks they should talk, Syanna remarks that it seems no 
woman has ever treated him this way. At least he now knows how women must 
often feel. 


PLAN 2: ACERBIC INQUIETUDE 


# Complain about her moaning, and ensure Syanna is less than enamored with you. 
She halts the conversation, and you both leave. 
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Whether you've decided to tumble through the skies with Syanna or not, run ир 
the Giant's castle drawbridge. At this point, there are three optional (unmarked) 
tasks you can complete, before leaving the Fablesphere forever. Once you're 
done larking around, enter the cloud castle and search for the well, hopping over 
and plummeting back into reality, and the Palace of Beauclair. Regis is waiting 
for you by a secret exit from the Fablesphere, near a formal fountain. Regis is 
particularly vehement with his dislike of Syanna; feel free to agree or admonish 
him in your answers, The meeting with Dettlaff is scheduled, Main Quest: Tesham 
Mutna begins, and this quest concludes, 


OPTIONAL (UNMARKED) TASKS 
TASK 1: THE WILL 0' THE WISP (UNMARKED) 


As you cross the 
drawbridge, you should 
notice a will o' the wisp. 
This glowing orb isn't 
to be trusted (according 
to Ѕуаппа), but you 

сап stop for a moment, 
leap off the left side 

of the drawbridge, 
down a path under the 
drawbridge, across a rickety bridge, and into a cave with a relic sword to gather. 
Burn the campfire it is in to access it. 


ITEM: Relic Sword: Geshelft 


ER ALERT. 


Related Quests: Main Quest: Blood Simple, Main Quest: Tesham Mutna - 

Locations: Beauclair Palace Docks (Unmarked), Seidhe Llygad (Lake), © 
Hen Gàidh (Unmarked) 

Characters: Emiel Regis Rohellec Terzieft-Godetroy, Unseen Elder 

Enemies: Fleder, Protofleders 


PATH TO THE UNSEEN: 
AN AUDIENCE WITH THE UNSEEN 


| OBJECTIVES 


Blood Simple, you've met up with Regis on the boat landing, and you've refused. 
ів’ pleas to free Syanna instead, answering that you won't change your mind. 


WARNING! 


MAJOR QUEST DECISION AHEAD! 


> This is the “point of no return." Once you enter the Unseen Elder's cave at the 
‘southern shores of the lake, you cannot access Main Quest: Beyond Hill and 
Dale... You have to pick a choice and stick with itt 


TASK 2: THE WHALE (UNMARKED) 


Enter the castle, and make 
an immediate left tur. 
Step through the archway, 
and view the clouds 
outside. Keep watching; 
against all probability, a 
sperm whale has been 
called into existence, 
several miles above the 
Fablesphere. It plummets 
out of view. Strangely, a 
bowl of petunias didn't appear at the same time. 


My! 
- 


TASK 3: THE DONKEY (UNMARKED) 


Upon entering the castle, 
search around for some 
stables where a donkey 
is happily munching 
away on some hay, and. 
excreting a pile of gold 
This “magic gold" can 
be gathered, though it 
disappears once you 
return to Beauclair, 


ITEM: Magic Gold 


LER ALERT X X. 


Once you've had time to prepare (and concoct at 
least one Swallow potion), agree to find the Unseen 
Elder with Regis. You set sail and chart a roughly 
southerly course across Seidhe Llygad Lake. As you 
cross, Regis informs you of the customs for greeting 
such a venerable vampire as the Unseen Elder. 
Regis leaves the boat to reconnoiter the area. 


ogis Ronoliee 
iellGodelroy 


Maneuver the boat to 
the investigation area, 
disembark, and climb 
the stone steps on 

the bank of the lake, 
and around to Regis’ 
location. He suggests 
you use the magic 
key you acquired from 
Orlanna, at the end of 
Main Quest: Blood Simple. Before you do, you may wish to draw Aard strength 
(and add an ability point) from the nearby Place of Power, on the rocky outcrop. 
overlooking the lake. Then head to the blocked cave entrance, and open it, 
leading down into the ancient vampire lair known as Hen Gàidh. 


ELDERS AND BETTERS: 
GETTING IT IN THE NECK 


| OBJECTIVE 


Descend into the cave passage with Regis, moving along the tunnel until you 
reach water. Then climb the rocks to the right, entering a cavern with a Fleder 
you must defeat (though Regis makes short work of this lesser vampire if you 
let him). Climb a second set of natural rock steps, passing a it wall brazier, that 
leads into a grand and arched cavern. There is not one sound in this silent place. 


Unseen Elder 


The silence is broken by the snarling voice of a monstrous host, a fearsome 
shadowy form that speaks to Regis in a foreign tongue. Regis’ response is cut 
off. Answer the Unseen Elder as you wish; it matters not as the Elder launches 
an attack on you, faster than you can blink. Tearing at your neck, it feeds on your 
blood, hoists you by the neck, and throws you tumbling down a deep side tunnel. 
Not the conclusion to the meeting you'd been hoping for. 


You regain consciousness with busted ribs, internal hemorrhaging, and your 
health bar emptying faster than Zoltan Chivay's tankard at an ale festival. Access 
your inventory, and swig down a Swallow potion (of any strength). If you don't 
have a Swallow potion, choose a White Raffard decoction. If you don't have 
either, you can prepare a potion using alchemy, 


After staggering and dropping to the ground, you regain consciousness some 
time later. Before you gain your bearings, make sure you gain your belongings; 
use your Witcher Senses and hunt for your Crossbow and bolts, Steel Sword, and 
Silver Sword that lie scattered about the cave. Don't forget to re-equip them! 


ONWARDS AND UPWARDS 


| OBJECTIVES: __ 


After your short rest, 
you realize the Elder 
will kill you even if 

you manage to find 
your way out of this 
subterranean labyrinth, 
From your current 
position, climb to the 
small, flat cave plateau, 
and run left through the 
curved tunnel into a strange and terrifying place. Crumbling battlements, and 
streams flowing upwards? Drop into the investigation area, and loot some notes 
from a couple of sacks near the gravity-defying waterfall. Read them to gain а 
better understanding of your predicament, 


ITEM: Mage's notes 


UPGATHERING'AT-HEN GAIDTE 


WN DIPPER 


As you explore, it's worth taking a little extra time (and checking the Atlas map of 
this area on page 703) to find various casks (indicated on the guide map as chests) 
containing ancient coins, strange statues and artifacts, and precious mineral 
deposits. There's Hen Gaidth Relic armor to gather, too. 


| OBJECTIVES: — 


Peering upwards, you see a dimly-lit passage above you, which leads back to the 
Unseen Elder's “welcome room.” It seems impossible to reach. Head down the 
only tunnel (left and behind you if you're facing the waterfall following the set of 
footprints (which can be seen using your Witcher Senses), passing a lantern and 
a secondary tunnel to your left. When you reach the end of this passage, prepare 
to do battle with four Protofleders. There are casks to ransack as your reward. 


Back down the main tunnel, continue down the main tunnel, disturbing three 
Protofleder vampires (take them to task using tactics on page 756 of the 
Bestiary). After demolishing them in their cave, climb the side of the cave wall, 
which leads to a narrow, higher passage. Continue to follow the footprints. 


Run through the narrow passage, to a stone bridge and cross it, heading through 
an archway, You reach the megascope of a wizard (probably the one whose notes 
you read) and can find further papers in a pile of old books on the ground. Give 
them a read, before examining the area: 


* There's a damaged megascope along with the books in the pile. 
* A deep set of male footprints leads away from the books. 


Follow the footprints to a stream that flows upwards. The footprints continue 
onward and upward. You carefully tread along the same route, until you're 
standing on the ceiling. Gravity has flipped! 


ITEM: Mage's notes 


UNDERSTANDING THE GRAVITY OF 
THE SITUATION 


You're on a turret, looking across at a huge rock. Open the chest for more 
armor, then run down the steps, between the stalagmites (that are technically 
stalactites), following the footprints along an eerie stream bathed in blue light. 
Climb up onto the rock outcrop, and face down a Protofleder in combat, close 
to a small, collapsed bridge. After bettering the vampire, search the area it was 
guarding, on the perimeter of this cave “ceiling”. Gather some crumpled notes 
from the corpse of the mage whose footprints you were following (and look 
nearby for his Relic sword). It gives you clues to your next course of action; to 
find an offering for the Unseen Elder. The offering is close by; а strange, glowing 
formation of rock tucked close to the ruined bridge you just leapt across, 


for the Unseen Elder 


CRITICAL PATH 
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Relrace your steps, leaping across the broken bridge, before facing the central 
“islands” of this cavern, leaping to a higher promontory, and weaving around 
some more rock formations to a large rocky pillar. You figure out you need to 
collapse the base of the rock. Access Aard, and blast the rocky pillar; the rock 
falls upward. 


| OBJECTIVE 


Your only route is to leap off the nearby waterfall. You're carried down to a 


cavern you have a passing familiarity with; this is where you first emerged after 


healing yourself. Now the huge cavern has an additional feature, the rock you 


dislodged, which has fallen and created a platform you can climb up onto. This, 


in turn, enables you to reach the remains of the bridge and steps up to the exit 
archway. Head through, into a cave corridor that winds to the left, and into the 
chamber of the Elder. 


ELDERS AND BETTERS: 
A CONCISE CONVERSATION 


The Unseen Elder seems 
a trifle surprised you're 
Still alive, and is content 
to listen to you, If only 
for a moment, once you 
present your gift to him. 
When you're ordered to 
speak, you can: 


Main Quest: Pomp and Strange Circumstance 
Locations: Tesham Mutna 
Characters: Emiel Regis Rohellec Terzieff-Godefroy, Syanna 


Enemies: Dettlaff van der Eretein 


Ете! Regis Rohellec. 
Terziefi-Godelroy 


Dottiatt van de 


Concentrate on only the factual (yellow-colored) comments and questions; asking 
about Dettlaff. Explain the situation, choosing any (yellow-colored) conversation 
choice, but focus on explaining how Dettlaff will be a threat to the Elder; as the 
population currently under attack will seek out every last vampire to kill over the 
following decades, which could really hinder the Elder's sleeping patterns. The 
Elder seems agreeable. Answer as you wish in regards to what you want to do 
with Dettlaff: The Elder agrees to summon Dettlatf to Tesham Mutna, once you 
reach this fortification yourself. 


Asking optional questions infuriates the Elder; to such an extent that if you try 
this more than once, the Unseen Elder tires of you, and snuffs out your life. This 
isn't the recommended way to end this chat. 


Dismissed from the lair of the Unseen Elder, you reunite with Regis. Feel free 
to ask if all Unseen Elders are like the one you met, and how Regis can tell you 
the previous near-death experience went “better than expected" (answer any 
following questions as you wish). Then you tell Regis it is time to face Dettlaff. 


| of the following Main Quests: 


> Main Quest: Beyond Hill and Dale...: You conclude the search for Syanna, and 
‘she arrives with you and Regis to meet Dettlaff. 


> Main Quest: What Lies Unseen: You conclude your talk with the Unseen Elder, 
‘and you and Regis head to the place where Dettlaff is to be summoned. 


Either choice has a major effect regarding how this quest concludes, 
—— — ́.mß— 


WITH SYANNA: A RIBBON OF RED 


Some time later, 

both you and Regis 
reach Tesham Mutna; 
the old fortification 
where Dettlaff has 
agreed to meet. If 
Syanna is with you, 
after staring at the. 
view for a moment, 
Syanna seems 
unimpressed with this pile of stones. Optionally ask her if she's nervous to see 
Dettiaff again. But you're here to tell Syanna to be ready; Dettlaff will arrive at any 
moment. A few moments later, Dettiaff appears. 


Dettlaff has litle time for past affection with his ex-lover, and he launches into 
her with a vicious attack: 


> If, during Main Quest: Beyond Hill and Dale... you won (or paid for) the ribbon for 
Syanna, from the Girl with the Flint, the attack doesn't kill her, and she vanishes, 
appearing back in the Fablesphere. It seems her Uncle's talisman was imbued 
with some luck after all. 


> If, during Main Quest: Beyond Hill and Dale... you lost a game of Gwent against 
the Girl with the Flint, or ignored the Girl altogether, and didn't obtain Syanna's 
ribbon, the attack ends in Syanna's life being snuffed out, within the cursed walls 
of Tesham Mutna. 


If Dettlaff killed Syanna he is ready to depart, he got what he came for. You can 
choose to fight him, or let him go. In all other outcomes combat is imminent. 


WITHOUT SYANNA: SUMMONED TO SLAUGHTER 


> Some time later, both you and Regis reach Tesham Mutna; the old fortification 
where Dettlaff is to be summoned. After staring at the view for a moment, you can 
converse with Regis. Optionally ask him if he's angry you didn't free Syanna. But. 
you're here to request Regis inform the Elder that you're ready for Dettlaff to be 
‘summoned. Regis whispers to one of his ravens, and it flies away. 


From the depths of the Unseen Elder's cave, the bats carry a message that 
pauses the vampires attacking Beauclair in their tracks. Carried on the wind, the 
order is given, and Dettlaff cannot refuse. 


Ahighly-annoyed Dettlaff appears at Tesham Mutna, demanding to know why 
he was summoned. You can answer how you wish (that you're here to kill him, 
ог demand the attacks on the city are stopped). Either answer begins Dettlaff's 
transformation into his vampiric form. The battle is on! 


IF YOU ACKNOWLEDGE ANY GODS... 
START PRAYING, NOW! 


OBJECTIVES: 


Detilaff's charge against 
you is thwarted by 
Regis, who takes the 
form of a vampire and 
dislocates Detllaff's 
shoulder in the process. 
Popping the socket 
back into place, the 

two vampires hiss, 
before launching а 
flurry of claws and leaps across the ruined plateau. When you are able, stop for a 
‘moment. This is а critical moment to fully prepare for the fight of your life! Have 
you swigged your Black Blood, coated your sword in Vampire Oil, and understood 
the few weaknesses that the Higher Vampire Dettlaff possesses? Only then, 
should you rush forward. 


ейнай van der Eretein 
(vampire lorm) 


‘Amid the tumbling and lashes, both you and Regis manage to subdue Dettlaf, 
but Regis stops you ending the fight with a killing blow. This proves to be a 
costly mistake, as Dettlaff blinks out of existence, appearing again to thrust his 
claws through Regis’ back. Throttled and thrown against the battlements like a 
ragdoll, Regis seems in no state to aid you. The fight against Detllaff now begins 
in earnest! 


STAGE 1: VAMPIRE FORM 


Detttatf exhibits the same level of initial ferocity that he did during your first 
encounter with him, during Main Quest: Blood Run. Therefore, similar tactics apply: 


Dettlatf is inhumanely fast, and you should remain extremely cautious when fighting 
this Higher vampire. With super-human speed and strength, he uses fog to literally 
disappear, and dash out of to claw with almost unmatched ferocity, This mist is also. 
how he quickly changes position; almost faster than you can blink! | 


Light Attack (Melee): Expect a light attack with his talons; there are three variations 
of this, and ай are best parried. | 


Strong Attack (Melee): Watch for a slightly slower, more pronounced strike with | 
his talons. There are three variations of this, and all should be parried, or better yet, | 
countered so you can quickly deal damage back to him. | 


Combination Attack (Melee): Expect a combination of three to five connected | 
strikes, with two variations; usually from the flank, from behind, and appearing 

from the mist. You have little time to react, so continuously parry. Failing that, roll or 
dodge just before the first strike connects. 


‘Short Dash Attack (Special): Watch for a fast dash attack, a brief transformation 
into mist, finishing with a second fast dash attack. Don't be coaxed into attacking 
after the first hit; you'll slice through mist and miss him. Remain on the defensive. 


Dash Attack (Special): A variation on the short dash finishes with a short stop 
betore a strong slashing attack. This is a good place to retaliate; countering the 
strong final strike with one (or two) of your own. But don't get greedy; he flees from 
your strikes with easel 


‘Strong Uppercut Attack (Melee): Expect a strong attack with a flourish that can 
stagger you, leaving him moments to regenerate, thus prolonging this battle and 
leaving you vulnerable. Blocking the strong attack is good; countering is preferable. 


Resistances: беа! is resistant to poison, bleeding, and Yrden, so employing any ot | 
these in battle is simply а waste of time. 


Staying patient and 
cool under the extreme 
speed and savagery 
exhibited by Dettlaff's 
Vampire Form is key 
to surviving this fight. 
Counter any of Detilaff's 
attacks, and walt 

until he attempts his 
stronger strikes. If you 
‘can counter them, you have a tiny window of opportunity to land a couple of strikes. 
before the Beast vanishes or warps behind you to strike. 


Dettlaff is adept at parrying; he blocks all attacks from the front, and after three 
parries (or hits), he usually teleports behind you and counters. If you manage to 
strike him in the back, he dashes away, so as not to receive further punishment from. 
you. Not only that, but he can regenerate up to 30 percent of his essence, usually 
while standing at range. 


Judicious use of Quen helps, not only to shield you but to shrug off any attacks you 
aren't quick enough to parry while you learn the timing to thwart this foe, SWIG 
Black Blood to ensure any damage Dettaff causes is partly reflected back at him, 
coat your silver sword in Vampire Oil to ensure each strike damages him as much 
as possible, and then fight back only after he finishes his strong attack. The battle 
may take a while, but it's the best way to remain in one piece and stop this higher 
vampire, if only temporarily... 
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DETTI 


F(ALDFORM 


LITIES 


Vampire Olt uen. 


STAGE 2: TRUE FORM 


Dottiatt van der Eretein (true form) 


DEFEATING DE RUE FORM: 


When you've removed around a quarter of Dettlatt's vitality, a grotesque 
| transformation takes place, as Dettlaff reveal his true form! This fearsome flying 
| enemy is essentially immortal, and so fights with no regard to his personal safety, 
‘and with a ferocity not previous encountered! When in the air, he is impervious to 
| any attack. In addition, watch for the following offensive maneuvers: 


Flight and Flying Dash: 
While airborne, he isn't 
able to be harmed, 
though he sometimes 
‘executes a Flying Dash, 
striking you before he 
flies away again. It is 
during this attack that 
you can make a well- 
timed sword strike, 
interrupting the dash and bring Dettaff to the ground; one of only two opportunities. 
to strike him. 


| Teleport: He is able to teleport short distances; so keep an eye on where he is at all 
| times so you aren't slaughtered from the flanks or rear. 


| Dive Attack: Using his massive wings to raise himself up and out of your reach, he 

| flaps up, then brings himself down with a mighty pummeling ground strike that can 
hit hard and possibly stagger. However, he requires some time to recover from this 
dive, and is vulnerable on the ground. 


‘Swarm Attack: Dettlaff conjures a massive swarm of bats, damaging and staggering 
you. Back away, and dodge or roll quickly to avoid this. 


Traps: After Dettlaf recovers from an attack, he conjures a revolting, oil-like trap 
that can severely impede your movement: He uses a special Dive Attack to hammer 
you while you're prone, so avold the Traps whenever possible by remaining mobile, 
and don't get too greedy when striking Dettlaff during his recovery. 


Resistances: Detilaff's True Form is immune to burning (Igni and weapons), stuns, 

| blinding, and Axil If he's flying, he dodges any bombs or crossbow bolts you may 
try to strike him with. When he's recovering from a strike, he can send you flying 
backward, knocking you over; so get in with strikes and retreat quickly, 


r m rt 


Put your projectiles away when Dettlaff is airborne, as you cannot harm him when 
| he's flying. The only times he is susceptible to harm is at the end of his Dive Attack 
(he lands on the ground, and is vulnerable for a moment), and during the Flying Dash 
| (where this attack can be interrupted, and Dettlaff brought to the ground). Swords 
| are best employed here, though bombs work too. Then whittle Dettlaff's health 
down with two or three strikes before backing away, out of the range of the trap he 
conjures, and let him fly away. Then begin the tactic anew. 


STAGE 3: BLOOD CONSTRUCT (FINAL FORM) 


72 DEFEATING, e i E Da FORM 


At around one third vitality, after successfully clipping Dettlaff's wings, this horror 
wraps himself up completely in a revolting cocoon of blood, Quickly sculpting an 
encased arena from gore and flesh, It is supported by three vein columns that pump 
blood into the cocoon hanging from the middle of this atrocity, A doppleganger of 
Dettiaff is also conjured, made from the blood and sent to fight in Dettlaft's stead. 


An Idiot Construct: The. 
Blood Construct is а 
magical being formed. 
from the blood and 
willpower of Dettlaff. 

It does not possess 
апу intelligence of its 
‘own, and exists only 

to kill you. So expect 

а constant barrage of 
attacks with litl time to rest. 


Melee Strike (one hit, six variations): A quick single attack that is damaging, and 
can be parried or dodged. You can retaliate afterward, but as the construct shouldn't. 
һе the focus of your fighting (aside from getting rid of it momentarily) think of all 
these attacks as a hindrance to your main goal 


Combo Strike (four variations): A series of attacks, inflicting damage up to four 
times in a single combination. These can be parried or dodged. 


Dash Attack: A sliding strike that can be interrupted or countered, allowing you 
to stun the construct for a few moments; only of the best ways to quickly remove 
yourself from its clutches to deal with the real solution to your problem. 


Flying Attack: Similar to the attack Dettlaff attempted during Phase two of this 
battle, this occurs once the Construct is dispelled (by your attacks), only to reappear 
again. Dodge away from its landing spot, or take a chance at hitting it to remove a 
‘small amount of its health. 


Resistances: The construct is immune to any critical attacks, and can easily parry your 
‘sword strikes, It also revives itself each time you kill it, making it effectively immortal, 


DEFEATING БН АКЕМ. 
ТРАТ ТАС ATES 


The three columns, resembling veins, are the main focus of your attack. Make sure 
you are slicing, blasting, or bombing these stationary targets as quickly and as 

often as possible. Waylay the Blood Construct by using Yrden, quick maneuvering 
around the flesh arena, and ranged attacks at the flesh columns so you don't need to 
physically move to each one. Treat the Blood Construct as you would Dettlaff in Phase 
one of this battle, but know that you can never defeat this golem; though removing 

it temporarily before it reforms allows a few seconds of uninterrupted flesh-column 
removal! When all three flesh columns are removed, Dettlaff finally yields. 


The battle is over at last. Regis insists that the still-thrashing form of Dettlaff is 
dismissed in a style of his own choosing. Against the howling maelstrom, the 
Beast of Beauclair is removed from existence. 


Two weeks then pass, as your previous decisions and actions catch up with you. 


The Perks of Being a Jailbird, Secondary Quest (Unmarked! 
Gwent: Using Your Loaf, Main Quest: Be it Ever So Humble 
Locations: Toussaint Prison, Bootblack Boy's Stand (Unmarked), 
"Lassommoir" Beggars’ Shelter (Unmarked), Beauclair Cemetery 
(Unmarked), Mere-Lachaiselongue Cemetery 
Characters: Handsome Jacques, Paul (Prison Guard}, Marc Dubois, 


Captain Damien de la Tour, Dandetion (Viscount Julian de 


Lettenhovel, Emiel Regis Rohellec Terzieff-Godetroy, Bootblack Boy, 
Shelter Proprietor, Romain, Her Illustrious Highness, 
Duchess Anna Henrietta 

risoners, Bandits 


I'VE ALREADY GOT IT ALL 


‘This quest is accessible only after Main Quest: Tesham Mutna is complete, You 

must have completed Main Quest: Beyond Hill and Dale....and not given Syanna 

her ribbon, so she died during the final battle with Dettlaf 
= ———— 


Two weeks after your imprisonment, you find yourself 
languishing in Toussaint Prison, and befriend the 
lantem-jawed Handsome Jacques. Feel free to ask him 
what he can get you, or that you don't need anything, 
then ask how he knows you. It seems your role letting 
the Butcher of Beauclair slay the Duchess’ sister is 
well-known. Ask Jacques what he's in for, then about 

0 the laundry duty you're supposed to report for. 


After your chat, and your objective, feel free to wander the main courtyard of 
the prison. Though the guards aren't in a talkative mood, there are a couple of 
distractions to try: 


USING YOUR SEN 5 TO SEARCH FOR A STASH 


SPOILER ALERT X X. X 


Close to the porch where you talked to Jacques, a quick scan using your Witcher 
Senses indicates there's a loose brick in the corner of the jail wall. Examine it to 
discover a note, which also starts Secondary Quest: The Perks of Being a Jallbird 
(detailed after this quest). This optional quest should be attempted prior to your 
other laundry duties. 


ITEM: Notes found in the Toussaint prison 


SECONDARY QUEST (UNMARKED): USING YOUR 
LOAF IN A GAME OF GWENT 


Over by the entrance to the cells is a Gwent card game on the go, and the stakes 
are high if you're interested in playing; the winner receives a prize meant for the 
mysterious “Stefan.” Agree to play if you wish. To the victor goes the spoils. Or in 
this case, the spoiled bread. 


DIRTY LAUNDRY 


[ OBJECTIVES: _ 


Follow Jacques to the door and down into the prison, descending the steps to 
the large interior laundry area. Your quest updates with some menial tasks to 
perform; scan the chamber for soap, as well as two sets of dirty clothes in some 
crates, and a stick with which to pummel the washing. 


ITEMS: Soap, Dirty Clothes (21, Stick 


OBJECTIVE 


Head over to the large, barrel-shaped laundry tub, place the soap and the 
clothing into the receptacle, and begin stirring the soupy mess with the stick you 
found leaning on one of the walls. 


PRISON STASHSTIMIN. 


SEVERYTHING 


СА 


It Secondary Quest: The Perks of Being а Jailbird is active, make sure you finish 
up the first part of that quest before you face the three dock worker thugs and are 
placed in solitary confinement. If you don't, the Secondary Quest fails. 


GUARDIAN OF THE GUTTERSNIPES, 
LOCKED IN THE CLINK 


OBJECTIVE 


CRITICAL PATH 
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After your successful laundry work, three prisoners walk into the chamber, 
closing the door behind you. They seem familiar; and once they start taunting 
you about saving the Bootblack Boy, you remember they were the trio of dock 
workers you fought when you first visited the shoe-shiner. After Handsome 
Jacques reveals his more slippery nature, you're faced with this angry trio to 
deal with. You can: 


* Challenge them to "show you what they've got,” or choose the optional 
conversation; both lead to a swift pummeling. 


» (Axil) Affect one of the dock worker's minds. Unfortunately, one of the other 
thugs realizes your witchery, and a peaceful solution isn’t available 


You must fend off the three Prisoner assailants with your laundry stick (two if you 
used Ахї on one of them), while they wield washboards. This shouldn't be too 
taxing, as you can use Signs if you wish. 


THERE ARE DIFFERENT KINDS OF EXITS 


| OBJECTIVE 


Whether you beat your opponents into submission 
ог not, guards hear the commotion, and order all of 
you to solitary confinement. You can protest, but the 
guard is Milton's cousin, and isn't too happy that you 
“let him die." 


One week passes. In the darkness of your cell, 
you're engaged in conversation with Stefan (the 
prison rat), though you're hopeful to be eating 
mutton leg, rather than any bread you might have won from the recent Gwent 
game You receive a knock on your cell door; the guard has come to ready you 
tor sentencing. 


Paul (Prison Guard) 


Follow the guard up into the main courtyard, and 
stand before a sentencing ceremony. A man named 
Marc Dubois has been found guilty of trampling 
another while on horseback, The sentence is death 
by decapitation. After the axeman has swung, you're 
ordered to follow the guard again; the gruesome end 
to Marc Dubois’ life was partly orchestrated to show 
you this is no almshouse for lost orphan boys! 


A REGULAR MASTER OF DIPLOMACY 


OBJECTIVE: _ 


‘Mare Dubois. 


Follow the guard into 
the upper ruins of the 
prison, that you haven't 
been able to access yet, 
and continue upward to 
ап overlook. Standing on 
a balcony is a familiar 
face, though it's been 
savaged by vampire 
claws recently: Damien 
turns to tell you his scars 
pale in comparison to. 
the fate Syanna met. 
After asking about the 
decision in your case, 
answer Damien as you 
wish. Damien explains 
that if the court's 
Outcome had been up to 
him, you'd be rotting in his dungeon until your dying day. 


Captain Damien de la Tour 


Fortunate, then, that the decision wasn't up to Damien. It seems an old friend 
was instrumental in freeing you, that rapscallion Dandelion! Shocked at seeing 
him, he explains he's here to “visit” Anna Henrietta, but is really here to “save 
your hiney;" despite being persona non grata in Toussaint. 


Optionally ask how he knew you were here, before wondering how he managed 
to free you (a mixture of logic, rhetoric, and charm apparently). So persuasive 
was Viscount Julian that he was even able to save Corvo Bianco for you, though 
your monetary reward is out of the question. You end your talk with Dandelion 
leaving to visit Anna Henrietta in the cemetery. Meanwhile, you're able to collect 
your belongings and leave. 


SON STASHSTIMINGIS*EVERYTHING 


L d 


M Secondary Quest: The Perks of Being a Jailbird is still active, this is the opportunity 
to complete it, prior to leaving the prison. 


OBJECTIVES: - 


Follow the guard back down the steps, to the 
portcullis (which thankfully now opens), and collect 
your Witcher gear and all inventory items from 
the chest on your left. Remember to re-equip 
everything! Then stride out of the prison, across 
the drawbridge, where an old friend is waiting to 
greet you. Optionally thank Regis for intervening, 
мейес before asking what he did during your incarceration. 
Naturally, Regis spent most of his time coming to 
the realization that the "Five Virtues Punished" was 
correct. He asks if you're curious to know who the fifth and last victim is, Agree, 
and he tells you to meet him at the Bootblack Boy; further evidence shall һе 
uncovered there. Alternatively, you can also choose to not go to the Bootblack 
Boy and be teleported to Mere-Lacahiselongue Cemetery for the final talk 


BOOTS SHOULD BE AS CLEAN AS THE 
SOULS THAT WEAR THEM 


| OBJECTIVES: — 


After a brisk walk into 
Beauclair, you speak 

to the Bootblack Boy; 
optionally asking how 
business is, then asking 
about the letters the boy 
received. Eventually, you 
pry out the information 
that beggars brought 
them. Feel free to ask 
why this information wasn't revealed before, before 
asking who the beggars were. All were different, 

one for each of the four letters, Then ask where the 
beggars obtained the letters from, and what they 
looked like. Eventually, Regis steps in, asking where 
the beggars are. You are directed to their shelter. 


Accompany Regis up the steps, and along the 
paved thoroughfares to an unassuming archway 
and rickety gate, by the sign marked "Lassommoir," 
behind which you can hear voices. Open the gate, 
and step into an argument between a couple of 
townsfolk who aren't happy with this homeless 
encampment in their fair city. Optionally ask what 
the harm is, before asking who the “decent” folk 
actually are, The conversation degenerates into а 
bout of fisticuffs. 


ANSWERS. THEN SOUP. THEN DRINK! 


After the fight (whether you pummeled your 
adversaries or Regis had to step in) you head into 
the shelter for a word with the proprietor. Optionally 
ask about the place before pressing the fellow for 
information. After asking if all the beggars will be at 
а meeting place, you agree to wait, and a few hours 
later, a number of vagrants arrive to fill their bellies 
with soup. 


Shelter Proprietor 


In order to receive their vittles, they must answer your questions. One beggar 
named Romain begins to spill some beans, and you can ask for the letter, or 
ignore it (as it's now meaningless). Romain's friend is eventually persuaded to 
part with the letter. 


ITEM 


ling the 


Outside of the shelter you unroll the parchment, and are shocked to discover 
who the fifth victim was supposed to be: Anna Henrietta herself! n seems 

you both underestimated Syanna rather grossly. After going through Dettlaff's 
proposed method of murder (where you can optionally solve the puzzle for Regis, 
before mentioning the duchess as the last victim). After more discussion on the 
machinations of Syanna, Regis feels there's little point in bothering the Duchess 
with this revelation. You can optionally mention that the Duchess is safe, before 
asking "what now?" Regis reckons a drink is in order. You can: 


# Agree, and head off for a spot of alcohol, concluding this quest. Over at the 
cemetery Regis frequents, the conclusion of this quest now begins. 


# Tell Regis Anna Henrietta needs to be informed. The following interlude 
now begins: 


INTERLUDE: A DIRTY LIE! VILE SLANDER! 


| OBJECTIVE: 


Head into the streets of Beauclair, locating and entering the mausoleum in 
Beauclair Cemetery where Syanna has been interred. You are greeted by a none- 
too-happy Damien, who eventually lets you into the crypt. 


DANGER ALERT 


| \Baw/ SECONDARY QUEST: MHE PERKS OF 


Related Quests: Main Quest: Burlap is the New Stripe 
Locations: Toussaint Prison 


SEARCHING THE SECRET STASH 


| OBJECTIVES: 


J| > This quest is accessible only after you begin Main Quest: Burlap is the New | 


Stripe. It should be attempted at the same time as the Main Quest occurring in 
| the prison, as it concludes at the same time. 


Viscount de Lettenhove 
(or as you know him, 
Dandelion) is there 
comforting the Duchess. 
She seethes her 
contempt for you, but 
Dandelion calms her 
slightly, so you may say 
your piece. Answer as 
you wish; Dandelion 
takes the scroll and reads from it 


Anna Henrietta simply does not believe the “vile 
slander” contained on the parchment, and orders 
the letter destroyed. Clearly overwrought, and with 
your latest revelation certainly not helping matters, 
Dandelion thinks it best you leave. The quest 
concludes. Over at the cemetery Regis frequents, 
the conclusion of this quest now begins, 


Her llustrious Highness, 
Duchess Anna Honrletta 


EPILOGUE: RECOLLECTIONS AT 
THE CEMETERY 


After breaking out the strong stuff, you and Regis sit around a campfire on the 
outskirts of the cemetery. 


de. Ifyou ignored the letter, the conversation is regarding the characters you met. 
during your stay in prison. 


de. M you visited Anna Henrietta, the conversation is regarding how the Duchess 
didn't take the news very well, as expected. 


Regis asks if Syanna's fate brings you any pangs of regret. You answer in the. 
affirmative. Regis agrees. Optionally mention you thought he preferred complex 
solutions, before stating that Beauciair is safe now. However, you're still worried 
Anna Henrietta is in danger due to the fate of Dettlaff. Regis tells you Dettlaff 

is long gone. However, if you chose to kill Dettaff instead the two discuss 
collecting mandragora roots. 


You swill the wine 
around in your 
wooden goblet, stating 
you're not much of a 
connoisseur to Regis, 
He urges you to visit 
your winery and learn, 
asking what the future 
holds. You can answer 
as you wish. After 
further reminiscing (about Vilgefortz), you can then optionally ask Regis what he 
will do now. Then you tell Regis to sit a while longer. This quest concludes, and 
Main Quest: Be it Ever So Humble begins. 


After discovering a loose 
brick and a hidden note 
on the prison wall behind 
the porch where you 
talked to Jacques, read 
the mysterious missive, 
‘and set off searching for 
а hammer and chisel to 
stash in the wall. 


CRITICAL PATH 


ITEM: Notes found in the Toussaint prison 


Ud 


PRISON STASHSTIMINGTSEVERYTHING 


Маке sure you finish up this part of the quest before you face the three dock worker 
thugs and are placed in solitary confinement. If you don't, this quest fails. » 
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OBJECTIVES: — 


You don't have to go far to find these two items; they are on the small cart under 
the gallows just to the left of the porch. Procure both the hammer and chisel, 
return to the loose brick in the wall, and place the items in there. 

Now you must wait. Simply continue with the Main Quest until this Secondary 
Quest updates—or meditate for two days. 


ITEMS: $тай hammer and chisel for carving stone 


SOMETHING TO HANG ON YOUR WALL 


[ OBJECTIVE: _ 


Once you have received your sentencing from 
Captain Damien, and spoken to the dandy who 
helped secure your freedom, you are escorted out 
of the prison. Before you head through the open 
portcullis and secure your equipment, check this 
quest for the updated objective. Return to the loose 
brick in the porch wall, just left of the exit, and 
secure something to hang on your wall (literally, this 
can be placed on the wall of Corvo Bianco). This 
quest then concludes. 


Prison Poster 


ITEM: Prison poster 


Main Quest: Tesham Mutna, 

Main Quest: Be it Ever So Humble 

Locations: Tailor's Workshop (Unmarked), Bootblack Boy's Stand 
(Unmarked), "Lassommoir" Beggars’ Shelter (Unmarked), 
Palace Gardens, Beauclair Cemetery (Unmarked), 
Mere-Lachaiselongue Cemetery 

Characters: Pierre the Tailor, Emiel Regis Rohellec Terzieff-Godefroy, 
Bootblack Boy, Shelter Proprietor, Romain, Captain Damien de la Tour, 
Syanna, Her Illustrious Highness, Duchess Аппа Henrietta 

Enemies: Bandits, Bruxa, Alps 


COVERING DEFICIENCIES IN BEAUTY, 
NEVER IN REFINEMENT 


| OBJECTIVE: 


| This quest is accessible after you've completed either of the following paths: 


| > Main Quest: Tesham Mutna is complete. You must have completed Main 
| Quest: Beyond Hill and Dale... given Syanna her ribbon, so she lived during 
the final battle with Dettlaff. 


Main Quest: Tesham Mutna is complete. You must have completed. 

Main Quest: What Lies Unseen, but not visited Sanna in her playroom 

(and then the Fablesphere), so that Syanna is not present during the final 
I| battle with Dettiatt. 


| In short, Syanna must be alive after the battle with Dettlff to access this quest. 
Two weeks after your 
final confrontation with 
Dettlaff, you are visiting 
the Palace Tailor's, and 
аге being fitted for the 
forthcoming ceremony. 
Though you feel you 
look like a twit, Regis 
and the tailor himself 
are both pleased with 
your appearance. Answer how you wish regarding your taste and what clothíng 
you're used to, before Regis continues to talk (as is his wont). You must be 
‘strategically shoved into something fitted, as Toussaint's highest honor, the Order 
of Vitis Vinifera, demands proper attire! 


Optionally speak to 

Regis! philosophical 

mood, before reminding 

him about the honors 

bestowed upon you. 

Regis has also had litle 

time to ponder the one ШУ 
plece of the puzzle that 

never seemed to fit: The 
“Five Virtues Punished” was correct. He asks if you're curious to know who the 
fifth and last victim is. He wishes to question the Bootblack Boy once more, a8 
the letters from Dettlaff were sources from the tyke, 


Pierre the Tailor. 


You can: 


d» Agree, and immediately head to the Bootblack, who may have further information 
to impart. 


# Agree, and head to the Bootblack in your own time (so you may complete optional, 
and mainly Secondary quests, head to see Damien instead, or prepare beforehand). 


+ Tell him there's no point in further investigations. Regis isn't content with this 
plan, but it's your choice. You can now visit Damien who will take you to the 
Ceremony, and forgo this investigation. 


Optionally ask how he knows the Bootblack Boy delivered the letters, 


WARNING! - 


MAJOR QI SION! 


> The choices you make, to further the investigation of Dettlaff' letters, or to 
choose to ignore them, has a major effect on the end of your Main Quest, 
зо choose wisely! 


BOOTS SHOULD BE AS CLEAN AS THE 
SOULS THAT WEAR THEM 


f OBJECTIVES: ___ 


After a brisk walk into Beauclair, you speak to 
Bootblack Boy; optionally asking how business is, then 
asking about the letters the boy received. Eventually, 
you pry out the information that beggars brought them. 
Feel free to ask why this information wasn't revealed 
before, before asking who the beggars were: All were 
different; one for each of the four letters. Then ask 
where the beggars obtained the letters from, and what 
they looked like. Eventually, Regis steps in, asking 
where the beggars are. You are directed to their shelter. 


Bootblack Boy 


> You can also forgo or delay this investigation, and instead speak with Damien, 
offering as much (or as little) information as you can before he takes you to the 
Ceremony. Skip the investigation to the "Talk to Damien" objective, below. 


Accompany Regis up 
the steps, and along the 
paved thoroughfares 

to an unassuming 
archway and rickety 
gate by the sign 
marked "Lassommoir," 
behind which you can 
hear voices. Open the 
gate, and step into an 
argument between a couple of townsfolk who aren't 
happy with this homeless encampment in their fair 
city. Optionally ask what the harm is, before asking 
who the "decent" folk actually are. The conversation 
degenerates into a bout of fisticuffs. 


Shelter Proprietor 


ANSWERS. THEN SOUP. THEN DRINK! 


After the fight (whether you pummeled your 
adversaries or Regis had to step in) you head into 
the shelter for a word with the proprietor. Optionally 
ask about the place before pressing the fellow for 
information. After asking if ай the beggars will be at 
а meeting place, you agree to wait, and a few hours 
later, a number of vagrants arrive to fill their bellies 
with soup. 


Romain 


In order to receive their vittles, they must answer your questions. One beggar 
named Romain begins to spill some beans, and you can ask for the letter, or 
ignore it (as it's now meaningless). Romain's friend is eventually persuaded to 
part with the letter 


ITEM 


Outside of the shelter you unroll the parchment, and are shocked to discover who 
the fifth victim was supposed to be: Anna Henrietta herself! It seems you both 
underestimated Syanna rather grossly. After going through Dettlaff's proposed 
method of murder (where you can optionally solve the puzzle for Regis, before 
‘mentioning the duchess as the last victim). But why would Syanna murder her 
own sister? When Regis recommends asking her yourself, answer as you wish. 
You understand the Duchess has Syanna locked up somewhere, in a secluded 
wing of the palace, awaiting trial. You'd need to get past some guards to see her. 
After asking whether Regis is coming with you (he's not), or telling him you'll 
meet after the Ceremony (as he's off to brew a mean mandrake ale that'll singe 
off any hairs on your chest as well as grow them), you are left to conclude this. 
investigation yourself. You can: 


> Ignore any investigation into Syanna, and skip to the "Talk to Damien" 
objective, below. 


> Or become determined to understand exactly what made Ѕуаппа write a death 
warrant on her own sister, and start the following objective: 


WARNING! 


[SION! 


> The choices you make, to ignore an audience with Syanna, or to further the 
investigation of her guilt, has a major effect on the end of your Main Quest, so 
choose wisely! 


YOU'RE SIMPLY A COMPULSIVE SNOOP! 


| OBJECTIVES 


Cross the bridge into 
the Palace grounds, and 
head up the streets, 
winding your way up 
the beautifully-hewed 
balconies to a less- 
traveled wing of the 
Palace you have yet to 
discover. Enter the door, 
and work your way to 

a guard who stops you from investigating Syanna's quarters. Answer the guard 
as you wish; he finally recognizes you as "that Witcher who solved the murders," 
so you're let through, but only for a few minutes. Agree, and head into the locked 
chamber, where Syanna's guards step aside, letting you into her cell 


“Cell” is perhaps not the correct word to describe 
this lavish upper chamber, resplendent with fineries 
and a large picture window Syanna is gazing 
wistfully out of. Syanna greets you. 


# If Artorius’ ribbon saved her life in the fight with 
Dettlatt, she makes mention of it. 


syanna 


I you earlier asked Syanna about her motivations, 
you mention you know who the fifth victim would 
have been, After some mock protesting, she agrees to talk. However, if you didn't 
inquire about her motivations and didn't read the governess's writings, you will 
instead have a rather unpleasant conversation. You ask why she wanted her 
sister killed. You must answer with one of the following: 


OPTION 1: CURSE OR ENVY 


> "Curse of the Black Sun" or "Because you envy her": Syanna is slightly 
crestfallen and has misjudged you; you understand nothing. The conversation 
continues with you telling her you'll let Anna Henrietta know. 


Answer her regarding her honesty. After some additional home truths (regarding 
Syanna herself using you, Regis using you, and Anna Henrietta’s less-than 
charitable thoughts about you being an “unthinking, blunt instrument," you can 
respond with venom of your own. You then leave, choosing to head to Damien 
immediately, or in your own time. 


Or answer that you've heard enough (and you leave; choosing to head to Damien 
immediately, or in your own time), 


OPTION 3: HAPPILY EVER AFTER 


> "Because she turned her back on you, forgot about you": You're congratulated for 
solving another riddle and having your sick curiosity sated, The conversation now 
has a chance to remain civil: 


WARNING! 


MAJOR ТОМ! 


> Тһе choices you make during this conversation with Syanna, depend on how you 
treated her during Main Quest: Beyond Hill and Dale, ,,: 
I you read every entry in the governess’ diary, just before entering the Fablesphere, 
and spoke to Syanna at length, verbally investigating her thoughts, past, and feelings, 
then the conversation choice “ever thought to forgive her?" will be available, 
it you ignored the governess’ writings, and scampered through the Fablesphere 
without getting to know Syanna, then the conversation choice always degenerates 
nto name-calling or unpleasantness. 


‘This has а major effect on the end of your Main Quest, so choose wisely! 


You mention that Anna Henrietta should probably know about the fifth letter, if 
only because Syanna is likely to try and kill her again if she's ever let out of this 
chamber. Syanna answers "I probably will." Answer with one of the following: 


“Ah, honesty, finally" or “Think I've heard enough": The conversation degenerates 
into curt and unpleasant responses before you leave. 


"Ever thought to forgive her?": You explain that you've read the diary of the governess 
in the playroom, and that Syanna and Anna Henrietta were once inseparable. She 
‘wistfully stares out of the window of the high tower, asking you why her sister 
washed her hands of her. Answer as you wish. You end the conversation stating Anna 
Henrietta stil hasn't given up on her. The chat ends, and you leave. 


Choose to head to Damien immediately, or in your own time. 


CRITICAL PATH 
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SAVING FACE WITH CAPTAIN DAMIEN 


| OBJECTIVE: 


In order to begin the Ceremony, you must visit Damien who is waiting on a 
balcony overlooking the formal gardens. Visit him after any of the following 
Circumstances have occurred: 


# You ignore the final part of the investigation concerning the beggars and letters, 
and simply head there to start the Ceremony as quickly as possible. 


# You conclude your investigation concerning the beggars and letters, but don't 
seek out an audience with Syanna. 


# You conclude the beggars and letters investigation, and conclude your audience 
with Syanna, whether she was belligerent or helpful. 


Damien greets you, and asks if you are ready for the ceremony to begin. You can: 
# Tell him the ceremony can start. 


# Tell him you know who the fifth victim was supposed to be. You can only 
choose this option if you finish the investigation of the beggars and letters with 
Regis, previously. 


(Optional) You can also remark on his appearance after his recent savaging at 
the claws of a bloodsucker. Damien is shocked and furious, vows to enlarge the 
Duchess’ honor guard, and will personally see to security during the Ceremony. 


THE CEREMONY BEGINS: 
ORDER AND DISORDER 


The Duchess is 
conducting a variety 

0! ceremonies on the. 
grand garden balcony. 
She is pleased to 
bestow the distinction 
of the Order of Vitis 
Vinifera upon you. 
Geralt of Rivia, slayer of 
the Beast of Beauclair, 
step forth! In addition 
to a fancy medal, you 
receive your payment, 
and a rather pleasant 
surprise; more than 

а dozen barrels of 
Sangreal to bolster your 


Her ilustriovs Mighness. 
wine cellar. : 


Duchess Anna Henrietta 


Syanna 


ITEMS: Medal of the Order of 


fera, Crowns (5,000) 


The gustatory experience of a lifetime awaits! Are you content? You can answer: 


* "Can't wait," or "Truly honored." The Duchess smiles, before her sister arrives 
at the Ceremony. 


© Or mention Syanna's plot to kill her, if you figured it out. She is initially 
incredulous, but then insists that you help with her judgment of her. Syanna 
then arrives at the Ceremony. 


Syanna wonders why you're here. Answer as you wish. For the crimes she 
has committed, Syanna must be punished. You can choose either a fate 
becoming of a common criminal, or a fate for the good of the duchy. 
Choose whichever you wish: 


THE CEREMONY ENDS: SYANNA'S SOFTER SIDE 


> If you managed to convince Syanna to forgive her sister while speaking to her in 
her Palace cell, the sisters both embrace. Epilogue: Reflections at the Cemetery 
now begins. 


THE CEREMONY ENDS: FRATRICIDE AND SORORICIDE 


> If you didn't manage to convince Syanna in her cell, the sisters both embrace, 
before Syanna pulls out а hairpin and plunges into Anna Henrietta's head! The 
Duchess drops to the ground, bleeding heavily, Too late, Damien realizes what has 
happened, and executes Sanna where she stands. This is, perhaps, not the way 
you wish the Ceremony could have ended. 


[ OBJECTIVE 


Two weeks later, you are speaking to a flower vendor regarding a wreath or 
garland to place on the tomb of Anna Henrietta, When the flower seller asks how 
this could have happened, answer her as you wish. She recognizes you as the 
one who saved Beauclair, and offers the flowers for free 


ITEM: Bouquet of white roses 


Head into the streets of Beauclair, locating and entering the Beauclair cemetery 
mausoleum where Syanna and her sister have been interred. You are greeted 
by a none-too-happy Damien, who blames himself for not doing more. Answer 
him as you wish, then head into the crypt. The Regents' Council have decided to 
place both sisters in the same crypt, a fact that infuriates the captain. There is 
little you can do except to choose to place flowers on one or both coffins, 


Naturally, this is a place in which Regis is bound to show up. After a few words 
of comfort to the deceased, he tells you he's come to take you away from this 
place; itis time for a speck of respite after the mad whirl of the last few days. 
You leave for Regis’ cemetery at once; the Epilogue now begins. 


EPILOGUE: REFLECTIONS AT THE CEMETERY 


After breaking out 
the strong stuff, 

you and Regis sit 
around a campfire on 
the outskirts of the 
cemetery. 


* M you ignored 
the letter, the 
conversation is 
regarding the more 
you could have done to save Anna Henrietta, You have an additional (optional) 
conversation choice regarding the last words the Duchess spoke. 


# If you convinced Syanna to spare her sister's life, the conversation is regarding 
the thankfully short nature of the ceremony. 


You make mention that Syanna was either unbending, or had a glimmer of 
humanity in her (depending on previous actions). Regis agrees: Optionally 
mention you thought he preferred complex solutions. Regis also inquires about 
how his personal brew tastes. The Interlude (below) now begins. 


INTERLUDE: THE ROOT CAUSE 


| OBJECTIVES: — 


Regis is keen on stockpiling some roots for future batches. Care to accompany 
him? You can query the plan (hunting for herbs in the dark), before starting а 
search for mandrake roots. Before you start, Regis offers you gloves and a mask 
(as mandrake is highly poisonous to you). 


ITEMS: Gloves and Mask for picking Mandrake 


Though optional, it's a 
sound plan to access 
your Inventory menu, 
and don the gloves and 
mask that Regis just 
gave you; otherwise 
expect to take damage 
and be poisoned during 
the subsequent root 
hunt. At the edge of the woods are two locations where you can quickly pull 
mandrake roots from the soil. Now where did that bloodsucker go? 


DANGER ALERT 


Related Quests: Main Quest: Burlap is the New Stripe, Main Quest; 3 
Pomp and Strange Circumstance. Secondary Quest; No Place Like 
Home, Secondary Quest; The Hunger Game 

Locations: Mere-Lachaiselongue Cemetery, Corvo Bianco Vineyard 

Characters: Barnabas-Basel Foulty, Dandetion 


AGING WELL AT THE CORVO BIANCO 


| OBJECTIVE 


This quest begins once Blood and Wine: Main Quest: Burtap is the new Stripe concludes. 
OR 


| This quest begins once Blood and Wine: Main Quest: Pomp and Strange 
| grcumstnce concludes. 

After your night's 
festivities with Regis 
have concluded, make 
your way back to the 
property the Duchess 
deeded you, the 
Corvo Bianco Winery. 
As you reach the 
main entrance, your 
majordomo Barnabas seems most perturbed; an unknown individual has barged 
into the residence. After entering the building, you discover your oldest (and 
dandiest) friend has stopped by. Dandelion has brought you a little something, а 
housewarming gift. 


Barnabas-Basil Fovlty 


| OBJECTIVES: __ 


Study the ground for 
some footprints, and 
make your way deeper 
into the woods. You 

hear hissing from the 
grassy glade you're in. 
Draw your sword; Bruxa 
are tackling Regis in 
combat! After a struggle, 
where your previous 
combat knowledge is key to victory, the last of the vampires falls. Speak to Regis 
again. It seems there is one last contingent of creatures you need to deal with, 


EPILOGUE PART 2: LESS BLOOD, MORE WINE 


You swill the wine around in your wooden goblet, stating you're not much of a 
connoisseur to Regis. He urges you to visit your winery and leam, asking what the 
future holds. You can answer as you wish. After further reminiscing (about Vilgefortz), 
you can then optionally ask Regis what he will do now. Then you tell Regis to sit a 
while longer. This quest concludes, and Main Quest: Be it Ever So Humble begins, 


Except it isn't that small; it's the (apocryphal) painting of Dandelion standing 
over a vanquished wyvern that you and Zoltan had a good chuckle over back at 
the Rosemary and Thyme. Answer Dandelion depending on your enthusiasm for 
the gift 


# M you were rescued from prison by Dandelion, you have a proper conversation 
regarding how you came to your predicament. 


# M you were unable to save the Duchess from Ѕуаппа, you reveal to а shocked 
Dandelion that you were unable to save Anna Henrietta 


# If you managed to convince Syanna to keep her sister alive, you are greeted 
warmly, laughing that he is a figment of your imagination. 


CRITICAL PATH 


You can then optionally ask what he's been up to, whether he and Zoltan are still = 
in business, and what he plans to do in the future. Mention what you think of 
his house-warming present. Meanwhile, you can learn the finer points of wine 
production, and commence (or continue) Secondary Quest: No Place Like Home 
by further enhancing and updating your home, though your main adventuring— 
both in Toussaint and across the Northern Realms—is seemingly at an end. 


The above interaction with Dandelion takes place only if you've played Blood and | 
Wine as a standalone adventure, If you played Witcher 3 and have a girlfriend, 
she visits you. If Geralt doesn't have a girlfriend (or tried to have both Yennifer 
and Triss), Ciri comes to visit. 
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SECONDARY QUESTS 


In which a wide variety of purely optional quests both large and small are uncovered, and optimal paths for each of them аге 
revealed. In addition, tactical knowledge is imparted for Witcher contracts where a number of ferocious wild monsters must be 
tracked and slaughtered. Evidence is also presented for completing fistfights, Gwent quests, horse racing, and obtaining the very 


best equipment around, courtesy of the scavenger hunts for Witcher Gear. 
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OVERVIEW 


This impressively gargantuan chapter details all of the optional Secondary Quests that you can undertake throughout your adventuring across the Northern Realms 


and Toussaint. Aside from Secondary Quests that are “unmarked” (denoted in this guide by the “*” symbol), every single one of these quests appears in the Secondary 
Quests section of your Quest Menu. However, the guide further subdivides Secondary Quests so you have even more information to help you in your adventuring: 


Secondary Quests (Stand Alone): The vast majority of Secondary Quests are 
included in this chapter. They are almost always quests you can find on Notice 
boards, or by chancing on someone in a location (such as a village) that requires a 
Witcher's services. They are self-contained, and ай are presented in this chapter. 


Secondary Quests (Critical Path-Related): There are also Secondary Quests 


‘that can only be activated or completed as part of a Critical Path (or Main) Quest. 


These are listed here, but are also detailed from start to finish in the previous 
chapter, starting on page 140. 


Secondary Quests (Gwent-Related): Gwent Quests are Secondary Quests 
where the main focus involves the locating or playing of Gwent cards. These are 
listed here, but also grouped together in their own chapter, starting on page 481 


Secondary Quests (The Heroes’ Pursuits): These are Secondary Quests 
involving fistfights across the realms (Fists of Fury) or Racing Roach (Horse 
Races). Both these activities are listed here, but also grouped together in their 
‘own chapter. 


Secondary quests are almost always not necessary to complete, have no bearing on any ending, and have no “Major Effects” to choose during them. Remember you 
are able to leave a Secondary Quest (under most circumstances) at any time and complete other quests, uncover points of interest, prepare potions and oils, meditate, 


or simply explore. 


AVAILABLE QUESTS 
Secondary Quests throughout your original adventure are divided into five 
separate sections (based on the five Realms in which they are available) 


Whenever possible, the quests in this chapter are divided by Realm and Territory. 


M you aren't sure where a Territory is, consult this guide's Atlas. 


If à quest has multiple starting points in multiple realms, it is flagged in the “All 
Realms" section of the forthcoming chart. 


I a quest has multiple starting points in multiple territories, it is flagged in the 
"General" section of a Realm, in the forthcoming chart. 


AVAILABLE QUESTS 
ALL REALMS SECONDARY QUESTS: 3 TOTAL 


WHITE ORCHARD SECONDARY QUESTS: 
6 TOTAL [1 CRITICAL PATH-RELATED) 


VELEN (NO MAN'S LAND SECONDARY QUESTS: 
46 TOTAL (9 CRITICAL PATH-RELATED] 


GENERAL: 2 

Crow's Реясн Tennironv: 11 (1) 
MuopLouon Terairory: lo) 
Gnavnocks Territory: 11 (0) 
Тне Descent Tennirony: 7 (2) 
Senne Burr Territory: 5 (3) 
Tue Mine Teranon: 6 (2) 
Сяоокваск Вос Tereon: 3 [1] 
Baio Mountain TerrioRy: 0 (0) 


NOVIGRAD SECONDARY QUESTS: 
61 TOTAL (15 CRITICAL PATH-RELATED) 


General: 2 
FAnconNens District AND Grassy Knott Territory: 5 [1] 
Hierarci Souane ano GuonY Lane Districts: 14 (7) 
Docksioe ano S fon Districts: 9 [2] 

биров ano Tue Birs Districts: 10 (2) 

Gusrrietos Тяттояү: 15 (2) 

Oxenrurr: 6 (1) 


SKELLIGE SECONDARY QUESTS; 
49 TOTAL (5 CRITICAL PATH-RELATED) 


‘Ano Ѕкєше: 35 le] 

Hinoarsruat: 4 lil 

номи: 1 (1) 

SeitR006: 2 (1) 

Ѕмонлц. ISLE ano AN SkeLLic: 3 (0) 
Faroe Iste: 4 (0) 


KAER MORHEN SECONDARY QUESTS: 

6 TOTAL [o CRITICAL PATH-RELATED) 

DUCHY OF TOUSSAINT: 26 TOTAL (1 CRITICAL PATH-RELATED) 
VEDETTE ano Ѕамѕяєтоџя VALLEY: 10 (0) 
Dun Tynne, Mar Aunaresis, & THE CHAMPS Desotes: 1 (0) 
‘Sansretour Mans: 2 (1) 


Beauctair (Сту): 10 (o) 
 CaRoBERTA We fo} 


‘Sometimes you begin a Secondary Quest through eavesdropping, finding notes or 
other loot, or stumbling into a location you'd be sent to if you already knew about a 

quest's existence. So although the listed locations for each Secondary Quest are the 
optimal methods for starting each quest, they aren't the only way you can launch one. 


SECONDARY QUESTS CHART 

There are a total of 197 secondary quests (including those related to the Critical 
Path of your original adventure, and the Main Quest of the Blood and Wine 
expansion). The following chart shows every quest you can attempt. The chart 
has quest names with specific color-coding: 


Light Green: These are Stand-alone Secondary Quests, usually able to be 
‘accessed at any time, and form the bulk of the quests in this chapter. 


Deep Green: These are Critical Path-related Secondary Quests, and are only 
accessed when a Main Quest is active. They are detailed in the previous chapter. 


Deep Orange: These are Gwent-related Secondary quests (both from the original 
adventure, as well as Blood and Wine), usually accessible at any time. 


Light Purple: These are Heroes’ Pursuits-related Secondary quests 
(Fistfights or Races). 


Light Grey: This Secondary Quest is part of DLC content (slotted in 
with the original adventure Secondary Quests). 


uy Light Blue: These are Hearts of Stone Stand-alone Secondary Quests, 


Mid Blue: This is a Hearts of Stone Secondary Quest related to the 
Main Quest. 


Light Red: These are Blood and Wine Stand-alone Secondary Quests. 


0 Mid Red: These are Blood and Wine Main Path-related 
Secondary Quests. 


C Ita quest has this asterisk next to its name, this is an unmarked quest, and the 
name will not appear in your Quest menu. However, an exclamation mark ("I") 
may appear on your in-game map to signify the start of this quest). 


Feel free to check through this guide's Atlas section, where every single one of these 
| quests has its starting location flagged with а similarly-colored exclamation mark. 


SECONDARY QUESTS 


ONDARY QU ROOKBACK BOG TERRITOR 
ALL REALMS (3 QUESTS) ‘QUEST NAME PAGE NUMBER 
QUEST NAME PAGENUMBER | | waxy Blood Ties 383 
‘Gwent: Playing Innkeeps 481 Deadly Crossing (Ш” 384 
Gwent: Old Pals 484 Retum to Crookback 176 
Gwent: Collect ‘am All 486 
QUEST NAME PAGE NUMBER | [QUEST NAME PAGE NUMBER. 
‘On Death's Bed 150 Gwent Big City Players 483 
Missing in Action 363 Nowra 497 
Precious Cargo 363 ARCORNERS DISTRICT AND GRA RRITOR 
A Frying Pan, Spick and Span 364 QUEST NAME PAGE NUMBER. 
Twisted Firestarter 365 The Dwarven Document Dilemma 384 
Faithful Friend 365 Following the Thread 385 
VELEN -- NO MAN'S LAND (46 QUESTS Karmic Justice (Г 387 
GENERAL [Novigrad, Closed City 209 
PAGENUMBER | [у hunter Anos 387 
Gwent: Velen Players HIERARCH SQUARE AND GLORY LANE DISTRICTS 
1s Of Fury: Vel ‘QUEST NAME PAGE NUMBER | —— 
CROW'S PERCH TERRITORY Caberet 201 
‘QUEST NAME PAGENUMBER | (Canal Sins 203 Р 
Citi's Room 159 А Dangerous Game 205 ED 
Deadly Crossing (7 366 A Feast for Crows 387 
Defender of the Faith (1) 366 A Final Kindness 259 
Face Me il You Dare” 367 Tho Flame of Hatred? 388 
Forefathers” Eve. 367 The Gangs of Novigrad 187 
Highway Robbery 368 Honor Among Thieves. 189 
‘Last Rites 368 Message trom an Old Friend 388 
III 368 O! Swords and Dumplings 389 
Maxtor Armorars 369 Racists of Novigrad 07 390 
‘Components for an Armorer 369 Racists of Novigrad (0) 390 
F 500 Suspicious Shakedown 391 
Where the Cat and Wolf Play. 370 It Takes Three to Tango 263 
Wild at Heart 372 DOCKSIDE AND SILVERTON DISTRICTS == 
MUDPLOUGH TERRITORY D SDE MD SNEON DSTI NN NN PAGE NUMBEF 
QUEST NAME PAGENUMBER | [5n 301 
Harassing а Tron" 373 A Deadly Pot 213 
GRAYROCKS TERRITORY Drunken Rabble” 392 
QUEST NAME Hey. You Wanna Look at My Stuf 392 
At the Mercy of Strangers" — in Distress” 392 
Biter Harvest Ou on Your Arse! 392 — 
Caravan Attack 374 Reason of State 206 
Deadly Crossing 00" 374 А Walk on the Waterfront 393 
Death By Fire 375 (Warehouse of Woe 393 
Fake Papers 375 GILDORF AND THE BITS DISTRICTS 
Funeral Ругев 376 ‘QUEST NAME 
Tooters (I 376 Of Dairy and Darkness. 
(Man's Best Friend" Fencing Lessons 2735 
Thou Shalt Not Pass. [High Stakes 
The Volunteer Hidden Messages of the Nifgaardian Kind EE 
THE DESCENT TERRITORY А Matter of Life and Death HAS 
Never Trust Children f 2 
The Рай! of the House of Reardon Now or Never 8 B 
xu fo 378 The Nobleman Statuette М, 
Ghosts of the Past 175 The Soldier Statuette 
Hazardous Goods 379 [A Tome Entombed 397 
Witcher Wannabe 380 БЕТ OLE PM TERRITORY (ORIGINAL ADVENTURE] 
Tooters QI)" 380 ‘QUEST NAME PAGE NUMBEI 
The Truth ls in the Stars 380 A Barmful of Trouble 398 
SPITFIRE BLUFF TERRITORY Empty Соор 398 
QUEST МАМЕ PAGENUMBER | [An Eye tor an Eye 212 
Ап Invitation from Keira Metz 171 [ле Red 399 
A Towerful of Mice. m Novigrad Hospitality 399 
A Favor for a Friend 173 501 
Lynch Mob 381 Spooked Mare 399 
Love's Cruel Snares? 381 Strangers in the Night” 400 


THE MIRE TERRITORY [A Warm Welcome" 401 

QUEST NAME eee TERRITORY (HEARTS OF STONE) 
A Dog's Life 382 QUEST NAME. PAGE NUMBER 
Defender of the Faith (Il) 382 w 401 
For the Advancement of Leaming 173 ст й ла 
"Wghwayman's Cache" 383 
А Greedy бой 383 
Magic Lamp. : 167 = E 

WET A Midnight Clear 293 

m 403 

ча 503 * 
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OXENFURT (CITY: ORIGINAL ADVENTURE) 


ee 


HINDARSFJALL 


For Fame and Glory 


In Watt's Clothing 


The Last Wish 


UNDVIK 


The Lord of Undvik 


‘SPIKEROOG 


‘Master of the Arena 425 
Possession. 230 
ISLE AND AN SKELLIG. 

QUEST МАМЕ PAGE NUMBER. 
Free Spirit 426 

The Path of Warriors 427 

The Tower Outta Nowheres 429 
QUEST МАМЕ PAGE NUMBER 
Flesh for Sale 

The Four Faces of Нетай" 431 

Iron Maiden. 431 

The Price of Honor 432 
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QUEST NAME PAGE NUMBER 
The Price of Passage" 404 Bastion 433 
The Most Truest of Basis" 405 Berengaré Bide 434 
|Redania's Most Wanted 214 Greenhouse Effect. 434 
Rough Neighborhood 405 Monster Slayer 435 
OXENFURT (CITY: ORIGINAL ADVENTURE) Trail of Echoes" 735 
QUEST NAME PAGENUMBER | |e Winen Too 436 
w 405 DUCHY OF TOUSSAINT (26 QUESTS) 
ТЇ 406 VEDETTE AND SANSRETOUR VALLEYS 
SKELLIGE (49 QUESTS) QUEST НАМЕ — 
ARD SKELLIG шш + = 
QUEST NAME 2 a 
Abandoned Sawmill 407 E 440 
Armed Assault 408 — ! 443 
А Band's Beloved. 408 
— — [© : = 
Сай of the Wild" 409 
Coronation 235 wi уе = 
Crime and Punishment 409 w [ 454 
The Family Blade 409 чш! 455 
Farting Trolls" 410 " 456 
Finders Keepers 410 DUN TYNEE, MAR AURBREBIS, & THE CHAMPS DESOLES 
- QUEST NAME PAGE NUMBER. 
ТИПТЕГИ" En тт 2 
тот a Land Far, Far Away 
Grok Sole je Ж SANSRETOUR MARSH канн 
A Hallowed Hom 412 
Hard Times 413 i) 
502 351 
502 GORGON FOOTHILLS 
502 PAGE NUMBER 
Tn the Heart of the Woods 413 457 
King's Gambit 232 460 
Never Trust Children Шу” 415 BEAUCLAIR (С 
[Л 415 PAGE NUMBER 
Peace Disturbed 416 
Practicum in Advanced Alchemy 416 w 5 
The Sad Story of the Grossbart Brothers 418 uw c 
Shock Therapy 419 2 е 463. 
Sirens Саг 419 W 467 
Stranger п а Stange Land 419 IB Never Fear, Skelige's Here! 492 
The Cave of Dreams 420 w " 469 
Taken as а Lass 421 — 770 
An Unpaid Debt 422 — n 
Woe is Me” 422 ur 
Worthy of Trust 422 w th 00 472 
ustianna Disturbed" 423 [^E Turn, Turn, Tournament 491 
Щу Turn and Face t 


CAROBERTA WOODS 


* Any quests with this symbol are “unmarked” and don't appear in your Quest Menu 
** Total includes Critical Path-related quests already previously counted 


SECONDARY. QUES 


JANGER ALERT 


MISSING. IN ACTION 


Related Quests: Main Quest: Lilac and Gooseberries 

| Locations: Ransacked Village, Crossroads, Overgrown Cabin 
Characters: Dune, Bastien, Rhosyn, Hussar 
Enemies: Ghouls 


| OBJECTIVES 


This quest is accessible during Main Quest: Lilac and Gooseberries. Locate Dune at 
the Ransacked Village, and speak to him. This quest becomes inaccessible once you 


leave for Vizima, | 
— —— — e 


Dune sits dejected, 
talking to his brother's 
dog, Hussar. Brother 
Bastien was a soldier 
who fought the Black 
Ones just outside the 
village. Agree to help 
Dune find his brother, 
and follow him as he 
туп under the hanging 
tree, and takes the path roughly northward past Crossroads, to the site of a 
recent battle, Speak to Dune again, and he explains the recruits from White 
Orchard painted a small flower on his brother's shield—this should aid you in 
your grim search, 


W QUICKTRIPTOTHEGROSSROADS 


You can Fast Travel to the battlefield location (Crossroads signpost), in which case 
Dune and Hussar arrive ahead of you 


OBJECTIVE 


DANGER ALERT 


Related Quests: Main Quest: Lilac and Gooseberries, 
Main Quest: The Beast of White Orchard БР 2 

Locations: Swamp [south of Nitfgaardian Garrison], Insurgent Camp. 

Characters: Private First Class John Geermer (Merchant) 

Enemies: Insurgents (Bandits) 


A MEDIOCRE MERCHANT 


WHIT ORCHARD 


SPOILER ALERT 


Wade down into the Objective Area and study the corpse-strewn field using your 
Witcher Senses. You soon come across a shield, but it belongs to another villager, 
Methodically inspect each shield you come across, moving across the fetid 

landscape, and dealing with around four ghouls who prow! for morsels of fallen flesh. 


A burned corpse lies in 
the lonely southwest 
corner of the battle 
field. The shield 
matches Bastien's, 

but the corpse isn't 

as broad-shouldered. 
Bastien is close though, 
as Hussar picks up his 
master's scent. 


| OBJECTIVE 


Use your Witcher's Senses and follow the footprints through the undergrowth, 
optionally pausing to examine the trail as you go. The trail leads you to 

an overgrown cabin where you're surprised to discover Bastien (badly wounded 
but still alive) speaking with a Nilfgaardian deserter named Rhosyn. Dune is 
surprised at this turn of events, but knows he can't simply leave the Nilfgaardian 
deserter to his own kind. It falls to you to administer final judgement upon 
Bastien's rescuer. You can: 


* Agree with Dune that leaving Rhosyn alive is too risky, and abandon 
the soldier. 


* Agree with Bastien and show some nordiing leniency, keeping Rhosyn alive. 


You may also stumble across Rhosyn and Bastien yourself, without starting this. 
quest. If you do, Bastien asks you to seek his brother Dune out. In this scenario, 
Rhosyn always dies as there is no one around to convince him to take in the 


ل سد 


| 
| wounded Nilfgaardian soldier. 


Twelve hours later, Dune, Hussar, Bastien (and optionally Rhosyn) have moved 
into a small farm south of White Orchard, together with Dune's wife, Liesje. 


If you ignored this quest and travelled to Vizima, Rhosyn and Bastien both die of 
starvation. Their corpses can be found in the overgrown cabin. 


|| This quest is accessible during Main Quest: Lilac and Gooseberries or Main Quest: 
The Beast of White Orchard. Locate the Merchant close to the edge of the swamp. 


Approach the forlorn merchant 
tending to a damp camp. 
Shouting for you to come over, 
he explains he ignored the 
warnings and became a cropper 
in the nearby swamp, losing 

his wares. He's particularly 
concerned about a little box, 
and hopes you can find it for 
him. Agree to his request and 
set off down the road to the objective area (northwest) 
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Use your Witcher Senses and examine the cart tracks that lead off into the 
Swamp. Then wade into the unpleasant water. A few methodical moments later, 
and you should stumble upon the cart, riddled with arrows. With your senses, 
inspect the dead horse, and the remains of a merchant—both struck by arrows 
from a well-aimed bow. 


>® SCATTERED SUPPLIES 


Feel free to gather any items you can from the trail of supplies scattered around and 
among the cart wreckage. 


Expect a confrontation 
with а drowner or two 
as you inspect the 
clumps of swamp trees 
surrounding the ruined 
cart. The strongbox 

is under one of these 
thickets. Loot it. Of 
course, your detective 
work has solved the 
mystery of how the cart left the road, The "merchant" seems to have ambushed 
the transport and then mislaid its spoils 


A BETTER BOWMAN 


| OBJECTIVE 


Head back to the merchant at this point, and decide how you'd like to continue 
this quest. Your conversation choices are important here. You can: 


* Tell him you found his box, hand it over, and receive а small reward of crowns 
as the quest concludes. 


* Tell him you've seen through his lies. After an ineffectual attempt to 
distract you, he flees by horse, and the quest takes a turn for the dramatic. 
The following objectives now begin: 


DANGER А! 


[ OBJECTIVES: __ 


The merchant is a 
terrible liar, but an 
accomplished rider. 
Race after him, 

using your gallop and 
shortcuts along the 
main road to reach 
him, before employing 
sword, crossbow, or 
bombs to drop him 
from his horse. Be quick! If you let too much distance come between you and the 
merchant, and this quest fails, the man has fled! 


Continue to follow, and the merchant eventually leads you into a Temerian 
insurgent camp he is part of (ust northeast of the River Crossing signpost) 
Expect combat with around three bandits and the merchant himself. After 
everyone is down, it seems the merchant isn't quite dead. 


If you knocked the merchant off his horse, or defeated the insurgents, he reveals 
his true identity; a private in the Temerian army, who attacked the transport for 
its medicine. You can: 


Return box to the merchant, no questions asked 


ITEM: 20 Novigrad Crowns 


Strike a deal with the merchant: 
ITEM: 30 Novigrad Crowns 


Extort the merchant; 


ITEM: 50 Crowns, Plus 5x Celandine and 4x White Myrtle 


Hand the merchant over to the Nilfgaardian Garrison: 


ITEM: 30 Novigrad Crowns 


A FRYING:PAN, SPICK AND SPAN 


Related Quests: Main Quest: Lilac and Gooseberries, 
Main Quest: The Beast of White Orchard 

Locations: Locked Hut 

Characters: Old Woman 

Enemies: None 


FIND A PAN FOR DEAR OLD GRAN 


| OBJECTIVE 


|| This quest is accessible during Main Quest: Lilac and Gooseberries, Locate the 
Locked Hut along the river bank on the path between White Orchard and the 


| Nitfgaardian Garrison. 


- — — 


Approach the old woman on the river's sandy shoreline, watching as she mutters 
about never again lending out anything to strangers, and speak with her. After 
she explains that she let someone borrow her prized frying pan, which is inside 
the locked hut, agree to inspect the hut and the strange smells coming from 
within. Begin your hut infiltration with a swift Aard Sign to smash the door open. 


You can also get her attention by blasting Aard at the door before speaking to her. 
You can also refuse to help her verbally, hen enter the hut and help her anyway. 


[ OBJECTIVES 


There's more than just a rotting corpse inside this dwelling. Use your Witcher 
Senses to discover that the victim's throat was garroted, as well as a cracked 
monocle lying nearby. There's also a pile of smoldering documents in the 
fireplace. The pan itself is safe and sound; in fact, it's been scrubbed clean as the 
mystery man needed the soot to make ink for his clandestine letter-writing 


ITEMS: Quest Items: Silver Monocle, Burned Papers, Frying Pan 


Back outside, explain 
your findings, and 

the fate of the two 
gentlemen who tussled 
inside this hut. The 
papers reveal someone 
was waiting for a 
contract to show ир, 
but he never did. You're 
given a few crowns 

for your troubles as this quest concludes. As for the spy who stayed here? It 
was Thaler! 


DANGER ALERT 


TWISTED) FIRESTARTER 


Follow this lead literally, and wade through the water under the bridge, and back 
onto the same side of the bank, where a lost boot is found, as well as signs of a 
scuffle with drowners. 


Related Quests: їп Quest: Lilac and Gooseberries 
Locations: White Orchard 

Characters: Willis, Napp ў 
mies бте The drowers are still active—fight a few of them or flee. The trail continues. 
around and onto the bridge, with the arsonist suffering a light wound, and 
the footprints continue back into town, ending at the front door of the cottage 
opposite the tavern. Step inside. 


FEAR ADDICTED, DANGER ILLUSTRATED 


Use your Witcher Senses to look the inhabitants of 
this cottage up and down. The perpetrator is in the 
bedroom behind the fireplace, propped up against а 
wall. Use your senses to double-check the drowner 
marks on his arm. 


warf blacksmith in the center-north of the village. | 


This quest is accessible during Main Quest: Lilac and Gooseberries. Locate Willis the 


Willis the blacksmith of White Orchard is furious 
with one of his own townsfolk for razing his smithy 
to the ground, and seeks someone to investigate 
the culprit responsible. It could be anyone in White 
Orchard, but once you agree to help him, your clues 
lie in the bushes behind the forge, to the south. Use 
your Witcher Senses to discover the following 


|. OBJECTIVES: — 


This wretched fellow cracks under the lightest of interrogation, admitting to 
the crime, but reasoning that his hatred of dwarves somehow promulgates his 
* The shavings from a tinderbox, and boot prints cause. Napp offers some of his dead mum's gold if you don't turn him in. 


pom sarga pan At this point, you have two choices (at the end of the conversation with the 


arsonist). You can: 

| OBJECTIVE 

т * Ignore his pleas, drag him to Willis (using u Delusion Level 1, or beating him 
to the ground when he refuses), and claim your reward from the dwarf 


* Agree to his pleas, claiming your reward from the arsonist, letting him 
go with a warning, and return to the dwarf to let him know you couldn't find 
the culprit. 


The trall continues east 
into the orchards the 
town is named for, Aside 
from a urine-soaked 
tree, the footprints lead 
directly to the edge of a 
lake near the Woesong 
Bridge. Inspect the area 
near the small rock 
cluster to see where the 
arsonist took off his boots and waded into the water. 


In elther case, the quest concludes. 


Did you side with the arsonist? Then you might want to return to White Orchard 
later to see if that forge is still standing, Is that the smell of a burning forge in 
your nostrils? 


SECONDARY 
QUESTS 


POILER ALE! 


FAITHEUL FRIEND 


As you emerge from the White Orchard Tavern, a 
peasant is attempting to calm a rearing horse. Watch 
and the rider is jostled while the horse gallops off, 
usually across Woesong Bridge. Follow the trail 
across the bridge, to where a soldier is resting with 
the horse—now considerably less spooked. 


Related Quests: Main Quest: Something Ends, Something Begins (II) 
Locations: White Orchard, Woesong Bridge "E 
Characters: Peasant, Gulden's Master 

Enemies: None 


You can ask whether the fellow has been away long, Gvideny Master 
the side he was on when he fought, and tell him 

you can see the horse (named Gulden) is in good hands now that his owner has 
returned. A faithful friend is reunited with its master. The quest concludes, 


Something Begins (1). ] 


This quest is only accessible during the Epilogue of the Main Quest: Something Ends, 
س‎ — — 
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SECONDARY, QUESTS: VELEN: CROW PERCH 


QUESTING DECISIONS Unless otherwise stated, the Crow Perch quests are accessible during your exploration of Velen and Novigrad during Act 


DANGER ALERT 


DEADLY/CROSSING (1 


MIND THE GAPS: TROLL BRIDGE TOLL Locations: Mulbrydale, Lindenvale, Crookback Bog Orphans Village; 


At the bridges and river crossings of war-torn Velen, expect to encounter groups Crossroads, Troll Bridge pr 
of ne'er-do-wells. They can be hostile, so use diplomatic conversation choices, Characters: Looters, Bandits 
avoid them, or engage them Enemies: Looters, Bandits 


Recommanded Item: 50 Crowns, Axii Level 2 
* Atthe “Troll Bridge" on your map, you encounter a group of bandits ordering 
a toll to be paid. Your words speak louder than your actions, at least at first: 


» (50 Crowns) Pay the bandit, and cross the bridge. 
» (Axil Level 2) Flummox the bandits, and pass. 


» Introduce the three bandits to the pointy end of your steel sword. 
Then manually lower the bridge at the wooden winch. 


> DANGER ALERT SPOILER ALERT 


Locations: Blackbough, Duen Hen, Byways * The first (if you 
Characters: Peasant, Master Friedrich of Oxenfurt started this quest 
Enemies: Students (Vandals) in The Mire) is atop 
a small hill known 
as Duen Hen in 
ms province. 


Locate the peasant who requires your help at one of two different locations, 


| The junction of the road leading eastwards from Blackbough (shown), or the small Ute seeing yn 


hillside shrine of Duen Hen in The Mire (Secondary Quest: Defender of the Faith (0), Started this quest in 


page 382). Crow Perch) is 
— — — س‎ at the junction of the road leading eastwards from Blackbough. 


BLASPHEMERS! SHOULD ALL BE FLOGGED! * Te third shrine is in the very southwestern parts of Velen, southeast of the 
2 Byways signpost. 


| OBJECTIVES: 


Approach a ranting peasant woman on the hill 
known as Duen Hen, and listen to her diatribe 

It seems blasphemers (pox take them) profaned а 
shrine to Verna the Merciful. Agree to "fix" these 
shrines (by lifting the effigy 

of an old woman carved in wood to an upright 
position). There are three to find (in any order. 


When you reach the last shrine (in any order), it is being desicrated by a group 
of vandals lead by a flouncing philosopher. He firmly believes that religion is the 
opiate of the masses, and insists on vandalizing shrines. You can: 


* Agree to leave him to his stand against the old ways and intolerance. 
The quest then concludes. 


* Disagree with the dandy's methods, and tackle him and his three vandal 
cohorts. The quest then concludes. 


RONVID OF THE SMALL BRAIN 
| OBJECTIVE: | E EES 


An idiot with а deathwish stands at an intersection of dirt paths close to the 
bridge into Crow's Perch. He seeks to challenge you to a duel, babbles on about 
the honor of Maid Bilberry, and also the one hundred knights he wishes to slay in 
mortal combat. You're his first. Despite your best banter, the fight commences. 


It also stops abruptly after you inflict a few choice hits on Ronvid. Defiant even 
after an embarrassing display of swordplay, he heads on his way. Finish up any 
of the conversations as you wish (with a threat, or a promise). 


‘A few days later, you may stumble upon Ronvid again, just outside Novigrad 
(look around each of the gates). 


FOREFÁTHERS EVE 


A MAN WHO FEARS NO EVIL, 


THE PELLAR NEEDS... 


/. Head to Crow's Perch after completing Secondary Quest: А Towerful of Mice before 
Main Quest: Family Matters; or head outside Keira Metz's cottage (if you completed. 
Main Quest: Family Matters, and then Secondary Quest: A Towertul of Mice. 

The pellar should automatically stroll up to meet you. 


| OBJECTIVE: 


Soothsayer and friend of goats, the pellar 
approaches and requests your presence at a ritual 
that begins tonight on Fyke Isle. There are rites to 
conduct on Forefather's Eve, and you're hired to 
provide protection from the damned souls that may 
disrupt the ceremony. Agree to help, then journey to 
the standing stones on the southwestern part of the 
isle. An assembly of peasants is already enthralled 
by the pellar. You have one more chance to meditate 
‘and prepare for the battles to come. Then the ritual begins in earnest. 


NO TOLERATION FOR NECROMANCY 


| OBJECTIVE 


The Pellar 


While the pellar gesticulates, bring your sword to bear on a few drowners that 
attack from the edge of the circle that is closest to the lake. These five wet souls 
are backed up by a water hag. Be sure all are defeated, and draw them away 
from the pellar. Fight close to the water. Afterwards, the pellar summons old man 
Ambros from the flickering flames. 


SPOILER ALERT 


„б " 
Ronvid of the Small Marsh 


Now armed with shield and sword, he is ready for a rematch! Once again, 
he stops the combat and gives up after a few hits. 


Two days later, you may find Ronvid in Novigrad (check along the docks or harbor 
on the west side of the city). This time he isn't alone. There are two hired thugs 
with him to take you down, now he realizes you're a Witcher, You can: 


* Fight and kill them all 
( Delusion Level 2) Convince them they are tired and should go home. 


Afterward, this quest concludes. 


SPOILER ALERT K X 


After quite a conversation, 
you're about to witness 
further chatter between 
Pellar and ghost, when 

the ritual is interrupted. 
Not by monsters, but witch 
hunters. They want to put 
a stop to this necromancy 
in no uncertain terms. 

The pellar asks you to 
intervene. You have an important choice to make. You сап: 


de Tell the witch hunters to leave the pellar and peasant alone. Neither side can be 
reasoned with, and the witch hunters attack you. The next objective begins. 


de. Tell the pellar this is not your fight. The witch hunters move to disperse tho 
peasants, and the fire is snuffed out. The pellar is most dispondant at your 
actions, and the quest concludes. 


ALL IS GLOOM. WHAT BEINGS IN THE 
DARKESS LOOM? 


SECONDARY 
‘QUESTS 


OBJECTIVES: __ 


Cut the three witch hunters down so the ritual may continue. Alas, blood has 
been spilt on this hallowed ground, and the pellar is worried other malicious 
entities may appear. He's correct—prepare to defeat three incoming wraiths. 


Afterwards, it is clear the pellar is afraid of his father's ghost (especially as the 
wraiths referred to the death of Ambros as patricide). Agree to find the corpse of 
‘Ambros, and destroy this bond it has to the wraiths and the land of the living, 
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Swim or take a boat across the lake towards the marshes, and scout the edge of the bog, west of the Orphan Village. The corpse is in remarkably good condition (you 
сап see where the pellar smashed in his father's skull. Defeat any rotfiends roaming the area, use Igni to set the corpse ablaze, and dismiss the patriarchal specter 


homing in on the pellar. 


QUEST CONCLUSION: FOREFATHER'S GRIEVE 


[ OBJECTIVES: 


DANGER ALERT 


Location: Boatmakers’ Hut 
Characters: Trader 
Enemies: Bandits, Wolves 


DANGER ALERT 


Converging Quests: Main Quest: Bloody Baron (page 157) 
Location: Blackbough 

Characters: Old Woman, Lessy 

houls 


Enemies: 


LAYING AN OLD SPIRIT TO REST 


| OBJECT 


Locate an Old Woman 
standing by the 

bridge overlooking 

the pond just north of 
Blackbough. She only 
appears at night. She 
emplores you to find 
the grave of her old 
husband (Jackamar), 
and bring a stop to the 
hauntings she says she's been the victim of. 


DANGER ALERT 


THESE PEASANTS ARE REVOLTING 


Along the highways 
and byways of war- 
torn Velen, expect to 


and three horsemen. 


TROUBLESOME THUGGERY 


Take a stroll through the forested pathway that 
winds from the Boatmakers’ Hut to the southeast, 
south of Crow's Perch, and you may uncover a 
trader being attacked by three bandits. As you arrive, 
the trader turns out to be a bandit too—a ploy to 
trick any would-be heroes! Quickly slay each of 
them, and anynearby wolves. 


Head to the pellar's hut, close to the village of Blackbough, and speak to him. 
You may ask if he really slew his father, but your conversation ends positively, 
with the pellar agreeing to sell you any herbs and remedies you need, The quest 
now concludes 


ITEM: All Velen Merchants: Discount 


POILER ALERT 


Rid her of this specter by placing the ring she gives you on Jackamar's 
headstone. Something seems odd about this old dear (she's getting her battle 
dates wrong). 


Jackamar's grave is northwest of here, along the bank of the pond, and up into 
the woods, This leads to an unmarked cemetery, Dispatch the prowling ghouls, 
utilize your Witcher Senses to find the gravestone, and deposit the ring on it as 
requested. Use Keira's Magic Lamp at this point, and you can see the ghosts 
reunite with each other. 


OBJECTIVE: 


Head into Blackbough, and search for Lessy's hut. 
Speak to the old woman's grand-daughter, who has 
some startling revelations about her dear old gran, 
Then collect your inconsiderable reward. 


ITEM: Crowns 


SPOILER ALERT 


Location: Heatherton; Wolven Glade 
Characters: Peasants 
Enemies: Peasants, Ghouls 


encounter clusters of peasants, usually six in number (and sometimes with two on horseback), looting the 
corpses of the fallen. They are hostile, so avoid or engage them. 


‘Woodland Gang: The wooded path east of Heatherton, and northeast of the Wolven Glade. Expect five infantry, 


ОООО 


DANGER ALERT 


Locations: Crows’ Perch [Velenl, Clan Tordarroch Forge (Undvik), < 


VL 


Wolven Glade (Velen) 
Characters: Fergus, Yoana, General Harmon aep Groenekan, 
Baron's Quartermaster 
lock Troll, Bandits, Archgriffin 


Fergus, a dwarf and 
supposed master 
craftsman with all types 
of armor, has a forge 
within the walls of 
Crows’ Perch in Velen. 
Head there and speak 
with him. Even though 
you can request that 

he make you some 
armor, you're here looking for a “master armorer.” Speak about a durable and 
lightweight suit, and Fergus reckons it's impossible to make. 


But his helper, Yoana, pipes up that the folk of Clan Tordarroch (on the isle of 
Undvik) have the tools to make such a piece. Fergus reprimands her for talking 
to the customers again. Despite this, Yoana describes where such tools can be 
found—in a cave on the north side of the isle. 


4 SAIL 


I@TO'SKELLIGE 

Fool free to complete other quests closer to your current vicinity И you wish, since 
the ocean trek to Undvik (one of the isles on the western side of Skellige) can take 
‘a while, The optimal time to visit is during Secondary Quest: The Lord of Undvik 
(page 226). 


TOOLS OF THE TORDARROCH CLAN 


| OBJECTIVE 


The trek to Undvik is perilous, and should be undertaken once you've visited 
Kaer Trolde with Yennefer, as part of the Main Quest. Once you're free to explore, 
set sail for Undvik itself, mooring your boat at the Marlin Coast marker. From 
there, you have a lengthy hike, which follows the path (exactly) that you take 
during Secondary Quest: The Lord of Undvik: 


© Venture along the coast to the northwest, to the ship's graveyard. 


• Find a winding cliffside path heading roughly southwest, then leads you 
across various small bridges to a massive giant's ship. 


* Venture past the ship, then to Hjalmar's Camp, and work your way across 
the heath to the abandoned village of Urskar, on the southwest shore of the 
central lake (see previous picture). 


DANGER ALERT 


From Urskar, trek up 
and into a slit-like 
cave opening, and a 
subterranean cave 
system. Take a long 
drop into a low pool, 
then work your way 
up the caverns and 
tunnels, until you 
reach a mountain-top 
ruin—the Clan Tordarroch Forge. When you're here, admire the view near the old 
ballista (see previous picture). 


AN ALTERN. 


TE ROUTE 


M you're foolhardy, you can try approaching from the snowy pathways from the 
Dorve Ruins to the east, although hiking away from the paths can result in a slip and 
tumble to your death. 


With the vista ahead. 
of you, turn to the 
left, so you're facing 
southwest (roughly), 
and you should see 
an unexplored cave 
opening. Go inside, 
and prepare to defeat 
a rock troll. Approach 
the hearth, using your 
Witcher Senses to find a chest just to the right of the stone mantle, where you 
gather the smithing tools Yoana mentioned. 


OBJECTIVE 


Now return back to Velen, to Crows’ Perch, and finally to the forge of Fergus. Tell 
him you have his tools. You're about to negotiate some payment, when a high- 
ranking Nilfgaardian officier (General Groenekan himself) arrives, dismounts, and 
asks the dwarf about a custom-made set of armor, They go inside to discuss, 
leaving you with an exasperated Yoana, Speak with her, and you discover she's 
the one with the talent (and clan hereditary), while Fergus can't even shoe a 
horse. 
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* Agree to help Yoana demonstrate her prowess by helping her build a set 
of armor that will out-perform the one that Fergus is constructing for the 
general. For this, she requires some acid from a draconic griffin—specifically 
the one seen north of Crows’ Perch. If you actually have some, you can hand 
it to her now, and skip the following contract. 


SPOILER ALERT X 


CONTRACT: COMPONENTS FOR AN ARMC RER 


Related Quests: Master Master Master Master! 
Locations: Crow's Perch 

Characters: Yoana, Quartermaster 

Enemies: Archgriffin, Bandits 


ACCESSING ARCHGRIFFIN ACID 


1 OBJECTIVES 
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Track this fabled beast 
to a partly wooded area 
north of Crows’ Perch, 
and just north of the 
Wolven Glade marker. 
Find the road through 
the northern part of the 
woods, usually where 

а group of bandits are 
hanging out. Introduce 
them to the sharp end of your sword, before inspecting the area with your 
Witcher Senses tingling: 


* There's evidence of bloody body parts and claw prints by the road. 


* An archgriffin feather is found on the hillside pasture, roughly north, as you 
exit the edge of the woods. 


The nest itself is at the top of the hillock, and after a lengthy wing-clipping, 
you should bring this beast down with a thud and cut out the necessary 
Ingredients for Yoana. 


ITEMS: Quest 
Ingres 


Archgriffin Acid Glan 
ts: Archgriffin Pancreas, 


riffin Trophy 
riffin Feathers 


VING THEARCHC FIN'SOMEGRIEF 


Consult the Bestiary to gain insight into this creature, И combat isn't going your way. 
The archgriffin is vulnerable to the following: 


Grapeshot Bomb Hybrid Oi Aard 


| OBJECTIVE 


Now you have the acid gland, be sure you cut off the griffin's head (the trophy), 
and return it to the Baron's quartermaster, who sells his wares on the left side of 
the archway within Crow's Perch, opposite Fergus and Yoana. He has a reward 
of crowns for proving you slew the archgriffin. The Contract part of this quest 
now concludes. 


ITEM: Crowns. 


| OBJECTIVE 


Back at Crows’ Perch, speak to Yoana (not Fergus) at the forge and hand over 
the acid. She applies it to her handiwork—a spectacular set of plate armor. 

The general arrives, and Fergus shows off his slightly less robust piece. Amid the 
Confusion and the general's consternation, it is agreed to test both sets of armor 
to see who is the real artisan. Agree to help Yoana again. 


Stand beside a hapless peasant the general has tasked with testing his armor 
(made by Fergus), while you stand clad in Yoana's best. The general notches his 
crossbow, and the peasant is brought down with the bolt. 


DANGER AL 


DLC / 


KO 


Related Quests: Contract: The Beast of Honorton, Secondary Questi 
Take What You Want 

Locations: Honorton (Unmarked), Roadside Shrine (Unmarked), Oreton 

Characters: Millie, Witcher Gaetan, Auntie Lucy 

Enemies: Alghouls, Wolves 


NO HONOR IN HONORTON 


| OBJECTIVE 


There are signs of 
bloodletting everywhere 
in the hamlet of 
Honorton, and four main 
locations to study just 
what happened here. 
They can be approached 
in any order, and not all 
need to be studied: 


He'll live, but he's not impressed with the tin can he's wearing. The general fires 
at you, and as Yoana predicted, the bolt doesn't even leave a mark. 


The general proclaims the forge to belong to Yoana now, and a dejected Fergus 
heads off to stoke the fire. Yoana rewards you with a set of armor just for 
yourself; simply return to her in one day to claim it. The quest now concludes. 


ITEM: (Quest Item]; Witch Hunter's Armor 


Yoana can forge the highest quality armor for you from this location, so take 
Ка — ОМЕН 


WHERE EHECAT AND WOLF PLAY, 


Use your Witcher Senses to find specific areas of interest: 


* In the middle of the village lies a body tom apart, but the man was dead before the 
Necrophages slashed at it 


‘Northwest hut: Outside is a dog, sliced open defending its owner. 


* Northwest hut: Inside, is a corpse who died quickly without putting up а fight 
Sliced expertly. 


* Northeast cottage: Inside, a woman lies slumped against a wall with sword wounds. 


» Northeast cottage: In the fancy study (someone is well-off for a Velen) lies a Leshen's 
head, chopped off with a sharp knife. 

* Northeast cottage: The stove fire is still buming, indicating this massacre 
happened recently 

* Southwest Hut: A woman lies inside this hut, Killed without mercy. 

South stable bam: Outside is a corpse with shallow cuts; each hit an artery. Nearby is 


a piece of splinterd wood. Watch for another Alghoul appearing from inside the bam, 
and two more approaching from the road to the south. 


* South stable bam: Inside on the straw floor is blood mixed with a concoction; а 
potion was taken. 


* South stable bam: A corpse in the comer with his arm severed above the elbow, and 
pitchfork (a dangerous close-quarter weapon). 


* South stable bam: In the rear stable is the slumped form of an importantman with a 
blade wound under his ribs. He is holding a silver chain he ripped from someone. 


SHORT-CHANGING THE BAD МАМ 


| OBJECTIVE 


Once you've inspected 
the corpse of the 
important man holding 
a silver chain, expect 
to see a small figure 
fleeing the area behind 
you. She drops а doll 
outside the stables; 

be sure to pick it up 

at the start of the trail 
of footprints. These continue through the small window of the southwest hut, 
and out the other side. Follow the trail a little ways into the woods, and locate 
the cowering urchin behind a large oak tree. The girl also appears when you 
investigate Leshen's head or body in the northwest hut. 


The girl (named Millie) claims you've cat eyes; "same as him!" but refuses to tell 
you what happened. You must win her trust in one of two ways. You can: 


(i Delusion level 1) You can tell her to calm down and tell you what 
happened. 


* (Doll) You can hand her the doll she dropped. She calms down after being 
reunited with Master Freckleface. 


The gin tells of an argument between “the bad man" and her uncle Sobermir 
after the Witcher agreed to slay some spook that haunted the woods. After 
returning with the spook's head, there was an argument in the stables barn, 
and screaming. Then followed the massacre; everyone was slain by the Witcher, 
including the girl's mum and brother. She also hands you a medallion she found 
in the hay. You agree to take the girl to her auntie Lucy in Oreton. But first, you 
must deal with this wayward Witcher. 


TWELVE CROWNS BUYS YOU A MASSACRE 


| OBJECTIVES 


The tracks begin in a stone circle northeast of 
Honorton. Head there, examine the area with your 
Witcher Senses, and discover some barely-visible 
footprints. Your objective updates. Follow the School 
of the Cat Witcher’s tracks northeast to a rough 
road (expect wolves in the vicinity). Examine the 
road itself; there's fresh blood so he must be close 
Continue northwest to a path leading to a roadside 
shrine where the Witcher murderer Gaetan is sitting. 
Approach him wearing Feline armor, and he has a special question for you. 


Gaetan is clutching his ribs. He seems wounded but in good enough spirits to 
engage in slightly sardonic banter with you. Answer him as you wish, as he 
explains his actions. Having been short-changed by the ealdorman, he was led to 
the barn (on pretence of payment) where he was stabbed with a pitchfork. Then 
he lost his temper. What now? After optionally learning why he spared the girl, 
you have a choice. You can: 


> Choose “godspeed” and let Gaetan be on his way. You earned your nickname for 
good reason, so you can understand Gaetan's actions. Gaetan seems a little taken 
aback. Secondary Quest: Take What You Want now begins, and Gaetan returns to 
the Witcher's Path. The objective to escort the girl to Oreton now begins. 


> Choose “prepare to fight" after listening to Gaetan, or choose “you need to die" 
without even a chat, and Gaetan won't get away with this loss of composure. Gaetan 
consigns himself to we fight, and hopes you'll allow him a dose \of Swallow? 


A CORNERED CAT FIGHT 


# M you gave Gaetan 
a chance to drink 
Swallow, he laughs 
at your idiocy, throws 
a concoction at you, 
blinding you for a full 
minute as the battle 
starts, and you must 
attack in darkness. This 
makes the battle alittle 
more tense. 


# M you told Gaetan “no chance," combat continues as normal. 


Gaetan is quick, and poses a special threat as he can utilize Igni, Aard, and Quen. 
Your best action is to parry his attacks (as he's a little too aggressive), then 
countering them until you eventually drop him. Any preferred plan for dealing 
with human foes is also advisable, and aggressive Signs are also worth a shot. 
After the slaying, inspect Gaetan's corpse for a common silver sword, and the 
following special weapon: 


ITEM: Teigr [Steel Sword) 


LITTLE GIRL LOST 


| OBJECTIVE 


Dash back to Honorton, and find the girl still cowering behind her tree. 
Agree to lead her over to Oreton (she can sit on your shoulders if she wants). 
You arrive in Oreton automatically, and speak to Millie's aunt Lucy about the 
tyke's predicament. Answer Lucy as you wish. Lucy can take her in, but the 
peasant woman has little to give her except bark soup. 


Answer her: 
* (40 Crowns) With a donation to feed her own brood, as well as Millie. 
* That times are tough, and she'll have to forage a bit harder. 


After that, the quest concludes. Feel free to return here to visit Millie. If you've 
been kind to her; you're likely to find her close to the Notice Board in Oreton. 


LITTLE C 


L LOST (PERMANENTLY) 


SECONDARY 
‘QUESTS 


Beware! You made a promise to the girl in Honorton to successfully escort her to. 
Oreton, Ignore this objective, and complete Secondary Quest: Take What You want 
first, and the giri succumbs to wild animals (or worse), and dies in Honorton while. 
waiting for you. Hasn't she suffered enough, you reprobate? 


an 
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0007 SECONDARY 


Related Quests: Contract: The Beast of Honorton, Secondary Quest; 
Where the Cat and Wolf Play... 

Locations: Roadside Shrine (Unmarked), Oreton 

Characters: Witcher Gaetan 

Enemies: Bandits 


i 
This Quest starts automatically if you spare the life of Witcher Gaetan towards the 


‘end of Secondary Quest: Where the Cat and Wolf Play... ` 


DANGER ALERT 


North of Midcopse, and 
in the woods due north 
of Keira Metz's hut, is a 
forested glade with an 
old oak tree. Approach 
the cluster of rocks 
close by, where you may 
encounter a group of 
three bandits inspecting 
a hole in the ground. 
After Bandit slaughter, check that area too; it's a tunnel down to the stash itself. 
Inside is a cot, a group of three wall trophies (of a foglet, ghoul, and grave hag) to 
inspect, and a chest containing the following rewards. As the quest title suggests, 
take what you want. The quest concludes when you open Gaetan's chest. 


ITEMS: Crowns (250], Sword] 


_ WILD АТ НЕАКТ 


Locations: Crow's Perch; Blackbough; Isolated Shack 
Characters: Niellen, Margaret, Glenna, Blacksmith, Hanna 


Enemies: Nekker, Wolf, Bear, Werewolf 


A BLEAK LOOKOUT IN BLACKBOUGH 


| OBJECTIVES 


Read a Nolice Board 
(such as the one at 
Crow's Perch) and 
look for a missive 
from a local hunter 
named Niellen, whose 
wife Hanna has gone 
missing. He's beside 
himself with worry 
Canter on over to the village of Blackbough, find Niellen (he's usually standing 
outside his cabin), and speak with him. 


Niellen's story matches the one he pinned to the Notice Board, but your talk is 
interrupted by Margaret (Niellens sister-in-law) who mentions a friendship with 
the butcher's wife. You now have two objectives: 


OBJECTIVES 


Start with an 
interrogation of the 
villagers. The chicken- 
plucking Glenna is only 
a fence-hop away. 

Ask about Hanna 

and Glenna reckons 
she was a cheerful T 
sort, but probably got 

eaten by wolves (or howlers) while picking mushrooms. Now head over to the 
blacksmith’s, where your conversation yields results from the blacksmith's 
children (who Hanna minded from time to time) the boy swears he saw Hanna 
enter the woods with another woman. 


Blacksmith 


TORN TO PIECES 


Now enter the woods to the northwest of Blackbough. Expect pockets of wild 
nekkers and wolves to dispatch. Once you reach the objective area, you can find 
а pack of wolves surrounding a corpse that could be а clue. However, once you 
dispatch the wolves to clear the way for the investigation, Margaret suddenly 
interrupts your search. She pleads with you to end the search and lie to Niellen 
that his wife is dead. You have two opportunities to agree to this. You can: 


* Agree, receive 55 crowns from Margaret, return to Niellen and lie to him 
regarding his wife's fate, and receive an additional 10 crowns. 


* Agree, receive 55 crowns from Margaret, and continue to complete this quest 


ITEM: Crowns 


* Refuse, receive a verbal tongue-lashing as Margaret walks off, and continue 
your woodland search 


Slightly southwest of the center of the objective area is a grim discovery; the. 
rotting corpse of Hanna who has been literally torn to pieces. Close by is the 
body of a dog; examine that to see long cuts made with lengthy claws, Note the 
claw marks on the ground around the dead dog, too. You know what made 
these lacerations. 


OBIECTIVE 


Near to the dead dog are 
paw marks near an upright 
stone where the werewolf 
climbed a tree. Close by is 
a tuft of fur, and a stench 
you can follow through the 
woods. Look up with your 
Witcher Senses as you spot 
the scent moving through 
the tree branches, and 
track it back to the ground, eventually finding some shredded clothing. While this 
is happening, expect to encounter more wolves and a bear. 


Look northwest from the discarded clothes, and find the hunter's quarters 
(Isolated Shack signpost), and enter the premises. On a bed are some Mysterious 
Notes. Read them to confirm your suspicions of werewolf activity. 


ITEM: Quest Item: Mysterious Notes 


Now exit and inspect some freshly-dried blood to the side of the structure. Venture A wolf charges you, followed by the fearsome werewolf himself! Begin combat with 
under the property, to a hidden cave with a door you need to smash open using Aard. ^ this lycanthrope, whittling his health down to almost naught. As you're about to 
inflict a killing blow, a shrill voice interrupts you. It's Margaret, again! 
END: A LYCANTHROPELESS ROMANTIC Е 
levelations abound: It seems the werewolf is Niellen himself! Furthermore, it 
‘OBJECTIVES: seems Margrit has become besotted with Niellen—to such an extent that she 
FSGS E lured her own sister to a savage demise by the claws of her own husband! And 


now no one сап stop her love of Niellen. Well, except for you and the hairy beast 
you've brought to heel. Conclude this quest with an important choice. You can: 


Enter the cave, and 
follow the tunnel until 

it opens up into a large 
cavern. If you arrived 
during daylight hours, 
meditate until nightfall 
Meditate inside the cave, 
and the wolves (and 
werewolf) approach 
from the outside. 


* Kill Niellen the werewolf, stopping him from murdering the (insane) Margaret, 
leaving her to flee. 


* Leave Niellen the werewolf, who slays Margaret despite her protests of love, 
before turning on you. Niellen will follow you, and plead you put an end to 
his suffering 


Either way, you get a reward. You a key from Niellen's corpse. This opens a chest 
inside the Isolated Hut, for an additional (random) гемага— a diagram and other 
goods. There are notes in the hut too, revealing the true horrors of lycanthropy. 


ITEMS: Quest Items: Niellen's Key, Mysterious Not 


SECONDARY. QUEST LEN: MUDPLOUGH 


QUESTING DECISIONS me Mudplough quest is accessible during your exploration of Velen and Novigrad during Act I. 


HARASSING A TROLL 
BOTHERING BORIS: ZOUP-ALA-CORPSE Travel into the thick forested undergrowth heading northwest from the Inn at the 


Crossroads. Close to the river bank is a small collection of rocks, a campfire, and 
Locations: Inn at the Crossroads, Boris’ Troll Camp a larger collection of five nekkers intent on swarming over a hapless rock troll 
Characters: Boris Î soin in the fray, and slay all of the nekkers. 


Enemies: Nekkers 


Afterwards, Boris informs you that his culinary tastes (nekker soup) may have 
influenced the attack. No matter, you are gifted a small prize (which could be 

anything from herbs, other junk items, or even an elf head, which elects some 
additional surprising chatter from you) and the quest concludes. 


ITEMS: 


Trot 


Surprise 


DLC) 


DANGER ALERT POILER ALERT 


AT THE MERCY OF STRANGERS 


SECONDARY 
QUESTS 


Locations: Mulbrydale, Inn at the Crossroads 
Characters: John Verdun 
Enemies: Drowners, Wolves 


John Verdun 


You can: 


Head towards the shouts near the riverbank, ideally while running down the hill © Une him, and he thanks you, but has no coin to give you. 
heading west from Mulbrydale. Unleash your might against three drowners in 
the area (and any wolves you may attract further up the road), and head down to 
meet the source of the screaming 


* Or leave him to the drowners, and walk away. Return in a day or so to find his 
corpse, and more drowners to slay. 


Either choice concludes the quest. If you help him, he appears north of the Pontar 
river (northwest of the Border Post), where he found the refugees that left him for 
dead. Accept a reward from him, or fight him and his new friends. 


John Verdun is a soldier whose army was smashed to bits by the Black Ones. 
He escaped, but was tied up and left to die when the villagers he ran with found 
out about his desertion. 


373 


374 


SPOILER ALERT 


BIETER HARVEST 


* Occasionally dart to the east and stop a few marauding bandits (some on 
horseback), but don't stay away too long. You will hear the monstrous growls 
Whenever the ghouls approach. 


Locations: Border Post, Scavenger Camp 
Characters: Albin Hart 
Enemies: Ghouls, Alghouls, Bandits 


© Periodically inspect the objective area perimeter, and always Keep an eye on 
your minimap for moving targets you might not have seen visually, 


* Expect to slaughter around a dozen foes before your job is done. 


This quest is also part of Secondary Quests: Fake Papers (page 375) and Thou Shalt 
Но! Pass (page 377). You may wish to start either of those quests first. 
— — ——— 


The horrors of battle are on display in the boggy 
ground south of Halver Isle. But the rotting corpses 
and prowling ghouls haven't stopped a plucky 
band of scavengers from combing the remains of 
the slain. Clear the immediate area of enemies, 
and then go speak to Albin Hart, the scavenger 
supervisor, Agree to protect his peasant brethren 
from monsters as they pick the loot from the fallen, Albin Hart 


OBJECTIVE 


Once a dozen or so enemy monsters have fallen to your blades and magic, 
return to Albin and collect your share of the loot. 
* Position yourself on the southern slopes to intercept the monsters when they 


inevitably arrive. If they get a whiff of the scared peasants, they may choose HAVE A HART! 
to attack them instead. 


If you fail to protect Albin, you may not be able to purchase the fake papers in 
Secondary Quest: Fake Papers. 


* Spend most of your time slaying the ghouls (and alghouls) attacking from the 
southern slopes at the edge of the woods. 


ITEM jo Crowns: 


ling on how many scavengers survi 


DANGER ALERT SPOILE 


_CARAVAN ATTACK 


Locate the caravan 
heading along the Location: Marauder's Bridge 


dirt pathways near Characters: Caravaneers 


the ponds, west of Enemies: Bandits 


Marauder's Bridge 
Sounds of commotion ЕУ 
from up ahead force you 

to interject in a fight between two caravaneers and a group of five bandits, Slay the fellows fighting the 
caravaneers, then speak to the traders, learning their hiring methods are somewhat suspect. Despite their 
impoverished state, they share a reward with you as the quest concludes, Seven days later, the surviving 
merchant appears at Crow's Perch, selling goods as a new merchant. 


DANGER ALERT SPOILE 


: Nitfgaardian Soldiers 
Enemies: Looters, Bandits 
Recommanded Item: 525 Crowns 


MIND THE GAPS: BRIDGE LOOTERS 


At the bridges and river crossings of war-torn Velen, expect to encounter groups. 
of ne'er-do-wells, looting the corpses of the fallen, or guarding valuables of some 
note. They can be hostile, so use diplomatic conversation choices, avoid them, 

‘or engage them. 


Bridge Looters: A couple of looters are sifting through the corpses of the fallen 
red army at the long wooden river bridge south and a little west of Mulbrydale, 


and north of Lindenvale. They've found a weapon they want to sell. You can: ITEM: Weapon: Mourner 


* (525 Crowns) Pay them and take the Mourner. 


* Refuse, and be on your way, 


OQ DANGER ALERT 


Location: Codgers' Quarry 
Characters: Elven Victim 
Enemies: Bandits 


CA'HBRI LE! HELP! 


| OBJECTIVES: 


DANGER ALERT 


Locations: Border Post, Scavenger Camp 
Characters: Money Trader, Albin Hart 
Enemies: Alghouls, Ghouls, Bandits 
Recommended Items: 50-100 Crowns 


OBJECTIVES 


LO QUESTING FRH 


|| This quest is also part of Secondary Quests: Bitter Harvest (page 374) and 
| Thou Shalt Not Pass (page 377). You may read up on those quests as well. 
— Шанел 


Shady Merchant 


Just south of the river, close to the Redanian Border Post, is a reasonably bustling 
refugee camp. Locate the shady merchant close to а campfire, and speak to the 
him here. He explains that the Redanians hold all the fords that cross the Pontar 
(including the entrance to Oxenfurt), but a pass will get you through. 


DEATH BY FIRE 


On the pathway around the rim of Codger's Quarry (to the west) you should see 
smoke, and a burning cottage with a group of bandits standing outside it. They 
aren't receptive to reason, so you're left with the following choices: 


* Ignoring the situation. 


* Slaughtering four foes before the elf they've trapped inside the structure 
is burned alive. Free the elf, and she assists with your combat against the 
bandits, using a bow. 


* Speaking to the bandits and choosing not to get involved before using Aard to 
remove the blockade, releasing the elf who assists you with a bow. 


Break into the structure with Aard, and the elf will pick up a bow and help you 
Speak to the elf who was about to be burned alive by these thugs. But don't 
half-listen to her thanks because she mentions a hollowed-out stump behind the 
house where her valuables are hidden. You may take whatever you wish from it 
as the quest concludes. 


ITEM: 200 Orens 


You can: 


* (100 Crowns) Pay the man an exhorbitant fee for a pass, concluding 
this quest. 


• Ask to go lower, and the trader tells you that his brother runs a business 
picking through the battlefields to the southeast, but he's constantly bothered 
by monsters. You help him, and he'll help you with a discount. At this point, 
you can: 


» (Axi Delusion Level 1) Mention there's another way, and flummox the 
trader with Axii. He agrees to a cut-rate pass for 50 crowns, and the 
quest concludes. 


» Agree to help the merchant's brother, Albin Hart (as shown). At this. 
point, expect one of two occurrences: 


» The objective appears, and you may head to the battlefield south 
of Halver Isle, and east of the Scavenger Camp. Albin's quest is 
actually Secondary Quest: Bitter Harvest (page 374). Finish this. 
quest (defending the scavengers’ grounds from alghouls, ghouls 
and bandits), and return to the shady merchant. 


» If you've already met Albin Hart and completed Secondary Quest: 
Bitter Harvest successfully, you can let the merchant know, and he 
drops his price accordingly. 


Í 

» If you fail (or already failed) Secondary Quest: Bitter Harvest, the shady 11 
merchant is upset at the loss of his brother-in-law, and refuses to sell 
you the pass. This happens whether you succeed or not in Secondary 
Quest: Bitter Harvest, if Albin dies, 


» If you tell him you ran into his brother-in-law but refused to help, 
the shady merchant does not lower his price. 


ITEM: Quest item: Transit Pass 


END: BITTER HARVEST 


EP 
ЁБ 
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BURNING THE DEAD OF MULBRYDALE 


Encounter a priest of Eternal Fire, flanked by 
two guards along the cart road running west of 
Mulbrydale. For a mixture of condescension and 
pomposity, speak to the priest, who also has a task 
for you—to rid the battlefield of necrophages, foul 
beasts that seek to feast on the rotting. You're given 
some holy oils to douse three charnel pits, and sent 
оп your way. 


Location: Mulbrydale, Border Post 
Characters: Priest of Eternal Fire, Titus Gielas 
Enemies: Ghouls, Rotfiends, Priest's Guards 


BURNING DESIRES 
The pits can be approached in any order. The following route is optimal. 


Pit #1 is a short dash southwest of your current position. The smell is terrible, 


but the combat techniques of the rotfiend lurking here may hinder you. Once the 
foe is dispatched, approach the corpses near the cart, "use" to sprinkle the oil on 


them, and light the pit up with Igni. 


DANGER ALERT 


FUNERAL PY RES 


Pit #2 is a run northwards 
of the first pit, over the hill 
and down into thicketed 
woodland, southeast of the 
Scavenger Camp. Defeat 
the family of four ghouls 
before you sprinkle, then 
set the pit on fire. 


Pit #3 is a horse ride away 
to the southeast, or a 
shorter gallop northwest 

if you Fast Travel to the 
Louis Ferry Station along 
the river bank. As you 
approach, a pack of ghouls 
is facing down a masked 
assailant. Jump in to help, 
and afterwards Titus Gielas 
speaks to you. This thief 
and fisstech dealer was left to die in this pit after being double-crossed by one 
of his buyers. The priest who hired you in the first place! Finish your pit burning, 
leaving Titus to wander away. 


END: BRIBERY AND INCORRUPTION 


| OBJECTIVE 


The priest and his bodyguards (now known fisstech users and ne et- o wells) 
have moved and are along the northern river bank southeast of the Border Post. 
Approach the priest, and let him know the following: 


* His mission has been completed. There's no talk of the Priest's more nefarious 
activities, as the quest concludes. 


* |f you spoke to Titus about the "priest", you mention it now. You're then 
bribed to keep quiet. You can accept the 200 crowns, or fight the priest 
and his two guards (taking the crowns from his corpse afterward). The quest 
then concludes. 


SPOILER ALERT 


GHOULISH GATHERERS 


Location: Codger's Quarry 
Characters: Peasants 


Enemies: Ghouls 


Along the highways and byways of war-torn Velen, expect to encounter clusters 
of peasants, usually six in number (and sometimes with two on horseback), 
looting the corpses of the fallen. They are hostile, so avoid or engage them. Find 
them at the inactive Codger's Quarry, where an initially gruff chat turns into a 
pleading for help against four ghouls. 


CANINE CUISINE 


The toll of the war is seen everywhere, including the ruined remains of a farmer's 
Cottage on the path between the Inn at the Crossroads and the Border Post. 
Inspect the campfire here, where a wild dog is howling by the bones of its more 
domesticated cousin. Slay the dog, then use your Witcher Senses to inspect the 
dead dog. It has been roasted. 


Voices can be heart from the cottage. Approach the door and you coax four 
children outside, who haven't eaten for days. Ignore them, or hand them food or 
money, and you're rewarded with a child's toy and a book. 


DANGER ALERT 


Locations: Oxenfurt, Western Gate, Border Post 
Characters: Redanian Soldiers, Shady Merchant 
Enemies: None 


KING RADOVID'S SEAL 


OBJECTIVE 


The bridges across 
Pontar River are both 
closed, and heavily 
guarded by Redanian 
troops after the recent 
war. Whether you're 
trying to head through 
the Western Gate into 
Oxenfurt (first picture), 
or you're trekking 
through the mud and human misery to access the Border Post in Velen (second 
picture). You cannot use the main thoroughfares (though swimming across is 
possible, but beware of archers). Speak to one of the soldiers on the border, and 
they tell you a pass is required for safe passage 


PPO QUESTING DECISIONS STS/HMHe ў 


|| This Quest is also part of Secondary Quests: Fake Papers (page 375) and Bitter 
{ Harvest (page 374). You may read ир on those quests as well. 


DANGER ALERT 


Locations: Oxenfurt Port, White Eagle Camp 
Characters: Rock Troll 
Enemies: None 


THE VOLUNTEER 


SPOILER ALERT 


‘Money Trader 


Journey to the refugee camp, and wade through the human flotsam to locate 
the shady merchant—a man shouting that he's able to provide such a pass 

for a fee. At this point, Secondary Quest: Fake Papers begins. Consult that quest 
(see page 375) for options on obtaining the pass. 


END: EVERYTHING'S IN ORDER 


Once you have your pass to hand, bring up your World Map, and note the two 
areas (Oxenfurt's Western Gate, and the Border Post) that can be accessed. 
Approach the border soldiers, show them your pass, and after a bit of banter, 
you're allowed through. The quest concludes. 


OBJECTIVE 


ITEM: Quest Item: Transit Pass 


It seems Berto Bertolomiu, Captain of the Oxenfurt Garrison, has left a warning 
note entitled "Beware of Trolls!" on the Notice Board in the Whitebridge district 
(north) of Oxenfurt. Read it (or simply stumble upon the troll itself), and begin a 
search of the area. This involves boating or swimming across the Pontar River, 
heading westwards to a cluster of low-lying islands. Soon you'll stumble across 
a makeshift camp of wrecked boats and other flotsam, and a rock troll singing a 
Redanian marching tune. 


SECONDARY 
QUESTS 


377 


378 


‘Speak to the lumbering brute, and you'll discover he was hired by the Redanians 
to watch their boats. He's been eating those that venture too close to his lair, and 
by the end of the conversation, you can: 


* Choose a violent end and slaughter the troll, fulfilling the request of the 
guard captain. 


* Agree to find some red and white paint, so the troll (if you're understanding 
the half-gibberish he spouts) can mark this lair as a Redanian colony. 


END: BEAUTIFOO, PRETTY BIRDO 


Return to Oxenfurt on your search for paint. You are fortunate that the General 
Store in Whitebridge (across from the Notice Board) in the north of the city has the 
paint you need. Speak to the store owner, and purchase it (during daylight hours). 


Make a return journey to the troll's camp, and present the paint. The troll hopes 
you can use your not-considerable painting talents to daub the insignia (which 

must be chicken based) onto one of the ruined boats. You duly oblige, or let the 
troll paint the insignia and are justly rewarded with something hilarious daubed 
оп the camp wall, as the quest concludes. 


Unless otherwise stated, The Descent quests are accessible during your e; 


Locations: Lurtch, Hog Hut (Unmarked) 
Characters: Yontek, Yagoda (Pig), Igor, Klaus 
Enemies: Bandits, Wolves, Nekkers 


GOING THE WHOLE HOG 


| OBJECTIVES: — 


un by visiting the village of Lurtch, in the Descent territory in northern Velen. 
| 


Along the northern 
road within The 
Descent territory of 
northern Velen, lies the 
settlement of lunch. 
with its landmark 
windmill, As you arrive, 
there's some commotion 
аз a trio of bandits аге 
spit-roasting a pig, 
much to the chagrin of a local named Yontek. The fellow is shouting something 
about them cooking “Yagoda.” While it's normal to name your pigs, something 
seems off. No matter whether you try some meat, or leave well enough alone, 
the bandits take exception to you, and these wazzacks must be defeated 


Afterward, speak to Yontek. It soon becomes apparent that "village idiot" might 
be too kind a description for this simpleton. He's babbling about two of his 
villagers (Klaus and Igor) going missing, all took by the piggy magic. 

He maintains all the other inhabitants are present and correct. Agree to check 
on the other pigs in lunch 


You won't find the 
pigs in a sty; they are 
clustered inside the 
three village huts, 
though you only need 
inspect one set of 
swine. Step up to any 
pig, and examine it 
Though the animal 
seems ordinary, your 
medallion is vibrating like mad. Yontek was correct; these are enchanted in some 
way. Return and speak to Yontek again; he seems slightly evasive, but does 
mention “sorcery” turned them. He also produces а key to open the “hog hut," 
where the villagers were apparently transformed, After optionally asking where 
he got the key, set off to search for further evidence at the hog hut. 


I THINK, THEREFORE | HAM 


OBJEC TIVE SR 


Roughly east and a little south of Lurtch, across the undulating grassland, is a 
cave cut into the hillside. Three bandits are waiting to greet you at the entrance. 
Make short work of them, then venture into the cave tunnel. Pass the corpse of a 
bear, and listen for a second trio of bandits attempting to break through a walled- 
up archway. They aren't interested in helping your cause, so wet your steel blade 
with their blood. Inspect the stone wall; use the key and it disappears, revealing 
а magical barrier that opens up into the interior of a strange temple. 


OBJECTIVES:_ 


Progress slowly down the temple tunnel, stooping 
1o examine the floor with your Witcher Senses to 
uncover the following: 


œ Markings to indicate a lot of people came through 
here, carrying something heavy 


* Something was dragged out of here. 


* A set of clothing stained with grass; this must 
belong to the village herbalist, Igor 


* A pig. Through rudimentary snorts, you manage to strike up a conversation 
with the animal, and discover it to be Igor, the village herbalist! 


Further into the chamber is a sunken altar surrounded by statues of swine 
The largest of these statues peers down into a giant omate offering container, 
which seems to have been stripped of ай its gold and valuables; there's only а 
single coin left 


Return and converse with the pig, Answer as you wish, and you formulate an 
idea of what happened. Of course, to prove the greedy villagers of Lurtch were 
cursed for stealing from this shrine, you need to confirm your suspicions with 
the idiot Yontek. 


BRINGING HOME THE BACON 
| OBJECTIVES: 


Locations: Lanka Estate, Reardon Manor 
Characters: 
Enemies: Ghouls 


Gert Borel 


GERT BORELS GOING TO GET BOILS 


| OBJECTIVES 


While traversing the trail high above the southern river bank, you may come 
across а group of ghouls attacking a fone man with a cart. After dispatching the 
fithly fiends, approach the man (Gert Borel) and speak with him about the piles of 
corpses he's been carrying on his cart. Choose any topics you wish, but with one 
firm opinion; you need to bum this cart, and the plague victims in the vicinity. 


Venture back to Lurtch, and before speaking to Yontek, quickly dash uphill to 
deliver a killing blow to a trio of wolves intent on eating the piggy villagers. Now 
speak to Yontek, inquiring why he wasn't cursed if you wish, and finally getting 
the whole story from him. Fortunately, he's hidden the stolen gold rather than 
selling it for a bag of magic beans. While he gathers the valuables, you're to 
round up the cursed pigs in front of the village windmill. 


Enter the three village huts indicated on your map, and cast Axil on any of the 
pigs inside. This effects all the swine within a single location, and then slowly 
waddle over to the ground near the windmill. Continue this another two times in 
the other huts, then move to the piggy congregation area and wait for Yontek. 


OBJECTIVES: 


After meeting Yontek and being assured he has the loot, start the process of 
chaperoning the nine pigs along the winding road down the road to the hog hut 
Fortunately, you only need to reach the crossroads at the bottom of the hill to 
succeed in this task. However, along the way, a group of Nekkers tumbles out 
of the undergrowth to snack on your herd. Be sure the herd doesn't suffer more 
than four deaths; watch for attacks from the right (east) and head them off early, 
as soon as the Nekkers appear. Expect six Nekkers to kill with speed; area-of- 
effect Signs are a help here. 


Back at the hog hut, the treasure is restored to the shrine, and the villagers are 
transformed back into their human form. Understandably, they're rather annoyed 
at Yontek, and plan something suitably violent for him. You can: 


# Choose to step in, prevent Yontek from being harmed, and tell the imbecile to 
be on his way. Naturally, he doesn't thank you, or give you anything close to a 
reward. The quest concludes. 


‘ Choose to leave Yontek's fate up to the villagers, and you receive a reward from 
them before the quest concludes. 


[210] 


ITEM: 100 crowns. 


SECONDARY 
QUESTS 


POILER ALERT 


Gert Borel 


Despite Gert's assurances he's immune to the plague ravaging the area, he 
agrees to let you torch his cart. Simply aim at it with Igni, and be on your way. 


A few days later itis possible to find Gert wandering the battlefields of southern 
Velen (near a burned-out settlement east of Reardon Manor), begging for death 
Despite his instance of immunity, he's come down with the black pox. You can 
end his suffering (staying and burning the wretch) if you wish 


379 


380 


Characters: Ealdorman of Lindenvale, Witcher [Charlatan] 
| Enemies: Ghouls, Wraiths 


THE LIAR OF LINDENVALE 


[| This quest is accessible five days after the events of Contract: The Merry Widow 


Uv 508). 


While striding through the village of Lindenvale, 

the ealdorman calls you all manner of offensive 
names, which is worth your while stopping and 
talking to him. He speaks of another Witcher, 

who drank the hamlet dry, rutted the ealdorman's 
daughter under his own roof no less, and departed 
to slay Lindenvale's cemetery monster. Agree to find 
this rascal for him £a 


— 


DANGER ALERT 


Location: Toderas 
Characters: Peasants 
Enemies: Peasants 


DANGER ALERT 


Locations: Benketham, Dragonsroot Cave 
Characters: Old Sage, Ithlinne 

Enemies: Ghouls 

Recommended Item: Food 


j OBJECTIVES: _ 


This quest is accessible during your exploration of Velen (No Man's Land). Locate the 
strange old sage in the village of Benkelham, in southeast Velen. 
— ل‎ 


SPOILER ALERT 


Head east out of the 
settlement, up the 
winding path to the 
top of the hill and look 
for the church amid 
the trees. Expect a 
couple of ghouls and 
two wraiths to thwart 
your search of the 
church grounds. After 
defeating them, use your Witcher Senses in and around the small church. a set of 
footprints leads to a stone coffin where a pathetic specimen of a man is lurking, 


END: CORPSE EATERS AND A FORNICATING FREAK 


This wretch freely admits to buying the medallion he wears from a travelling 
peddier, and pleads with you not to reveal him to be a fake. Two villagers arrive, 
allowing you to dish out the punishment you see fit. You can: 


• Tell the villagers it took two Witchers to slay the ghoul 
* Or, inform them exactly who this charlatan is. 

Then, you can decide the fate of the wannabe Witcher. 

• He can toil for the village elder for a year. 


* Не can be banished from the village forever. 


Once your choices are made, the quest concludes. 


SPOILER ALERT 


THESE PEASANTS ARE REVOLTING 


Along the highways and byways of war. om Velen, expect to encounter clusters 
of peasants, usually six in number (and sometimes with two on horseback), 
looting the corpses of the fallen. They are hostile, so avoid or engage them. 

Find them at the village of Toderas, where a brief conversation degenerates into 
mindless violence. Expect seven infantry. 


SPOILER ALERT 


Putfing on a pipe 
outside his cottage near 
the large windmill, the 
old sage of Benkelham 
(in the southeast) tells 
you he's seen your 
future plotted out in the 
stars, once you speak 
to him. You can ask how 
he came to obtain such 
magical powers (a rock 
to the head as a youth) 


Offer him some food 
(any edible ingredient. 
including raw meat), 
and you receive a 
foretelling: The old coot 
(sorry, sage) mumbles 
something about an 
endless cavern, the 
singing of a hymn of madness and despair, and the summoning of “that which 
is not dead, for it cannot die". You remark these are past experiences you've 
endured. To see the future, the sage requires some dragonsroot 


Journey southeast down the rolling hills, and around to a cave entrance 
overlooking the river banks. The cave entrance itself is ominous—piles of skulls 
and blood litter the earth. Enter the tunnel, following it into a dead-end cavern 
where around five ghouls are ready to pounce. Slaughter them. Then inspect the 
slumped corpses, and use your Witcher Senses to locate dragonsroot along one 
of the rock walls. 


ITEM: Quest i ragonsroot 


END: ESS'TUATH ESSE! 


[ OBJECTIVE 


Return to Benkelham. Hand over the root to the old sage, who returns 
with some startling predictions, possibly channeling the elven prophetess 
Ithlinne. Afterwards, the elder man plops down on his stool, exhausted, 
as the quest concludes. 


ECON DARYsQUESTS: VELEN: SPITFIRE BLUFFS 


G DECISION 


DANGER ALERT 


| OBJECTIVES: 


When your wanderings take you to the western part of this province, you may encounter a group of 
peasants who have taken a Nilfgaardian soldier hostage at the usually-desolate Hangman's Alley crossroads. 
After determining that the soldier was starving and poses no threat, your requests for leniency go 


unanswered. So it's up to you to: 


* Introduce these four peasants to the pointy end of your steel sword. Once combat is over, you quickly 


speak to the soldier, before you continue your wandering. 


* Leave the soldier to his fate—the Nilfgaardian joins the Hangman's Alley as а new, permanent resident. 


DANGER ALERT 


are accessible during your exploration of Velen and Novigrad during Act | 


Location: Hangman's Alley 
Characters: Nilfgaardian Soldier 
Enemies: Peasants 


LOVE'S @RUEL SNARES? 


Location: Condyle 
Characters: Peasant Girt 
Enemies: Wild Dogs 


LAMENT OF THE WEEPING WOMAN 


Northeast of Condyle, 

a tearful girl is weeping 
over her fiancé, who 
went to check on his 
snares but hasn't 
returned. Agree to help 
find him, head southeast 
into the wooded area. 
Use your Witcher 
Senses to uncover a 

set of footprints, and some barking noises in the distance. Follow them to the 
location of the fiancé—ripped apart by wild dogs. 


| OBJECTIVES 


Destroy the five hounds 
that are sniffing the 
corpse, and check the 
body—her beau is quite 
dead. Return to the girl 
with the bad news, 

Take or decline the 
funds she gives you, 
and dissuade her from 
retrieving the corpse as 
the quest concludes. 


SECONDARY 
‘QUESTS 


3e 


382 


SECONDARY. QUESTS: VELEN: THE MIRE 


QUESTI DECISIONS Unless otherwise stated, The Mire quests are accessible during your exploration of Velen and Novigrad during Act I. 


DANGER ALERT 


NOT JUST A MANGY MUTT 


| OBJECTIVES: —- p Location: Drudge 


Characters: Friendly Dog 
Enemies: Wolves, Bandits 


On the hilly road just northwest of Drudge, close to the north shores of the lake, you come across a small 
shrine with a pack of wolves attacking a lone dog. interject yourself (and your steel sword) and save the pup 
from the wolves. Afterward, the tame dog seems to want you to follow it. It also has a key sewn into its collar 
to take if you interact with it. 


Oblige the creature, and you head southeast down the hill, into Drudge, where four bandits should be cut 
down. Watch out, the dog may be killed during this fight! Open the door to the house the bandits were close 
to (right next to the signpost), and enter. here are loose floodboards to examine. You wedge up one of the 
boards, and discover a hidden trove; with orens, crowns, and a chest (containing a diary and valuables), 
opened by the key that the dog was carrying. 


DANGER ALERT SPOILER ALERT 


NDER ОЕ THE FAITH (11) 


Location: Duen Hen, Blackbough, Byways BLASPHEMERS! SHOULD ALL BE FLOGGED! 


Characters: Peasant, Master Friedrich of Oxenfurt 
Enemies: Students (Vandals] 


| 


| Locate the peasant who requires your help at one of two different locations; the 
junction of the road leading eastwards from Blackbough (Secondary Quest: Defender. 
| of the Faith (1), on page 366), or the small hillside shrine of Duen Hen in The Mire, 


Approach a ranting peasant woman on the hill known as Duen Hen, and listen to 
her diatribe. It seems blasphemers (pox take them) profaned a shrine to Verna 
the Merciful. Agree to “fix” these shrines (by lifting the effigy of an old woman 
carved in wood to an upright position). There are three to find (in any order. 


Student 


© The first (if you started this quest in The Mire) is atop a small hill known as 
Duen Hen in the southwest of this province. 


* The second (if you started this quest in Crow Perch) is at the junction ofthe When you reach the last shrine (in any order—this example is near Blackbough), 
Toad leading eastwards from Blackbough. it is being desicrated by a group of vandals lead by a flouncing philosopher 
named Friedrich. He firmly believes that religion is the opiate of the masses, and 


eT is f theast 
he third shrine is in the very southwestern parts of Velen, southeast of the insists on vandalizing these shrines. You can: 


Byways signpost. 
* Agree to leave him to his stand against the old ways and intolerance 
The quest concludes. 


* Disagree with the dandy's methods, and tackle him and his three vandal 
cohorts. The quest then concludes. 


DANGER ALERT 


TO PASS, YOU PAY 


A litle farther east than the Boatmakers’ Hut (southeast of Crow's Perch) is a trail leading to a bridge 
‘ver to Bandits’ Camp, a wooded island of thugs and thievery. Guarding the bridge are three bandits 


who don't attack but instead engage you in conversation. They want your coin to pass safely over 
the bridge. You can: 


• Tell them to try and take your coin, which starts а fight—defeat three bandits. 


» Show them your medalion, which causes one of the bandits pause for thought They recognize who you are, think better of 


challenging you, and depart without incident 


The quest now concludes. But what of he highwaymans cache? Use your Witcher Senses at the campfire near the bridge entrance, and 
folow some footprints to a pat holen chest n the ru shes and weeds under the bridge footing. Pry it open for some coin and a diagram. 


ITEM: Dii 


DANGER ALERT 


Location: Wastrel Manor 
Characters: Dagmar, Preben, Allgod 
Enemies: Sylvan 


Recommended Items: Eye of Nehaleni 


ORATORY, NOT OMNIPOTENT 


| OBJECTIVES: _ 


Enter the ruined 
structure on the 
southern grounds of 
Wastrel Manor, ideally 
after sunset to see the 
multiple candles lit to 
appease some strange 
deity. Two peasants are 
here that allow further 
investigation. They 
make offerings to the "Allgod", but their prayers don't seem to be answered. 
Offer to speak to the Allgod on their behalf 


HIGHWAYMAN'S CACHE* 


Locations: Boatmaker's Hut, Bandits’ Camp 


Characters: Bandits 
Enemies: Bandits 


SPOILER ALERT 


9 ۸ GREEDY GOD 


The nearby altar seems the best way to converse with this “deity”, though its 
answers are evasive, and seem to come from underground. Heading into the 
cellar of these ruins requires the banishment of an illusion. Interact with the pile 
of rubble in the exterior comer of the ruins, using the Eye of Nehaleni Keira gave 
you, the stone fades away, and reveals a hidden set of steps. 


END: CORPULENT, NOT CORPOREAL 


| OBJECTIVES 


This “Allgod" turns out to be nothing more than a rotund sylvan, a fat devi lee 
creature that feasts on the offerings given by the peasants. Your conversation 
with the creature can end in one of three ways. You can: 


* Tell the Allgod you're going to kill him, and follow through with this threat, 
Then speak to the peasants, who are filled with woe. 


* Threaten the Aligod to accept only humble offerings, and he agrees. 
Then speak to the peasants, who are understandably happy. 


Let the Aligod continue with his little scheme to fleece these simpletons, 
before telling them they must continue as before. 


* Tell the peasants to check the cellar. Return after a day or so, and you'll find 
their corpses. 


None of these choices affect your reward adversely (though you don't get the 
Experience Points if you don't kill the sylvan), 


SECONDARY QUESTS: VELEN: CROOKBACK BOG 


O QUESTING DECISIONS 


DANGER ALERT 


| OBJECTIVE 


Unless otherwise stated, the Crookback Bog quests are accessible during your exploration of Velen and Novigrad during Act I. 


Ifgaardian Central Army Camp 
lifgaardian Noblewoman, Quartermaster Eggebracht — 
: Ghouls 
Recommended Items: 100 Crowns, Ali Level 2 


The wails of a well-to-do woman clad in fine clothing can be heard as you explore the main Nilfgaardian Army Camp in the very southeast of Velen. Her dwarf consort 
can do little but comfort her, but she perks up when you approach. She pleads with you to find her son, a soldier who served in the Nazairi cavalry. You may speak to 


her as you wish, ending the chat with an offer to help. 


SECONDARY 
QUESTS 


383 


384 


Head south, along the main rutted tracks towards the tents and Notice Board, 
‘and enter the grandest structure, bearing the sun insignia of the Emhyr. inside, 
‘speak to the initially dismissive quartermaster, and tell him of the mission you're 
оп. He isn't about to give up the whereabouts of this soldier just yet. You can: 


. 


(100 Crowns) Bribe the officer, which initially seems to be a terrible idea, 
until your fast-talking convinces Eggebracht to spill the beans. 


(Axii Level 2) Ниттох the quartermaster's brain into giving up the 
whereabouts of the soldier. 


If you previously completed Contract: Patrol Gone Missing (page 513) 
and received a reward from the quartermaster, you may receive this 
information without need of bribery or magic. 


HARRIED, HOUNDED, AND HUNG 


The situation seems grim. 
Most of the soldiers from 

the Nazairi cavalry where 
caught by the quartermaster's 
men and hung in the swamp 
northwest of here, Begin your 
search there—in the area 
between Nilarius’ Farm (to 
the southeast) and Kimbolt 
Way (the road to the northwest). When the going gets soggy, beware of ghouls (you 
should slay at least four), and start using your Witcher Senses to find the following: 


DANGER ALERT 


* Tracks showing the cavalry members fled into the swamp. 
* Dog tracks, showing they were pursued. 
* The remains of foes half-sunk into the mire; an easy target for an arbalist. 


* Corpses in the swamp and hung, but with black hair. Not the red-headed man 
you seek 


Finally, there is the grim sight of a red-headed man swinging from a makeshift 
gallows. Don't forget to look up to examine the corpse! Then peer around the ground 
below the swaying corpse; there is a letter to Hrodeberth's mother on the ground. 


ITEM: Quest Item: Hrodeberth's Let 


END: DIED OR DESERTED: A MOTHER'S GRIEF 


| OBJECTIVE 


Head back to the noblewoman, and inform her of her son's passing, using the 
letter as evidence. She asks how he died, and you can say he died in battle, or 
deserted. The latter produces a curt response, but the letter proves your point. 
Either way, you receive a reward, and she receives closure. 


Location: Dragonslayer's Grotto 
Characters: Looters, Bandits 
Enemies: Looters, Bandits 


path junction. 


At the bridges and river crossings of war-torn Velen, expect to encounter groups of ne'er-do-wells looting the 
corpses of the fallen, or guarding valuables of some note. They can be hostile, so use diplomatic conversation 
choices, avoid them, or engage them. Find them west of the Dragonslayer's Grotto, in the woods by a small 
wooden log bridge over a ravine. A few steps east are some nekkers to slay, and a group of looters at a 


SECONDARY, QUESTS. NOVIGRAD: FARCORNERS AND GRASSY KNOLL 


JO QUESTI 


DANGER ALERT 


THE DWARVEN DOCUMENT DILEMMA 


Locations: Road near Tretegor Gate (Novigrad], Seven Cats Inn 
Characters: Rostan Muggs, Gerd 
Enemies: None 


OBJECTIVES: 


Close to the Tretegor Gate is a worried short fellow named Rostan Muggs. He's lived 
up to his surname. He was attacked and some important papers stolen from him. 


Agree to help recover 
the documents from the 
thief, who should be 
smelling of the dwarven 
‘moonshine Rostan 
brained him with during 
the mugging, 


Cross the main bridge 
heading east, and use 
your Witcher Senses 
to uncover a small puddle of this moonshine. I stinks like a Skelliger's codpiece. 
Follow this trail of stench down the hill to the southeast, towards the Seven Cats 
Inn on the outskirts of town. Неге you'll find Gerd, who isn't happy about being 
accused of thievery, and has a remarkably different story about the documents 
he acquired 


Үои сап: 


* Tell him “gimme the 
papers" and start a 
fistfight with Gerd. 


* (Gwent) Offer to play 
a round of Gwent 
with him. He agrees. 
Beat him for the 
paperwork. 


* Ask how much he wants for the papers. They aren't for sale to you, forcing 
you to choose another option. 


• (Ахії Delusion Level 1) Gather the documents by addling Gren's brain with 
your magic, This works, 


DANGER ALERT 


ITEM: Quest Item: Title to Property 


END: PAPERS, PLEASE 


|, OBJECTIVE 


Once you have the papers, retur to Muggs, and question him about both 
accounts. It seems the dwarf was a little economical with the truth. A fact you. 
can use to ask for more coin before the quest concludes (he doesn't give you 
any), or you can hand over the papers for the agreed amount. 


OLLOWING THE THREAD 


Locations: Supervisor Lund's Building (Novigrad), Seven Cats inn. 
Ringvald [Faroe Island], Trottheim, Hammond's Shrine, Nowhere Inn 
(Novigrad), Karadin's Residence 

Characters: Supervisor Lund, Jan Karadin, Lambert 


Enemies: Ekimmara, Guard, Vienne, Elf, Dagr, Pirate, 
Warrior, Hammond 


BITS AND PIECES 


A particularly gruesome decree is available once you chance upon it on a Notice 
Board, such as the one in Novigrad's Hierarch Square, close to the Kingfisher Inn. 
Find the contract entitled "Monster in The Bits”. Head across Novigrad to the area 
Just southeast of the Southern Gate, Approach supervisor Lund's building and 
chinwag with the guard. He tells you a beast haunts the outskirts. You can ask 
about the contract (apparently someone else is also interested), what the supervisor 
does, and ask for more information on the monster, including the last victim (Hubert 
the beggar) and a nearby shoreline hut where you can begin your search, 


The hut is a short 
jog south, along the 
river. Slow down and 
inspect the door by the 
thoroughfare, 


* There are monstrous 
footprints around a 
rowboat, up and into 
the hut. 


* Head inside the hut, where there's evidence of monster blood—it was 
wounded. There's a corpse in the corner with the blood sucked out of him. 
Was this a lesser vampire? Your objective updates. 


* Step back out and head back to the rowboat, then follow the set of claw 
prints roughly northeast along the shoreline. The tracks end at a short jetty 
over the river. 


LAMBERT'S LESSER VAMPIRE 


| OBJECTIVES: _ 


Look ahead, across the river to the water wheel. Swim across and climb onto 
the riverside platform attached to this structure, where more clawprints are 
discovered. They lead up the wooden dock ramp, and into the water wheel 
building. As soon as you enter, you hear shouts and fighting—run up the wooden 
steps to the upper floor. 


You're surprised 10 
see fellow Witcher 
Lambert attempting 

to thwart this large, 
gangly ekimmara. Join 
the throng and slay 
the lesser vampire. 
Afterwards, your 
conversation reveals 
Lambert is here to 
tackle a "certain matter", Ask him if he needs help with it. First though, there's 
the reward. Either head there automatically, or meet Lambert back at the 
supervisor's building at your convenience. 


A HOT HEAD AND COLD STEEL 


| OBJECTIVES 


Back at the supervisor's building, you're waved inside, after which Lambert's hot 
head starts to boil while speaking with the supervisor, as he shouts about "Jan 
Karadin". Even if you urge Lambert to calm down, he starts a ruckus, and you're 
forced to defend yourself. 


SECONDARY 
QUESTS 


Slay the three guards attempting to jail you, then return to Lambert, Lund is more 
fearful, revealing Karadin has disappeared, and he only knows where Vienne 

is (whoever they are). Apparently, she drinks at the Seven Cats Inn. Lambert is 
zealous with his blade now, dropping Lund in a bloody heap. Time to fleo! 


BJECTIVES: _ 


385 


386 


Vienne 


Head northeast, out of the supervisor's building, before running from Novigrad, 
moving southeast along the far side of the Pontar river, until you reach the 
watering hole known as the Seven Cats Inn. You force Lambert to tell you what 
is going on. Choose the long or short version of it. He tells you about his friend 
‘Aiden (a Witcher from the Schoo! of the Cat), who he slew monsters with. 

After Aiden took a contract to lift a curse off a duke's daughter, a band of 
assassins ambushed and murdered Aiden, not happy with the curse being 
removed. Lund was one of the assassins. Their leader? Jan Karan 


Vienne, a Scoia'tael in the service of Karadin, is half-drunk within the inn. 

After some persuasion (threats or offers to buy her a beer), she lists the others in 
Karadin's group—Selyse, Hammond, and Lund. But they've scattered. Feel free 
lo ask her more about Selyse and Hammond, and that you need to contact them. 
Gather as much information as you can, for the conversation takes a turn for the 
worse as Vienne calls upon her brethren to kill you. 


# Use polite conversation to end the chat without blood being shed. 
# Or choose violence; three elves and Vienne must be cut down. 


Afterwards, it is agreed that Lambert heads to find Selyse, while you search 
Skellige for Hammond. You'll meet back at the Nowhere Inn (in Novigrad). 


VENGEANCE ON FAROE 


| OBJECTIVES 


You have quite a 

trek ahead of you. 
‘Assuming you've 
visited Kaer Trolde 

оп Ard Skellig (the 
largest island), head 
to a previously-visited 
location, before taking 
a boat and continuing 
southeast, to the isle of 
Faroe. It has only two main villages, and the eastern one (Trottheim) has many 
dagr and pirates to be wary of (as they are tough and can overwhelm you). 
Instead, disembark to the west, at Ringvald. Head out of the village through the 
woodland path heading southeast. Then follow the winding road past the hilltop 
arena, eastwards past 

a junction stone, and head down into Trotthelm village and talk to the dagr first 
{at the village entrance, there are two to pick from). Hammond, it seems, prays at 
the chapel on the nearby hill, and is a slaver. If you answer that you didn't know 
he was god-fearing, the dagr get suspicious, and attack. So tell them you'll be 
back if you don't want a fight. Expect up to 16 баг and pirates to slay in this 
protracted battle 


| OBJECTIVES 


Hammond's shrine can be approached by following the pathways, or 
disembarking at a beach just east of the shrine. Check your map, note the 
location of the shore (the southeastern tip of Faroe), and drop anchor on the tiny 
spit of sand, guarded by three dagr. Defeat them, then follow the snow-covered 
trail past some endriaga, and up the trail to а rustic shrine with rough hewed 
steps and the ribs from the hulls of longboats. 


Hammond can't be reasoned with, so defeat him and his warrior guards in 
combat. Then search his corpse for some trinkets and the following: 


ITEM: Quest Item: Letter Written on Elegant Stationary 


END: AN OPTIONAL ASSASSINATION 
| OBJECTIVES: * , e 


Now you've fully 
explored Faroe, journey 
all the way back to 
Novigrad, enter the 
Southern Gate district 
of the city, and head 
for the Nowhere Inn 

(as shown). Lambert is 
inside playing Gwent. 
After his usual sullen 
questioning, you explain that Karadin lives in Novigrad, but never severed ties 
with Hammond, They are in business. Lambert has been busy to0—learning 
about a trade in sly goods. Answer how you wish, optionally asking about Selyse, 
until you agree to pay Karadin a visit 


Head up to Hierarch Square, then down the steps to 
meet Lambert. You're planning an infiltration of the 
Karadin premises when a pair of heavily armored 
guards invite you into the abode without drawing a 
weapon, Karadin appears, introducing you both to 
his wite and small children, You motion for Lambert 
to talk to Karadin. You learn that he trained at the 
School of the Cat. Lambert fears he'll throttle the. 
man, leaving you to optionally ask about his house, 
his past, and importantly, a Witcher named Aiden 


Jan Karadin 


Karadin has regrets about Aiden's death, but had no other choice, since Aiden 
attacked first. Now you have the opportunity to end this quest (and Karadin's life) 
or spare it (and see Lambert's personality become even more abrasive). You can: 


** Kill Karadin. The three of you spar in his gardens until Karadin is cut down. 


# Spare Karadin. Lambert is incredulous. You walk away, telling him you aren't 
comfortable killing Karadin in cold blood. Lambert is more furious than normal, 
and you part ways. 


After you decision is made, the quest concludes. 


DANGER ALERT SPOILER ALERT 


OBJECTI Locations: Southern Gate (Novigrad], Tretogor Gate 


* Nearest Characters: Merchant, Scoia'tael 


At night, in the rough-and-tumble alleyways between the Southern and Tretogor Gates, a trio of Scoia'tael are 
roughing up a merchant they accuse of dealing fisstech to some young elves—which kills every other one of 
them. The merchant protests his innocence (and hatred of elves) loudly. 


You can step in and intervene. You can (after checking to see if he's carrying any fisstech, which he isn't): 


* Tell the elves you have no proof he sold fisstech. This leads to a fight with the three Scoia'tael, and the 
profound thanks of the merchant. 


* Leave the elves to do what they want with the merchant. 


Either choice concludes the quest, though there's no crowns if you side with the elves. 


ITEM: Crowns (for chant) 


ing t 


DANGER ALERT SPOILER ALERT 


te WITCH HUNTER RAID 


ADDLING MINDS WITH MAGIC Locations: Glory Gate 


Characters: Remi Villeroy, Louisa Villeroy 
Enemies: Witch Hunters 


The nonhuman slum of Farcorners is home to many folk hated by the Eternal Fire 
and the witch hunters, none more so than Remi Villeroy, a mage sentenced to 
death. Go to Remi's front door to see two witch hunters attempting to apprehend 
him. An argument erupts inside the house, with the hunters ready to shackle him 
and his wife. You can slink away, or help Remi defeat the two witch hunters. If 
you help and Remi survives, you receive a few runestones for your troubles. 


CONDARY QUESTS: NOVIGRAD: HIERARCH SQUARE AND 


P QUESTING DECISIONS иез otherwise stated, the Hierarch Square and Glory Lane quests are accessible during your exploration of Velen and Novigrad during Act I. 


DANGER ALERT POILER ALERT 


Locations: Gate of the Hierarch, Derrick's Den 
Characters: Derrick, Carlos “Cleaver” Varese 
ies: Cleaver's Henchdwarves 


UNCOVERING DERRICK THE DEAD 
BJECTIVE: _ 


Something stinks around here worse than Zoltan's posing pouch, and it is hidden 
in the long grass near the small stone bridge and low wall, just north of the Gate 
of the Hierarch. When you pick up the smell, optionally use your Witcher Senses 
to follow the odor to its source. A murder of crows flap away from a corpse. 
Examine it to see the poor fellow was stabbed by a sword. Then loot a key. 
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Further examination 

of the area using your 
Witcher Senses reveals 
the murdered man 

fled to this point 

before collapsing. 

Trace his footprints 
across the street and 
around a corner to а 
small wooden structure 
Enter, and you find three dwarf bandits allied to Cleaver, ransacking the mans 
home. They mockingly explain that they slew “Derrick,” and have instructions 
from Cleaver to slay anyone who finds this den. 


DANGER ALERT 


Locations: Novigrad, Hierarch Square 
Characters: Preacher 
Enemies: Temple Guards, Bandits 


PREACHING ON A PLINTH 


Preacher 


This occurs in the center of the lower city, east of Hierarch Square. Wherever they 
can, the priests of the Order of the Eternal Flame attempt to ignite the tinder box 
of animosity between the populace and sorceresses or alchemists. The preacher 
‘standing on the stone plinth in this cobbled street also has some choice words for 
Witchers. Perhaps this situation is best solved with words rather than violence? 


DANGER ALERT 


THE FEAME OF HATRED’ o 


END: AVOIDING A CHIB BETWEEN YOUR RIBS 


_ OBJECTIVE S 


The dwarven bandits present two options: 
* Hand over the key. You receive a small reward for your troubles. 


* Tell them you don't like being threatened. This naturally starts a fracas with 
you and the three diminuative bandits. Slay all three of them 


When the situation has been resolved, you can search for the treasure chest, 
оп the north side of the ground floor of Derrick's Den. Use the key to open it, 
and claim coins (100 orens and 50 crowns), as the quest concludes: 


IT 


Crowns 


SPOILER ALERT 


тт 


Step up and speak to the preacher. He's almost begging you to react to the 
venom he spits. You can: 


* Ask how many lives he has saved. Press this subject, and the mob turns on 
him, dispersing as the preacher shrinks under your verbal barrage. 


* Tell him you'll shut him up. Not being a man of combat, the priest will shy 
away, and the crowd disperses, mocking the priest. 


* Ignore him and walk away. The preachers are as common as syphilis in 
Crippled Kate's, and just as difficult to get rid of. 


Once you've resolved this verbal altercation, the quest concludes. If you 
threatened or confronted the preacher, you receive a small XP reward, However, 
if you threatened the preacher, watch out around two days from now—expect 
ал ambush near the spot the preacher stood, The ambushers try to convince you 
they are officials, and demand you hand over your weapons. You can 


* Accept. After all, what's there to worry about? 
* Tell them no. 


In either case, the bandits inform you they were sent by the preacher you 
embarrassed. Fight the two foes, either with or without your weapons. 
Pick up your weapons from their corpses afterwards, as this quest concludes. 


POILER ALER 


MESSAGE.FROM AN OLD FRIEND 


Location (and Map page): Hierarch Square (Novigrad) 
Characters: Marcus T. K. Hodgson, Jacques de Aldersberg 


THE MUSTY SMELL OF PARCHMENT 
AND LEATHER 


Knut Hodgs 


Enter the "Books and Scrolls" shop along the northern side of Hierarch Square 
in Novigrad, and speak to proprietor, Marcus. A purveyor of fine and rare 
manuscripts, he recognizes you from the compendium he was recently tasked 
to undertake. But he has other interesting information to impart—namely a man 
who paid him to keep a book for you. Marcus doesn't know the man's name, 
but the book had a red cover. You can: 


* Look at all his books (and purchase his many tomes). 
* Tell him you're just here for the one he mentioned. 


Either way, you must search this repository for the book Marcus mentioned. 


END: FAINT ECHOES OF THE FLAMING ROSE 


Even though you may be interested in the scandalous goings on between the 
pages of "The Many Adventures of Misbehaving Muriel," you're here for a 
red-leather tome. Head up the stairs, and look for the book on the bookcase 
by the second set of stairs. Inside "My Manifesto" is a letter to read. It bears 
the handwriting of Jacques de Aldersberg, the Grand Master of the Order of 
the Flaming Rose—creator of the "ubermen," thief of the Witchers’ secrets, 
and hater of elves, You put the sword to him many moons ago. Now his words 
resonate. The quest then concludes. 


he Life of 


Letter from “A 


Locations: Hattori's Dumpling Shop (Novigrad), The Golden Sturgeon, 
Von Hoorn's Warehouse — 
Characters: Eibhear Hattori, Tinboy, Sukrus, Ernst von Hoorn 


Enemies: Cleaver's Henchdwarves, Merchant, Bandits 
Recommended Item: 200 Crowns, Axii Delusion Level 3 


OBJECTIVES: _ 


Enter Hatlori's modest 
dumpling shop, and 
inquire about the 

food. When the elf 
turns around, he's 
much more interested 
(and knowledgable) 
regarding your blades. 
Feel free to try a. 
dumpling when asked, 
but you're really here for a swordsmith. Hattori shows you some momentos 

of his past work, but he's retired. Or at least, he isn't part of the gang that 
monopolize the supplies for metalworking—headed up by Ernst van Hoorn, 
under the protection of that lunatic dwarf Cleaver. Push the subject, then 

ask if he's interested in you finding him some supplies. Hattori asks if you'll 
accompany him to a meeting where supplies are bought. You're the bodyguard. 
Meet him after dark at the docks. 


| OBJECTIVES: 


Head west to the 
docks and mediate, or 
complete other tasks 
until after dark. 

His contact is called 
Tinboy (one of the 
King of Beggars’ men) 
who might be able to 
undercut Cleaver's 
stranglehold on 

the supplies. Continue west along the wharf, then south down a warehouse 
alleyway, and into a stone courtyard, Tinboy is here with some muscle. The initial 
negotiation is 50 percent of Hattori's profits. You can agree, cut it to 25 percent 
and agree on 35, or remain steadfast at 25. Not that this matters, as Cleaver's 
henchdwarves ambush the meeting, and all hell breaks loose! 


Tackle five of these henchdwarves while checking Hattori doesn’t take too much 
damage, Remove all of the short threats, then flee to the east, through the door 
1o a stone archway blocked by crates. Use Aard to smash through the blockade, 
and out to the docks again. Tinboy agrees to the previous deal, but warns you 
that you've angered one of the Big Four of Novigrad's underworld. You're able 

to conclude the deal, when Hattor flees the area! Let him go, and retrace your 
steps back to his shop at your leisure, 


SUKRUS CAUSING A RUCKUS 


[ OBJECTIVES: 


SPOILER ALERT Ж 


Bang on the door back at the dumpling shop. 
Hattori won't let you in, and pleads for you to find 
him a bodyguard. Ask him further questions, and 
he reckons a mercenary named Sukrus (an old 
‘Skelliger pirate) might be just the ticket. Find him. 
drinking at the Golden Sturgeon, down at the docks. 
Agree to find this fellow. A short walk west of the 
Ubbizi Townhouse is the Golden Sturgeon. 


Sukrus 


Don't head inside. Sukrus is engaged in some heavy-handed discussions with 
а merchant, which turns into a brawl. Step in and intervene, before Sukrus 
turns on you, Then lay him out with your fancy fist-work or a boot to the face. 
Impressed by your punching power, he beckons you inside. 


Sit down with Sukrus, optionally asking him about his beef with the merchant, 
before telling him you have a job for him. Of course, without any money to offer 
Sukrus, he wants a favor from you first! Sukrus' brother-in-law owes him some 
coin. Get it back, and he'll help Hattori out. Or, simply smash the mead they 
ferried in from An Skellig. Sukrus is the petulant sort. 


TOO MUCH GREED ABOUT THE MEAD 


OBJECTIVES: 


Stroll out of the 
Sturgeon, make a 
right (northwest) turn 
and head out onto the 
main jutting dock by 
the water wheel crane. 
Board the ship to your 
left, and speak to the 
merchant, who is quite 
insistent he not pay 
Sukrus, given the man's boorish behavior. You can: 


* Ask what the problem is with Sukrus. You receive more or less the 
same answer. 


* (Axil Delusion Level 3) Flummox the merchant into paying his debt. 


Unless you're using Axi, а spot of vandalism is in order, Approach the casks 
of mead, and blast them apart using Aard or Igni. Face two bandits in combat. 
The merchant flees. 


Journey back to the Golden Sturgeon, and find Sukrus’ table. You inform him the 
problem is solved, and that he's to keep an eye on Hattori. Sukrus isn't happy 
as the elf “swindled him on axes once,” but once you vouch for him, he seems 
agreeable, and sets off to round up some brethren. 


CRAFTING A PLAN 


K OBJECTIVES: —-. 


Trek back to the 
Dumpling Shop again. 
When you arrive, 
Sukrus’ men are 
already standing guard. 
Speak with Hatlori, 
asking whether he 

can finally forge you а 
sword worthy of 

a Witcher. 


SECONDARY 
QUESTS 
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He'd love to, but lacks certain critical crafting supplies. You quickly surmise 
Emst von Hoorn is hoarding them. You're understandably suspicious, but 
with the promise of fine-crafted weaponry, you listen as Hattori describes the 
materials—they are in Van Hoorn's dockside warehouse, in heavy boxes, and 
‘smell of ammonia. 


Step out of the shop, and speak to Sukrus at the entrance. Since violence is 
guaranteed, he immediately agrees. Spend a few moments preparing if you 
need to, then wait (or meditate) until after dark, and scurry back to the Sturgeon, 
Sukrus and his crew are just south of the Golden Sturgeon. Speak with Sukrus. 
While you remove the single quard at the entrance, and mark the crates to take 
with chalk, Sukrus will walt. 


BJECTIVES 


Dash along the docks, 
passing the Sturgeon, to 
Von Emst's Warehouse, 
where a merchant 

and one of Cleaver's 
dwarven henchmen are 
standing. The merchant, 
who was knocked on 
his arse by Sukrus 
earlier (just prior to you 
interceding with his mead shipment), hopes the dwarf might do the same to you, 
but the guard knows and admires you (a friend of Yarpen Zigrin's a friend of his) 
and then asks what you need. 


You can: 
* (200 Crowns) Bribe your way into the warehouse. 
• (Axil Delusion Level 3) Use your confusing magic on the dwarf. 


Either of these options allows you into the premises, using a key you're given. 


ITEM: Qi 


Von Hoorn's Warehouse 


DANGER ALERT 


RACISTS OF;NOVIGRAD (I AND II) 


Locations: Novigrad, Portside Gate, Tretogor Gate 
Female Elf, Male Elf 


x 


Character: 


Enemies: Bandits, Townsmen 


ELF SERVICE 


Novigrad is а city in turmoil, and the elf population face constant harassment. Step in 
to prevent verbal or physical abuse if you wish. 


North of Portside Gate: At the junction close to а stall, a female elf has a group of 
unwanted admirers, sickened that she might tempt them into indecent thoughts. 


Once inside, use your 
Witcher Senses to easily 
ascertain the smell of 
ammonia, and interact 
with the three crates 
which are easily spotted 
and chalked. Upon your 
exit from the warehouse 
though, Cleavers goons 
have arrived, along with 
Sukrus! brother-in-law—the merchant. 


END: OF SWORDS, NO DUMPLINGS 


DBJECTIVES:- 


Ernst himself has arrived, flanked with foes and furious at your brazen pilfering 
attempt. Sukrus is ready to fight at once. You can tell him: 


+ Let's dance, and fight! 
# To wait, which he ignores. Fight anyway! 


The combat is with fists, though swords can be employed if you wish, When four 
thugs and von Hoorn are knocked down, Sukrus’ brother-in-law has a change 

of heart, and asks for friendship again. Von Hoorn will be taking an enforced trip 
to Skellige with them both. Meanwhile, you can return (once more) to Hattor\'s 
shop, and hope there's more than dumplings waiting for you. Wait three days 
after speaking to Hattori one final time, and he forges the following for you: 


ITEM: Master Crafted Weapons and Armor 


SPOILER ALERT 


- 
When she protests she's only out to fill water from a well, you can step in, and 
Side with either the elf or the group of bandits. No matter what choice you make, 


the crowd disperses, and the elf admonishes you for getting involved (even if 
your plan was to save her) 


Southeast of Tretogor Gate: This occurs only after encountering the femal elf 
first. In the archway alcoves close to the tanning leather, a male elf is about to 
take a beating (and an ear sniping) from a group of unpleasant townsfolk. You 
can leave well alone, but if you intervene, there are three townsmen to Slay. 
Afterwards, speak to the elf about past atrocities you've witnessed, and be on 
your way. 


Elf (Male) 


loo DANGER ALERT | SPOILER ALERT 


Location: Gate of the Hierarch A LIGHT STROLL DOWN A DARK ALLEY 


Characters: Merchant 
Enemies: Bandits 
Recommended Item: Axii Delusion Level 2 


A stroll down a dark alley in these parts, south of the Gate of the Hierarch and 
quite close to the canal, results in you stumbling upon a shakedown between 
a trio of bandits, and a nervous merchant. Your requests to leave the poor man 
alone go unheeded, forcing you to choose the following: 


* Tell them you'll have to convince them, and then cut all three of them down. 


* (Axii Delusion Level 2) Make your request a bit more convincing, and then 
agree to leave. 


After you've concluded your business with the bandits, speak to the merchant, 
who thanks you profusely. You receive a discount at the merchant's stall (near 
the gate) if you helped him. 


ITE 


Merchant Discount 


Old Nidas has festering 
lungs, зо you're tasked 
with the diving duties. 
Enter the objective area, 
and dive down to the 


Behind the Golden bottom of the rocky 
Sturgeon (by the docks, ocean floor, using your 
but round the back), Witcher Senses and 
step into a conversation minimap to ascertain 
with Nidas, a the location of an 


weatherbeaten soldier oyster. Loot it when you reach each one, and continue this underwater search 
who requires a traveling — until an oyster yields the pear! you seek. 

companion for a sea 

his beloved Letta a rare 

and black pearl before he reunites with her, to boot! Agree to help out, and Nidas Мом return to the surface, and extricate yourself from the water immediately. 
arranges to meet you by the collapsed bridge near Arinbjorn, in Skellige. A group of three drowners and a siren may be attacking old Nidas! Quickly place 
yourself between Nidas and the foes. The quest fails if Nidas dies at the hands 
of these monsters, or any wandering bandits you haven't slain. Give the black 
pearl to Nidas, and he's suitably impressed, telling you to meet him at the Golden 
Sturgeon for your reward, 


ab 
28 
$5 
89 


Journey to Ard Skellig 
and dock at Arinbojorn 
оп the western side 

of the main island 
You're looking for the 
three rocky islands 
partly attached by 
ruined bridges, with 
the Eldberg Lighthouse 
at the northern tip. 
Expect a cockatrice and other adversaries as you trek to the meeting point—the 
northern side of the southern-most bridge. Leap the gap along the way. 


END: LETTA ISN'T GETTING BETTER 


BJECTIVE 


Now journey back to Novigrad's Harborside district, and visit the Golden Sturgeon 
where this quest commenced. Nidas is inside the bar, with а wistful expression: 

" He hoped the present of the black pearl to his wife would awaken her memory, 
BJECTIVE: | but she is sick and forgetful, and doesn't even remember his face, The quest 


concludes with an air of melachony. 


ster attr lesson, agree тер eat the pear and tent iss II 


take the lead. Follow him along the path to the north, before he heads left (west) 
down a small ravine to the beach. 


3m 
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SPOILER ALERT 


DRUNKEN RABBLE 


Locations: Novigrad; The Golden Sturgeon 
Characters: Drunks 


During your wandering of the streets of Novigrad, expect to be verbally accosted by a variety of drunks at 
different times. They frequent the pathways around the Golden Sturgeon. Expect bewildered gasps and other 
nonsensical spew from their mouths, but no rewards. Refuse to give them coin, and expect a fistfight. 

They are extremely easy to beat, but if you've forgotten how to fight and lose, expect to be left in the gutter 
with a small amount of coin missing. If you wish to avoid the fisticuffs altogether, use Axil Delusion on them 
and they'll leave without a fight. 


DANGER ALERT SPOILER ALERT 


HEY, YOU WANNA LOOK AT MY STUFF? 


Location: Novigrad, Hierarch Square 
Characters: Halfling Merchant, Witch Hunters 


EVERYTHING IS HALF OFF 
| OBJECTIVES: _ 


While taking a walk along the cobblestone street close to the northwest harbor of Silverton, take a moment to chat to a halfling promising a deal of a lifetime, 
Feel free to ask him about his wares (or tell him you don't deal with vultures who prey on folks without the knowledge regarding the items they sell to him), 
but your conversation stops abruptly when the small fellow flees at the sight of a witch hunter patrol. One of them asks what the halfling was doing. You can: 


* Tell them the truth (he sells the property of dead mages). Choose this, and you won't be able to find the merchant and the quest concludes. 


* Tell them a lie (he left his soup on the burner). 


After the witch hunters depart, use your Witcher Senses to examine the ground where he was standing. You catch a whiff of his wares from a dropped bottle. 
Follow this cloud along the shoreline street, to the halfling who is gazing at the harbor. Speak, and the trader offers you a variety of wares (alchemy recipes and 
reagents). The quest concludes, 


SPOILER ALERT 


Close to the docks, a gruff, hooded townsman exclaims some truly horrific 
Location: Novigrad Docks threats towards a hussy. Speak to the woman. She tells you she can handle the 
Characters: Strumpet, Customer situation, and you can: 


Recommended Item: Axii Delusion Level 2 
• (Ахії Delusion Level 2) Tell the man who threatened her to get lost. 


HOES BEFORE FOES * Or threaten him normally. Or ask the prostitute if she wants rid of him. Or leave. 


y ly reveals that the man was acting out a bit of roleplay, a 
Novigrad is a city with a seeting underbelly of vice and violence. Step in to padi Ura eb киш acing ео oid 
REB E aa (ici de iM your appearance confused him greatly, not to mention killing his mood. He leaves 
p phy y and the prostitute (now unable to be paid) is suitably furious with your high morale 
stance and general inepititude at reading the situation. The quest concludes. 


DANGER ALERT 


Find your way to 
Location: Crippled Kate's the seediest of the 
Characters: Prostitute, Yormund of Faroe, Skellige Man Novigrad brothels 
Recommended Item: Axii Delusion Level 2 (Crippled Kate's) and 
speak to the prostitute 
muttering outside 
this den of iniquity 
She complains that 
а group of Skelligers 
have clobbered the 
innkeep, tossed out the girls, and then set to drinking. And haven't stopped since 
yesterday. Offer to help. 


END: A SMACK OR AN ATTACK, TO TAKE BACK 


A quartet of slightly 
sloshed Skelligers from 
the Isle of Faroe require 
some of your diplomacy. 
As your talk with 
Yormund continues, 
you can: 


DANGER ALERT 


A WALK ON THE WATERFRONT 


Location: Novigrad Docks 
Characters: Ginter de Lavirac, Fisstech Dealer 
Bandits 


Enemi 


A DANDY OUT OF HIS DEPTH 


| OBJECTIVE: 


Close to the wooden winch crane, by the warehouses on the western end of the 
south docks in Novigrad, there's the start of a kefuffle between three bandits and 
a nobleman. Step in before the dandy suffers a knife in the guts, and the bandits 
try the same to you. 


Teach them a lesson—either with fists a flying or swordplay aplenty. When the 
three are defeated, speak to Ginter de Lavirac. He requests you join him (a few 
paces behind, naturally) for a stroll along the docks. Agree. 


DANGER ALERT 


Location: Novigrad Docks, Portside Warehouse 
Characters: Nilfgaardian Guard, Dwarf Trader, Human Trader 
Enemies: Nekker 


Ae 


On a stroll through the 
Harborside District, 
down the alley near 
the Unmarked Portside 
Warehouse (between 
the outer city wall and 
the warehouses in the 
southwest corner), 
you stumble across 

a disturbance of 

the peace. 


WAREHOUSE OF WOE 


Request you settle this man to man: Challenge Yormund to a fist fight, and if 
you're victorious, the burly blokes agree to flee. 


* Tell them to leave or “taste my wrath." This degenerates into a three-way 
(and pretty difficult) fist-fight. Try it! 


(Axii Delusion Level 2) Tell them to leave using your flummoxing spell. 
Yormund and the boys confusedly stumble out of the premises. 


* (Secondary Quest: The Lord of Undvik) If you fought the ice giant on Undvik, 
tell the rabble this, and they are impressed enough to leave without incident. 


‘Speak to the prostitute afterwards to gain your reward, as this quest concludes, 


SPOILER ALERT 


END: A WALK ON THE WILD SIDE 


Stay a few paces behind Ginter as he heads east, down a cobblestone ramp, 
and a second wooden crane. At this point, barge through and bring down four 
more bandits before they wound Ginter. This was obviously an ambush, but 
Ginter doesn't tell you why they knew where he'd be. Continue on, along the 
cobblestone dockside, and as you head under a deck, prepare for another group 
of four thugs to slay 


DEL 


TRAC MUST LIV 


Be sure you keep an eye on Ginter's health, and race to his side to protect him if he's 
wounded. The quest fails i he dies. 


Continue the walk until you reach the end of the docks near the tower, and a 
couple of fisstech dealers step up to speak to Ginter, It now transpires that Ginter 
is a hifalutin narcotics buyer for some extremely important clients, He introduces 
you as his gardener. When the dealers attempt to fleece him for 5,000 crowns 
instead of 4,000, he asks you to back him up. 


You can: 
e Agree that you will ("Right"), and the dealers back down. 


* Refuse ("Wrong"), and the dealers take care of Ginter, paying you the same 
amount that Ginter offered you, for your lack of interference. 


After the deal, you're paid your fee, and the quest concludes, 


POILER ALERT 


SECONDARY 
‘QUESTS 


Two traders (a dwarf and a racist human) who share the same warehouse are 
accusing one another of placing a monster inside the structure. The guard asks 
if you might slay the fiend? Agree, and enter the warehouse by the adjacent 
wooden steps. 


Fortunately, the beast 
inside this warehouse 
isn'ta fiend, but a 
nekker. You find it odd 
that it appears here on 
its own. No matter, it 
must be slain forthwith. 
Check the warehouse 

if you wish—there is a 
cage, with Из bars sawn 
off, next to a dwart-sized bootprint. It appears the racist was correct (the dwarf 
brought in the monster) 


Outside, speak to the guard again, who pays you for your troubles. Tell him 
what you found, or cover for the nonhuman (the reward is the same) as this. 
quest concludes. 
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Locations: Novigrad Merchant (St. Gregory's Bridge]; Aeramas" 
Abandoned Manor 

Characters: Merchant, Aeramas 

'oglets 

Recommended Item: 20 Crowns, The Eye of Nehaleni 


Enemi 


AERAMAS WAS A BIG CHEESE IN 
THESE PARTS 


Access the store adjacent to the Notice Board 

in Gildort Square, and inspect the store owner's 
wares, The chap is particular keen on pushing а 
Collection of artifacts belonging to a mage called 
Aeramas. Recently burned at the stake, a couple of 
his treasures survived, and apparently unlock secret 
chambers beneath his razed manor house, just 
south of Oxenfurt. Purchase the following from him 
(you'll need a total of 20 crowns): 


ITE 


в: Lizard Figurine, 


2 FUR 


| The Jade Figurine begins Secondary Quest: The Nobleman Statuette (page 396). 


Travel to Aeramas’ Abandoned Manor, where the mysterious stench of cheese 
hangs in the air, even overpowering the smells of a recently razed manor house. 
Climb up into the ruins and find the magic circle on the stone floor. Examine it 
with the artifacts in your possession, and а portal opens up. Step into the portal. 


TRIAL OF THE TYROMANCER: CHEESED OFF 


OF DAIRYAND DARKNESS 


You're transported 
underground, to a 
vast and impressive 
tyromancer's chamber. 
Study the rows of 
statues and giant glass 
jars, and look for the. 
crumbling remains. 

of a staircase on the 
opposite side of the 
room (as shown). Head there directly (you can move left, around the perimeter if 
you wish), as the smell of cheese becomes overpowering, and can kill you if you 
тип out of air! Climb the stairs, and enter the portal 


JBJECTIVE: _ 


Descend some similar stone steps to an underground lake with two branching 
tunnels, Swim east, and you reach a cavern with walkways above that you can't 
reach. So swim north, diving down underwater and surfacing in an adjacent 
cavem, before scrambling up onto wet ground and rocks to climb over 


This has giant natural pillars and ornate floor tiles to traverse, and a broken 
bridge leading to Aeramas' laboratory. Rid the area of a foglet. 


Inspect the area, using your Witcher Senses if you wish, to find some of Aeramas" 
notes (which you can optionally read) and another of his figurines. In one corner 
near a burning torch is the carcass of a cow to inspect. The laboratory itself 
contains a human corpse attached to a contraption of iron (and cheese). 


ITEMS: Quest Items: Bull Figur 


Notes 


Beyond the cheese coll 
statue on Aeramas' des 
the final chamber. 


tion to the northwest is an archway. Locate another 
and use it to conjure the portal. You are transported to 


END: THE SMELL OF VICTORY 


OBJECTIVE 


Alarge dome of 
crackling magic is 
preventing you from 
accessing Aeramas' 
fabled treasures, so 
investigate the alcove to 
the right of the barrier 
to find a small pyramid 
switch that reacts to 
your lgni sign. Find a 
second one on the opposite side, hidden behind an illusion (which you dispel 
using the Eye of Nehaleni. Light them both up! 


Once through, gather the treasure from the chest and the sword from the statue, 
before heading to a final archway behind the steps, activating it with the final 
figurine from the treasure chest, and transporting yourself back to the surface, 
where this quest concludes. 
ITEMS: Quest Item: 


е Figurine, Crowns, 


Weapon: Sword of Maribor, Weapon 


DANGER ALERT 


Locations: Var Attre Residence, Tretegor Gate, Seven Cats Inn. 1 
Characters: Var Attre Guard Captain, Rosa var Attre, Lucas, Kobe — 
Enemies: None 

Recommended Items: 50 Crowns, Axii Delusion Level 2 


A STROLL BY TRAITOR'S GATE 


|| This quests accessible only after Main Quest: Broken Flowers has been completed, 
ind you have waited (or adventured) for a full day after meeting Rosa var Attre and 
| yreeing to return to teach her fencing. 


— — Ó 


Stride over to the Guard 
Captain at the Var Attre 
residence, who tells you 
Miss Rosa has left 

the confines of the 
residence, and walks 
near Temple Bridge. 

She requests your 
presence there. 


IVES 


DANGER ALERT 


HIDDEN MESSAGES OF THE NILFGAARD 


Locations: Hierarch Square, Crippled Kate's, Gildorf Sewers 
| Characters: Shady Individuals 
Enemies: None 


THE STASH AT THE ARCHWAY 


While about your business in Novigrad, be sure you head up this particular 
cobbled street, in The Bits and just northeast of the Kingfisher Inn), as you'll spot 
two shady individuals fiddling with an area of ground near the wooden deck. 
They stride off. Ignore them, but instead use your Witcher Sense on the area to 
uncover a loose brick. Sure enough, this is a drop location. Gather the note they 
left behind. 


A: Quest Item: Note Left by Spy (1) 


Р FENCING LESSONS 


SPOILER ALERT Ж 


Itis a short dash through the city to the eastern outskirts by the Pontar river and 
the Tretegor Gate (signpost), where Rosa and her Nilfgaardian bodyguard are 
waiting to greet you. Speak with her and, after dismissing her protection with a 
petulant bark, she tells you to follow her. So much for the fencing lesson. 


Follow Rosa onto the 
bridge spanning the 
river, where she orders 
you to fight her using 
real weapons, “like 

in the novels.” Begin 

to battle, but after a 
few strikes, she thinks 
better of this tomfoolery, 
and yields. She asks 
you to tum as she adjusts the corset that is pinching her. 


When you oblige, she disappears. As Rosa's diplomat father is more tiresome 
(and battle-hardened) than his daughter, you decide to find her. 


QUEST CONCLUSION: THE NERVE OF NILGAARDIANS 


| OBJECTIVES 


It only takes a moment 
using your Witcher 
‘Senses to find her fresh 
footprints, and follow 
them southward, down 
the road to the Seven 
Cats Inn just outside 
town. Rosa is being 
pestered by two drunk 
yokels, named Lucas 
and Kobe. You can tell the two pissants to: 


© Piss off. This starts a one-sided fight between you and both of them, and you 
should quickly cut them down. 


* (50 Crowns) Offer some coin for them to leave. They mutter a few more 
obscenities, and depart without incident. 


© (Axii Level 2) Tell them to apologize and leave. They duly oblige, and depart 
without incident. 


SECONDARY 
QUESTS 


Afterwards, Rosa's arrogant and poisonous verbiage continues, leaving you with 
litle doubt as to why the Nilfgaard are hated in these parts. As you part, the 
quest concludes. 


POILER ALERT Ж 


AN KIND. W| 


THE STASH AT CRIPPLED KATE'S 


The note refers to a second drop location (at a place called Crippled Kate's) 
which is a swift jog to the Glory Lane District, close to the docks and south of. 
the canal. Head south, through the theater, crossing the narrow pedestrian canal 
bridge and down to the canal side. Find the red brick arched street, and use 
your Witcher Senses in the area to uncover another loose brick in the corner just 
before the low log fencing. 
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There are two prizes here: 


ITEMS: Qu 


Note Left by Spy (2] 


END: THE LOOT IN GILDORF SEWERS 


Character: 


Recommended Itei 


DANGER ALERT 


DANGER ALERT 


Merchant, Triss, Nobleman, Coral 


20 Crowns 


The loot can now be appropriated. This involves a sprint back north, into the 
posh Gildorf District of town. Head up into the main square, and find the sewer 
grating near to the shop and Notice Board 


Descend into the Gildorf 
Sewers, dropping down 
the ladder, and then 
turning northeast at 

the base of the ladder. 
Look for the blocked 
side tunnel where two 
slumped bodies rest 
near to a “glittering 
chest (second picture) 
Pry this open with the key you found. Collect your ill-gotten gains as this 
quest concludes. 


ITE 


AS: Quest 


lote Left by Spy (3), Diagram, Crowns, Magic 


POILER AL 


Location: Ніегагсћ Square, Crooked House 


Characters: Child 
Enemies: Bandits 


A weeping child may stop you in your tracks as you explore The Bits, outside the Crooked House 


(Triss' hideout) northeast of Hierarch Square. The urchin doesn't seem to be talkative, and runs off. 
Follow him, and suddenly gains his voice, yelling at a group of four bandits who ambush and attempt to 
kill you. Though the fight is one-sided, your victory should be straightforward. Afterwards, the child has 
disappeared, and the quest concludes, 


This quest should be undertaken any time before the end of Secondary Quest: 


Now or Never. Triss Merigold is needed for this investigation, 


POILER ALERT X 


Access the store adjacent to the Notice Board in Gildorf Square, and Inspect 
the store owner's wares. The chap is particular keen on pushing a collection 
of artifacts belonging to a mage called Aeramas. Recently burned at the stake, 
a couple of his treasures survived, and one of them has strange, mystical 
properties, apparently. Buy both: 


ITEM: Quest items: Li 


The Lizard Figurine begins Secondary Quest: Of Dairy and Darkness (page 394). 


— — — 


Triss will either be at her hideout (the Crooked House in The Bits) or at the 
Rosemary and Thyme, depending on your questing status. Speak to her and ask 
her to take a look at the figurine. She studies it for a moment. It is an artifact 
compression of a nobleman trapped in the statue! She takes you into The Bits. 
Ask to lift the spell, and a startled nobleman appears. It transpires he was 
trapped here by Coral (a name the sorceress Lytta Neyd used). Ask about his 
entrapment, and receive a small reward before the nobleman bids you farewell. 


Locations: Caesar's House, Hierarch Square 
Characters: Caesar Bilzen, Zoltan, Triss, Nilfgaardlan Soldier, Сога! | 


YN ALLAN DAONNA AR AIS... (AGAIN)! 
| OBJECTIVE p 


DANGER ALERT 


OOD 


Locations: The Bits District, Gildorf Sewers 
Characters: Professor Vairmont Jonne 
Enemies: Katakan 


A GRAVE DISCOVERY 
OBJECTIVE 


Enter the sewers (as shown) from this entrance in the central-east part of the main 
Novigrad island. Tum left at the first junction, left again, and heading down a long 
flight of stone steps. Continue through a gap in the grating as the stairs continue 
down, and in the lower junction chamber, head straight across to a brick tunnel. 
that curves to the left. Once in the sub-junction chamber, turn and face the cracked 
wall to the southwest. With a conjuring of Aard, you pummel the wall to reveal an 
old crypt entrance. That too, is walled up, so summon Aard again. 


THE SOLDIER ST. TUETTE 


ОШЕА ALERT Ж 


During your surreptitious stealing of a Gwent card for Zoltan, during Secondary 
Quest: A Dangerous Game, your pilfering of Caesar fen s townhouse off 
Hierarch Square nets you an interesting trinket—a strange Jade Figurine. Triss 
might know more about this. 


This quest should be undertaken any time before the end of Secondary Quest: 
Now or Never. Triss Merigold is needed for this investigation. You must have 
} completed Secondary Quest: A Dangerous Game (page 205) first. 


ITEM: Quest Item: Jade Figurine 


Triss will either be at her hideout (the Crooked House in The Bits) or at the 
Rosemary and Thyme, depending on your questing status. Speak to her and ask 
her to take a look at the figurine. She looks it over. It is an artifact compression 
of a soldier trapped in the statue! She takes you into The Bits. Ask to lift the spell, 
and a nauseous Nilfgaard soldier appears, babbling about a battle long ago, and 
a spell cast upon him by a sorceress named Coral (Lytta Neyd). You tell him to 
report to the van Attres, as the quest concludes 


A TOME ENTOMBED 


Climb down into the large crypt, where a grave- 
robber is trying (unsuccessfully) to push the huge 
stone lid off the massive coffin in the center of this 
mausoleum. Speak to him, and he reveals himself 
to be a scholar from Oxenfurt University. Apparently, 
the sarcophagus contains a priceless elven tome 
(the Dar'Ah Manuscript) and he hopes you can help 
him find it. Agree to open the coffin, 


END: WHO DARES DISTURB MY REST? 


A body clad in black fineries is revealed. It peers up, asking if it is 1358 yet. 
You explain this is a regenerating vampire, as the bloodsucker pulls its lid 
back. Jonne didn't have the chance to check for the book, so he asks to push 
the lid open again. Agree (or don't at the quest stalls), The second disturbance. 
angers the vampire so much, it transforms into its тоге... “toothy” form, Slay 
this Katakan (using tactics from the Bestiary chapter). Afterwards, Jonne is still 
unlucky in his tome search, and the quest concludes. 


SECONDARY 
‘QUESTS 


397 


398 


SECONDARYQUESTS; NOVIGRAD: GUSTFIELDS 


Unless otherwise stated, the Gustfield quests are accessible during your exploration of Velen and Novigrad during Act |. 


GHOULISH GOINGS ON: 
FILTH FLAYING FOR QUICK CASH 


| OBJECTIVES 


‘Stroll on into this 
hamlet dominated by 
a windmill, and locate 
a couple of peasants 
standing outside one 
of the larger cottages 
along the main 
thoroughfare. Agree to 
help the two peasants 
rid the interior of this. 
building of а group of filthy foes trapped inside. 


AN ANGRY OLD COOT AND 
A TWO-LEGGED WOLF 


j 


SPOILER ALERT 


Four disgusting ghouls are gnawing at the corpse parts inside this structure. 
Slay all four of them, and then optionally examine the disgusting flesh pile they 
feasted on. Bring this to the attention of the peasants through conversation, and 
they mention they murdered some bandits recently. Mention this attracted the 
ghouls, or don't. You receive payment either way. 


Seek out a lone cottage 
amid the fields just 
west of the Dancing 
Windmill, and you'll 
come across a wailing 
woman, furious that her 
hens have been taken, 
one at a time, by a wolf. 
that seems to walk on 
its hindlegs. Agree to find and slay this dangerous monster 


Yanina 


Locate the wolf prints nearby. Then travel roughly southward, toward a pond, 
and there are small footprints near to the tracks, but no sign of a struggle. Wade 
across the pond, and look for a small 

tent, with three children sitting around a campfire. You speak to their leader, and 
Chief chicken-catcher (Petey) about the tracks (which they made), and listen to 
a poignant story about their predicament, 


OBJECTIVE: 


Leave the urchins and return to Yanina's cottage, and speak to her again 
After letting her know about the children, mention they could live with her, 
and her tone softens. She'll think about your offer. This quest concludes, 


DANGER ALERT 


Location: Beanston 
Characters: Bertram, Peasants, Little Red, Ealdorman t 
Enemies: Werewolf, Bandits 


Enter the village of Beanston during daylight hours 2, 
(ideally around midday) and looking out for a cluster 

of villagers on the west side of the settlement, A 
speaking in anxious whispers. Ask what troubles — 
them, and then tell of a band of inhuman bandits — 
that wish revenge on Bertram, one of the villagers. 
They lay on the description of the bandit's leader 
(Little Red) a bit thick, She's apparently a she-beast 
in a human husk! Bertram ratted on Little Red to 
witch hunters, a fact that seems a little strange, but agree to help anyway. 


DANGER ALERT 


LITTLE RED 


SPOILER ALERT 


END: BLOOD OR BANDITRY 


Stay in the center of the village and meditate until dusk (around 17:00). Little Red 


and her band approach from either side of the village. She may not be the “great 
beauty” the villagers told you about, but she certainly has charisma. Enough to 
warn you not to test her. She also explains the real reason why she's come to Kill 
Bertram (he's a greedy, double-crossing thief). Now you have a choice. You can: 


* Tell her “do what you gotta,” and she walks into town, slays Bertram, and 
pays you for your understanding 


* Tell her "leave or there will be blood," and she agrees, transforming into a 
werewolf, and pouncing on you. Combat can be tricky. Focus on the bandits 
first and avoid the she-beast by using Yrden to slow her down. Slay her and 
four bandits with her, before meeting with the village ealdorman for your 
protection reward. Afterwards, feel free to search Little Red's hairy corpse for 
her diary. 


ITEMS: 10 Crowns, Quest Item: Diary of Little 


NOVIGRAD. HOSPITALITY 


Location (and Map pagel: Beanston 
Characters: Gascogne, Victor 


At the end of the 
sunflower fields, on the 
road from Beanston to 
Chateau Sarrasin, you 
may hear the wistful 
tones of a bard reciting 
some poetry. Meet 
Victor and Gascogne, 
two friendly fellows 
who seek inspiration 
anywhere, and summon it using vodka. Would you like to drink? To poetry? 
Gladly accept to start this quest 


DANGER ALERT 


Locations: Peasant's Cottage, Crossroads 
Characters: Peasant, Scoia'tael Commander 
Enemies: Wolves, Scoia'tael 


A PEASANT'S PLEA 
| OBJECTIVES: _ 


Late into the evening, a heady mixture of roasted apple and various alcoholic 
beverages has made you tired and inept. You decide that you've had enough, 
ог call for one last round. 


You wake with Gascogne and Victor long since departed, They've taken the tent, 
the alcohol, and all your equipment! 


END: 


ROUBLESOME TROUBADOURS 


You don't want to rely 
purely on your fists 

for the rest of the 
adventure, go southeast 
toward Beanston, and 
look for footprints in 

the objective area using 
your Witcher Senses 
These idiots are easy 10 
track—all the way into 
Beanston. Make a left at the Notice Board, and find the fools celebrating behind 
the pub 


These two are lovers, not fighters, so they quickly hand over all the stolen 
equipment you lost (remember to equip it all) Afterwards, you can agree that the 
situation is resolved, or order them to strip to their knickers as punishment. You 
take the clothes (their garb can only be sold as junk—the real prize is revengel). 
Either way, the quest concludes. 


On the riverside 
pathway north of 
Crossroads, and 
southeast of the 
eastern gate into 
Oxenfurt, lies a 
peasant's cottage with 
a perturbed inhabitant. 
He pleads with you 

to find his mare—a 
"woodland spook" made off with her. Agree to find the horse, and use your 
Witcher Senses on the hoofprints adjacent to the peasant. 


SECONDARY 
‘QUESTS 


399 


When speaking to the peasant, listen to the description of the mare (gray, and twice 
as old, with legs as crooked as his dead wife's). Now you know which horse to 
search for. 
Track the hoofprints south and southeast, across a pond, and into a forested area 
heading eastwards and upslope slightly. Pause for a swift fight against a pack 
of seven wolves, before continuing to track the prints to a makeshift pen, and а 
group of Scoia'tael. 


Venture into the enclosure, and you're stopped by the Scoia'tael commander, 
whose imposed stature masks the terrible state he and his brethren are in. 
They are gathering horses to transport their wounded, and don't have the 
crowns to buy any. Your reaction to the elf marks you for the rest of this quest. 
You can tell the Scoia'tael: 


Location: Oraas 
Characters: Rufus, Theophile Mario Rosco, Manfred 
Enemies: None 


EXCHANGING GLANCES 


Head past the sunflowers, and to the river bank near a small fortification of 
Redanian soldiers, where you stumble upon a group of travelers. One of them 
(a gruff soldier by the name of Rufus) is speaking with a scholar Theophile and 
а merchant named Manfred. 


That one of the horses is going back to its owner: The Scoia'tael's tone turns 
threatening. Placate or encourage violence by: 


* (100 Crowns) Paying for the peasant's horse. You can now choose the gray 
mare, and ride it back to the peasant's cottage. 


(i Delusion Level 2) Requesting the Scoia'tael give you the horse. Take 
only one horse; try to pick a different horse or more than one, and the elves 
turn violent. 


Or start a fight with the elves. 


* They need the horses more than the peasants. The elf agrees, there is no 
combat, but your quest fals 


If your meeting with the Scoia'tael ends violently, you have four adversaries to 
slay, and an additional four horses that become spooked. Calm them using your 
Witcher Senses, and then use Axil to calm it down, so you're able to ride the 
horse without being thrown off. 


| => 


‘The peasant's horse is named “Horse,” while the other mares the Scoia'lael have. | 


| collected are named “Wild Horse.” | 


END: A BIT OF HORSE PLAY 


Return to the peasant's cottage riding а horse—any horse except for Roach. 
If the horse is a gray mare, he thanks you for your diligence. If the horse is a 
Wild Horse, the peasant remarks that the beast isn't the mare he asked for, 
but he pays you your reward anyway. Either way, the quest then concludes. 


Rulus 


You can: 
* Tell them your name, then leave before asking about any news. No one dies. 


* Or, ask about the goings on in these parts, and the conversation quickly 
degenerates as Rufus becomes more convinced Manfred is much more than 
а merchant—his knowledge of troop maneuvers for example. 


END: DEATH WAS JUST A CHANCE AWAY 


Whether you attempt to calm the situation or not, Rufus unsheathes his sword 
and claims Manfred is a spy! You can, through your conversation, stay out of the 
fight, help Rufus (and slay Manfred), or help Manfred and slay Rufus. Or just stay 
out of it. The survivor rewards you justly, with a diagram. Otherwise, you receive 
nothing. Then the quest concludes. 


Locations: Wheat Fields, Dragonslayer's Grotto 
Characters: Refugee, Redanian Soldier 
Enemies: Redanian Soldiers 


DANGER ALERT 


\Hos / 


Related Quests: Hearts of Stone Main Quest: Open Sesame (Part 1 
Secondary Quest: Message from an Old Friend 

Locations: Borsodi Auction House (Oxenfurt], 
Books and Scrolls (Novigrad) 


“дё 


Characters: Yaromir Ivanovitz Zaytsev, Marcus T. K. Hodgson 
Recommended Items: Up to 60 Crowns 


PREAMBLE: A SENSITIVE APPRECIATION OF 
BEAUTY AND THE ARTS 


This Quest is only accessible during Hearts of Stone Main Quest: Open Sesame. U 
| starts during the first part of this main quest, when you are meeting some of Vimme 
| Vivaldi's associates before the auction starts. Consult that quest (page 294) for 
| information not pertinent to this quest. 


— —— 


Once you're inside the 
auction house, complete 
part of the Main Quest 
(Open Sesame) objective 
“Meet Vivaldi's friends 
(3)." Walk over to 

the wall of paintings, 
which is being admired 
by the hoity-toity art 
dealer Yaromir. He has 

a disdain in his voice, and looks down his long nose at the likes of you. Before 
chatting to him, you may want to further your art appreciation by memorizing the 
paintings on the wall 


Start your chat with Yaromir, and tell him you have “a bit" of knowledge about 
art. Yaromir takes this as an opportunity to embarrass both you and the dwarf, 
and asks you to point out which painting is by Edward van der Knoob, the master 
from Maribor. 


Indicate the portrait of the merchant, and Yaromir is taken aback, asks fora 
brief word in private, and apologises for his impertinence. He tells you a secret; 
there's a van Rogh in the forthcoming auction. Though this painter is a virtual 
unknown, the bookseller Marcus Hodgson is a fierce admirer. Buy the painting 
at auction, and you might sell it at a good profit, perchance? If you can trust that 
Hodgson, of course. This begins Secondary Quest: Avid Collector. 


After this information has been imparted, mme asks you what that chat was all 
about. You can; 


SPOILER ALERT 


NOVIGRAD OR DEATH 


It seems a refugee has had the bad luck to run into a Redanian patrol on the road 


just southwest of Wheat Fields, and is pleading to let him through to Novigrad. 
Your conversation options rule the fate of the refugee and guards. You can: 


• (100 Crowns) Pay the guards off, allowing the refugee through. 


( Delusion Level 2) Flummox the guards into letting the refugee pass. 


* Add a degree of menace to your request, and fight the three guards before the 


refugee is able to walk freely past. 
» Or ignore the refugee, telling him he's on his own. 


As the quest concludes, if you helped the refugee, he tells you of a hidden tomb 
below Downwarren, fair brimming with trinkles of worth. This refers to the 
Dragonslayer's Tomb. Consult this guide's Atlas to discover what treasures 

this holds. 


POILER ALERT X 


# Tell him you were told to buy the van Rogh. This causes the dwarf to bid for the 
painting in the auction, forcing you to purchase it at a higher price if you want it. 


de. Tell him “nothin’ special," and the dwarf is none-the-wiser (and you can purchase 


the van Rogh for a song). 


PREAMBLE (AUCTION): 
“STARRY NIGHT OVER THE PONTAR" 


Continue to complete 
objectives associated 
with Main Quest: Open. 
Sesame, until the 
auction begins. Second 
оп the auction block 

is a charming piece 

by a young Novigrad 
artist named van Rogh. 
Bidding starts at only 
20 crowns. You must either: 


* Bid on it, after not previously mentioning its value to Vivaldi, and snap up the 
piece for its starting bid of 20 crowns. A veritable bargain! 


* Bid on it, after mentioning its value to Vivaldi, who wants it for his own 
collection, bringing up the price you'll pay to 60 crowns. Still, a reasonable sum! 


If this painting is won, Hearts of Stone Secondary Quest: The Avid 
Collector continues. 


SELLING TO THE SON OF ROGER 


f OBJECTIVE 


Marcus Thaddeus 
Knut Нощ 


Н 
a 
8 


QUESTS 
[Hos] 
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With the painting now in your possession, once you're thrown out of the auction 
house, or any time you're not engaged in objectives you cannot stall, take a trip 
{о Hierarch Square in Novigrad, and look for the quaint bookseller's shop along 
the northern perimeter of the square. Enter the establishment, and engage the 
cagey bookseller, the inimitable Marcus T. К. Hodgson. After mentioning a man 
who came here years ago to keep а book for you (Secondary Quest: Message 
from an Old Friend, see page 388), tell him you're looking to sell a painting, 


Hodgson is intrigued, and loses his poker face completely when you mention the 
daubing is a van Rogh! He's temporarily short on crowns at the moment, so he 
hopes you'll take some collateral left by a Witcher named Gaetan (who you may 
have encountered during Secondary Quest: Where the Cat and Wolf Play), You're 
rewarded with the following, and the quest concludes. The Trophy is of particular 
note, adding five percent to the total of all gold you might find. 


ITEMS: Crowns (500), Conserved Shaelmaar Trophy 


POLLER ALERT X 


ENCHANTING: 


Hearts of Stone Main Quest: Evil's Soft First Touche: 


wd 


Related Quest: 
Enchanting: Quality Has its Price 

Locations: Seven Cats Inn, Brunwich, Miller's Lake, Upper Mill 

Characters: Ofieri Runewright 

Recommended Items: 5,000 Crowns 


A RUNEWRIGHT UPON YOUR SHORES 
HAS LANDED 


j OBJECTIVE 


J| This quest is available once you read the information posted at the Notice Board, 
located at the Seven Cats Inn just east of Oxenfurt. You can also run into the Ofleri 


[while exploring the world 


— — 


During the initial stages of Main Quest: Evil's Soft First Touches, when you're reading 
the information posted to the Notice Board at the Seven Cats Inn, be sure to also read 
the note regarding the arrival of a Runewright from far-off Ofier. When you have a 
moment in your questing (ideally sooner rather than later, so you can take advantage 
of the runes you can embed into your equipment), gallop to the very northeastem 
edge of Gustfields Territory, to the eastern side of Miller's Lake, and the windmill 

of Upper Mill. Below, an Olen trader stands plying his trade (and offering his own 
quests). The Runewright sits in the nearby tent. 


The Runewright seems awfully cheerful for someone who has lost all of his tools for 
crafting runes and glyphs into swords and armor. So he strikes up a deal with you. 


DANGER ALERT 


ENCHANTING; QUA 


Related Quests: Enchanting: Start-Up Costs 
Locations: Upper Mill, Bloodrot Pit (unmarked) 
Characters: Ofieri Runewright 

Enemies: Arachnomorphs 

Recommended Items: 25,000 Crowns 


ОВЈЕСТІУ 


IM ENCHANTING: 


3ETPOOR'QUICK" SCHEME? 


{ Youve already forked over 5,000 crowns for the chance at even-more impressive 

| abilities for your swords and armor. But the Runewright isn’t done yet; for the true 

| quality runes and glyphs, he's going to need the very best forging tools, and those. 
‘cost money. 10,000 Crowns (for Advanced) and 15,000 Crowns (for Master-level 

| tools); that's another 25,000 crowns of your money, in fact! Be mindful of this before 

| trying to finish this quest, and remember you stil have to pay for the Runes and 

| Glyphs after the Runewright is set up, too! 


LITY HAS ITS PRICE o 


You can ask what his trade is exactly, tell him that you're here to recover what he 
lost, and most importantly, that you're here to help. This "help" however, is going 
to cost you. 


• (5,000 Crowns) Furnish the Runewright with the not-inconsiderable sum of 
five thousand crowns. The Runewright беет this a "start 


L d 


The costs associated with bank-rolling this artisan are shockingly large, but handing 
over coin is the only way to further your forays into obtaining swords and armor 
imbued with Runes. If you want to know more about the bonuses associated with 
such weaponry, consult the Runewright Enchanting section in this guide's Training 
chapter (page 50). 


)NEWRIGH'T-OR*RUINED'BANK'ACCOUNT? 


Enchantments are available for purchase as soon as you return with jade. In 
addition, Enchanting: Quality Has its Price begins, 


SPOILER ALERT Ж 


m 


Once you bankroll the Runewright's operation to the tune of 5,000 Crowns, he 
begins to offer you Basic (Level 1) enchantments. However, the real quality stuff 
comes through his use of jade, a precious material he urgently requires, Agree to 
find some for him. First though, you need a pickaxe to excavate the jade from the 
earth. Exit the tent, passing the Offeri merchant, and head to the barn attached 
to the cottage up the road. The pickaxe (which you can pick out using Witcher 
Senses) is propped against the wall in the far right corner. 


GETTING JADED 


| OBJECTIVE 


All three jade deposits are shown on your map, and are roughly north (and 
sometimes a little northeast) of the village of Yantra, in north-central Gustfields 
territory. Only one location (the middle one) needs to be visited, 


Past a field in the 
sloping grass and 
woods northeast of 
Yantra is a selection of 
old standing stones. 
However, the amount 
of jade you find (using 
your Witcher Senses) 
embedded in one of 
the monoliths isn't 
enough to justify the 
excavation. Move on to 
the next location. 


The deposit at the 

very northern part of 
Gustfields, along a 

path within the grassy 
woodlands, is also too 
meager to be of use to 
the Runewright. There's 
по need to head here. 


The jade deposit you're 
looking for is within 
the alarmingly titled 
Bloodrot Pit, a small 
cave system between 
the two other deposits, 
and with hidden 
treasure to find as part 
of Treasure Hunt: The Drakenborg Redemption 


Enter the cave mouth, and prepare to do battle with around six Arachnomorphs. 
When these scuttling critters have been slaughtered, head to the middle of the initial 
cavern, to the natural rock column, and search around the base of it for a skeleton 
(to ignore) and the Jade deposit (to excavate). You brought your pickaxe, didn't you? 


DANGER ALERT 


Hos / 


| Related Quests: Hearts of Stone Main Quest: Evil's Soft First To 
Hearts of Stone Treasure Hunt: From Ofier's Distant Shores 
Locations: Garin Estate, Bowdon, Fallen Knights’ Hut, 
| Fallen Knights’ Camp 
| Characters: Adela, Kluivert, Ulrich 
| Enemies: Ghouls, Fallen Knights 


HEY YOU! PUSS PEEPERS! 
| OBJECTI 


|| This Quest is accessible during Hearts of Stone Main Quest: Evil's Soft First Touches. 
|| This quest commences once you leave the company of Olgierd in the Garin Estate. 


(northeast Gustfields). 
— — — 


Upon leaving the Garin Estate for the first time, you're verbally accosted by 
опе of the cheekler members of Olglerd's wild crew, a woman named Adela. 
with a new nickname for you. She persists both with her teasing, as well as an 
interesting proposition for you: to find and slay those responsible for killing her 
mate, Kluivert. Agree to the job, leave the estate, and gallop west and a little 
north to the hamlet of Bowdon, where Kluivert was last seen. 


‘As you reach Bowdon, expect a small ghoulish welcoming committee. Kill these 
atrocities, before using your Witcher Senses to sniff out another strong odor; that 
of solutions and reagents. 


SOME ENCHANTING EVENING 
| OBJECTIVE 


It's а quick gallop east, back to Upper Mill where the Runewright has set up 
shop around the base of the windmill, and is already spending your hard-earned 
money. He tells you he's already forged some lesser runes. Once you hand over 
the jade, he offers to show you his wares. You can: 


* (10,000 Crowns) Fund him for the advanced tools, allowing Level 2 equipment 
to be forged. 


* (15,000 Crowns) After funding him the 10,000 Crowns, you abruptly stop him 
from asking for more scavengable Items, and instead can hand over another 
15,000 Crowns (yes, that's a total of 25,000!) in order for him to craft the very 
best Level 3 Master enchantments. 


* You can also purchase your own runes and glyphs, as well as diagrams 
allowing you to craft runes and glyphs yourself. 


* Feel free to get your money's worth by getting your gear enchanted by him; 
he is the only Runewright in the land, so this is the place to do it! 


• Also ask how he's liking it here in the Northern Realms. 


Once you deliver the jade, this quest concludes. 


4 


The costs associated with bank-rolling this artisan аге shockingly large, but handing 
over coin is the only way to further your forays into obtaining swords and armor 
imbued with Runes. If you want to know more about the bonuses associated with 
such weaponry, consult the Runewright Enchanting section in this guide's Training 
chapter (page 50). 


ENCHANTMENTS*"SOCKET TO YOU 


POLER ALERT K 


OBJECTIVES: —- 


Follow the scent trail from the central well, roughly south a few steps to а 
dilapidated cooking hut. Examine the following inside: 


* Rusting laboratory equipment and a sui for cooking fisstech. Only broken 
equipment remains. 


* A waring letter, explaining the dangers of trading narcotics, 


A set of boot prints on the bed; someone escaped through a window. 


403 


404 


Pick up the trail of footprints outside the window. Follow them into the hay field 
heading in a roughly southeasterly direction. Examine the following: 


* A bush with Arenaria growing, where the fleeing fellow hid. 


The trail turns to the east and northeast; hop over the broken fence, and you 
finally find the corpse of a man with a scar across his head. This must be 
Kluivert; he's been shot in the back by a bolt. 


Find evidence of the 
killer; turn and walk 
across the field with 
the hamlet of Bowdon 
in front of you, Check 
along the fence to find 
а crossbow bolt and 
footprints, Scan the 
area for footprints (of 
а man wearing armor) 
leading back to the village signpost, and inspect a mass of hoof prints. 


FELLING THE FALLEN KNIGHTS 


OBJECTIVES: 


Set off in a roughly 
northeasterly direction 
across the grass and 
woodland, heading for 
the hill in the distance. 
You reach a small 
cottage with a group of 
hostile Fallen Knights 
ready to battle. Repel 
them as you would a 
bandit attack, before making a thorough reconnoiter of the camp. 


Enter the cottage, open the chest by the bed, and receive a number of items 
related to the Order of the Flaming Rose. One of these is a Trousers Diagram in 
need of a deciphering. Gathering the Trousers Diagram begins Hearts of Stone 
Treasure Hunt: From Ofier's Distant Shores. 


Outside is a cart with some laboratory equipment similar to the ruined still you 
found in Bowdon. Check the cart for a letter; Orders to attack Bowdon. Read this 
document from a man named Ulrich ordering the extermination of Bowdon's 
fisstech manufactory. There's a hint the fallen knights took equipment for their 
own narcotics lab. 


BROKEN OATHS AND WILTED ROSES 
CTIVES: _ 


The labs entrance is almost directly east of the fallen knights’ camp, across 
in the wooded foothills, Greet the two knights at the entrance, who aren't the 
friendliest of sorts. When they start counting down to attack you can: 


* Oblige, and slay both of them with reasonable ease. Pry a rusty key from опе 
of the corpses so you can unlock the entrance door. 


* (Axii Delusion Level 2) Remove these dimwits from your path. 
* (1,000 Crowns) Offer a not-inconsiderable sum for access into the lab. 


Enter a small mining 
cavern, now turned 
into an impressive 
fisstech laboratory run 
by a small company 
of knights once loyal 
to the Flaming Rose. 
Speak with their 
leader Ulrich, who has 
forsaken his faith after 
Radovid broke an oath and disbanded the order. You're recognized as the slayer 
of Jacques de Aldersberg, and won't be leaving this laboratory alive! 


That is, of course, until you defeat the eight knights with Ulrich. Watch for the 
‘crossbowman cramping your combat style. Expect heavily armored foes, some 
with shields. 


END: AN OUNCE OF PANACHE 


OBJECTIVE 


As you're unlikely to return here, ransack the place for loot, before departing 
and heading into Oxenfurt, and the Alchemy Inn. Head inside to speak with 
Adela, who was hoping for a spot of torture against those who slew her mate. 
No matter; she rewards you anyway, 


ITEM: Crowns (200) 


F PASSAG 


Location: Oxenfurt Port 
Characters: Redanian Soldier 
Recommended Item: 50 Crowns 


THE REDARIAN COIN CON 


Oxenfurt is now more or a less a garrison for the Redanian army—a fact that 


becomes readily apparent when you run into two guards who attempt to ask you 


for a “war tax.” Find them close to the fish merchant under the bridge, west of 
town. You can: 


* (50 Crowns) Pay the cheeky fellows, and be on your way. A few days later, you 
can find them again at Oxenfurt's south gate; they shake you down for more 
money (and afterwards, you never see them again). You can pay or refuse. 


* Refuse, which causes the guards to callin their superior to accuse you of 
being a spy. The officer threatens to send them straight to the eastern front of 
battle if they continue their extortion, and you're sent on your way. 


If you refused them (either time), you can find them on the outskirts of Oxenfurt, 
and angry at you for getting them into trouble. You can fistfight them, or slay 
them with a sword. Then the quest concludes. 


OOO 


DANGER ALERT 


THE MOST-TRUEST OF BASILISKS аа 


Characters: Redanian Soldiers, Merchant 


Enemies: Wyvern 


quest concludes. 


DANGER ALERT 


Location: Oxenfurt Harbor 
Characters: Dora 
Enemies: Mercenaries 


ROUGH AND TUMBLE 


This quest is accessible 
during your exploration 
of Novigrad and 

its surroundings. 
Encounter some 
ruffians belittling the 
townsfolk of Oxenfurt 
at the following two 
locations 


DANGER ALERT 


Related Quest jearts of Stone Main Quest: 
Hearts of Stone Main Quest: Dead Man's Party; 
Hearts of Stone Main Quest: Scenes from a Marriage 
Locations: Oxenfurt 
Jalthemor Mitty 


Character 
Recommended Items: At least 1,000 Crowns 


BE THANKFUL | DON'T TAKE IT ALL 


This quest is accessible at some point during the Hearts of Stone Main Questing 
| (it could occur at any point). You must be maneuvering through the city of Oxenfurt 
|) before you are accosted by the tax man. You also need to have 35,000 gold for the. 


taxman to appear, 


You're stopped from going about your business by a deputy tax enumerator who 
is working for the Revenue and Customs for Occupied Temeria (Dorian branch). 
It appears that you've gathered a great deal of coin, and Walthemor wants to 
clear up these inconsistencies in how you obtained your wealth, which may be 
undeclared income. To this end, after noting your name, Walthemor asks you 
three questions: 


ت س 


QUESTION #1: RAWHIDE RUSTLING 


In brief: Have you at any time engaged in the wholesale trade of rawhide in the 
White Orchard area? 


Stroll eastwards out of Oxenfurt, and into a heated discussion on the outskirts northeast of town. A merchant 
has set up a tent, and is proudly displaying a cage with what he's telling everyone is a basilisk. Mention this 
to the troops, and the soldier who paid for the beast isn't too pleased. The beast thrashes about, breaks loose 
of its cage, and promptly starts attacking everyone nearby as the merchant escapes. Fight or flee as the 


SPOILER ALERT 


JRHOOD 


Oxenfurt is a town 
where the Redanians 
are only just able to 
maintain order. It is rife 
with scum and villainy. 
South of the Oxenfurt 
Harbor signpost a 
woman named Dora is. 
being hassled by a trio 
of unruly mercenaries. 
Step in and speak to their leader. After some banter, it transpires these thugs 
aren't the diplomatic sort, so challenge all three to a fistfight. Draw your sword, 
and Dora flees. Pummel them, and Dora can be spoken to. You can offer to escort 
her home, during which time you chat, followed by a fare-thee-well 


Come back to Oxenfurt after a few days, and (if you beat the mercenaries in a 
fistfight), you come across five thugs іп a dark alley who leap out and ambush 
you! Thankfully, Dora is nearby, and wasn't lying when she said she could handle 
herself! Armed with a sword, she comes to your aid—slay the mercenaries and 
the quest concludes, 


In full: Did you, while adventuring in White Orchard, locate a field of cows, 
slaughter them, acquire cow hides from the corpses (which could be sold for 
a tidy profit), before optionally meditating for more than two hours, and then 
locating more cows and repeating this bovine massacre? Such an exploitative 
ruse could have netted you a great deal of coin early on. 


QUESTION #2: NICK ONE, PEARL ONE 


In brief: Have your engaged in the acquisition of bivalves with the express 
intention of selling the pearls therein? 


їп full: Did you, while traversing the streets of Novigrad, visit the shells and sea 
shells merchant in Hierarch Square, and purchase as much of the stock as you 
could? Then, did you travel to the armorer within Hierarch Square, look at his 
stock, and “dismantle” your sea shells and shells, turning them into pearls and 
black pearls, which could then be sold for a huge profit to any merchant? 


QUESTION #3: STEALING ANYTHING NOT 
BOLTED DOWN 


In brief: Have you ever unlawfully acquired another man's movable 
goods, chattels? 


In full: During an exploration of a location (that didn't belong to you), did you 
gather any belongings that weren't explicitly yours? 


For each question, you can answer "yes" (that you did the explolt or commit a 
crime) or “no” (that you didn't). This can occur whether or not you actually did 
or not. 


SECONDARY 


QUESTS 


[Hos] 
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END #1: THE TAXMAN GIVETH 


If you answered that you didn't commit the three activities you're accused of, 
you're found to be an exceptionally upstanding citizen! To prove this, you receive. 
the following diploma (and around 20 XP), before the tax man bids you farewell. 


ITEM: Taxpayer in Good Standing Diploma 


DANGER ALERT 


uos / 


o0 


Related Quests: Main Quest: Open Sesame 
Locations: Brunwich, Herbalist's Hut, Deadwight Wood (Unmarked), Erde 
Characters: Otto Bamber [Herbalist], Folkert, Judd 


GONE BUT NOT FORGOTTEN 


| OBJECTIVE: 


|, This quest is accessible at any point during the Hearts of Stone Main Questing, 
| though the optimal time is after you visit the village of Brunwich once Main Quest: 
| Dead Man's Party is over. In order to start it, you must acquire a message from the 
| Brunwich Noticeboard. 


Journey to the northeastern corner of Gustfields territory, and locate the 
Noticeboard just next to the signpost for Brunwich, Amid the notes is a contract 
(but not of the monster-hunting kind) regarding a missing Halfling apprentice 
named Folkert. It is written by a Halfling herbalist living southwest of this 
location, in the Herbalist's Hut just northeast of Oxenfurt itself 


You may recognize this place as having an extra-large cellar, which is useful 

for conducting clandestine meetings during Main Quest: Open Sesame. But 
you're here about the notice; tell the Halfling this and he tells a tale of woe. After 
sending Folkert to the troublingly-named Deadwight Wood, Otto the herbalist 
hasn't heard from him for well over a week, and is understandably worried. 
Agree to find this light-haired Halfling. 


WHAT'S BROUGHT YOU TO THESE PARTS, 
MASTER? LOST YOUR WAY? 


| OBJECTIVES: __ 


Gallop along the trails in 
a roughly northeastern 
direction, passing Est. 
Taylar as you enter 

the wild northeastern 
edge of Gustfields 
territory. Pass the 
lumber mill, and stop at 
the abandoned cart on 
the edge of Deadwight 
Wood: Use your Witcher Senses and inspect the immediate area to find: 


• The cart itself, which has some blood on it. Your objective updates. 


* Just north of the cart is blood; dried for a few days. Follow the trail 
roughly northward. 


The trail continues to a signpost for the woodland village of Erde. Perhaps 
someone has seen the Halfling? Your objective updates again. 


END #2: THE TAXMAN TAKETH AWAY 


If you answered that you did commit at least two of the three activities you're 
accused of, the audit ends with the tax man handing you a summons, and a 
1,000 crown fine to pay. At your earliest convenience, visit the Vivaldi Bank in 
Novigrad, and pay the fine. You receive 100 XP for your troubles. If you fail to pay 
the fine, the Vivaldi Bank won't convert your currency, or offer any loans until you 
pay the fine. 


ITEM: Taxpayer Summons 


WITHOUT A TRACE 


Though there are a 
number of other areas 
of interest to explore. 
around this strange 
village, it's advisable to 
speak to the only two 
inhabitants; a couple of 
peasants, The old gent 
(Judd) is dozing, while 
his wife is cutting some 
meat. Speak to her; you can optionally ask about this place, and then about 
Folkert. She claims she saw him picking herbs, then claims wolves attacked him. 
You get little more information from the pair, prompting you to choose one of the 
following conclusions: 


# Take this nice old couple at their word, and report back to Otto at the Herbalist's 
Hut, explaining that wolves took his apprentice, The sad Halfling pays you for your 
services, and the quest concludes. However, if you don't get the whole story, you 
receive only half the experience that you'd get if you continue your investigation. 


# Take a more thorough approach to your searching for clues within the village of 
Erde, ignoring the objective. Your quest continues: 


ADDENDUM: A LITTLE OFF THE BONE 


| OBJECTIVE "Sa 


There are a couple of. 
huts with doors that 
glow red when your 
Witcher Senses аге 
active, However, they 
don't yleld anything 
suspicious (there's dried 
blood inside one hut, 
but it's months old), The 
hut behind the old folks 
is locked too, and there's no way inside. Of more interest is an odd, sour smell 
lingering in the air, heading southeast out of the village, close to the wooden 
steps where the villagers are. Follow this smell to a stack of crates behind the 
villagers’ hut. This pile of debris smells like rotting meat. 


A quick battering with Aard removes the debris, revealing a trapdoor and ladder 
down into a hidden cellar below the villagers’ hut. There's a lot of blood trailing 
along the tunnel to the wooden door, along with the continuation of the scent 
trail. Open the door to reveal a revolting chamber of horrors: carcasses and open 
cells, and a severe lack of cleanliness. Least pleasant of all are the remains of a 
light-haired Halfling, ripped open, gutted, and drained. 


‘Armed with new evidence of the peasants’ atrocities, return to speak to the two 
of them. Though they admit to being cannibals in a roundabout way, they insist 
they scavenge the bodies, including Folkert's, and they weren't lying about him 
being killed by wolves. Choose an appropriate punishment. You can: 


4 Insist they take а vow never to eat human flesh again, and iet them live. 


# Tell them death is what they deserve, and make quick work of their despicable 
forms. Slay them both, optionally rummaging in Judd's pockets for a rusty key 
that opens their hut. Head inside for some random items to loot. 


Whether you turn the village of Erde into a ghost hamlet or not, your final task 
is to retum to the Herbalist's Hut and explain the fate that befell Folkert. You can 
choose to reveal that Folkert was killed by the cannibals, or remain vague about 
the cause of his death (which has consequences if you let the cannibals live). 
Either way you receive the following reward as the quest concludes: 


ITEM: 200 Crowns 


If you return to the village at least 24 hours after reporting to the herbalist, you 
can witness one of three different conclusions, depending on your choices: 


• Ifyou killed the peasants, their bodies are being devoured by necrophages— 
poetic justice. 


» Ifyou let them live, but told the herbalist that they are cannibals, you witness 
their comeuppance. The herbalist wasn't joking about avenging Folkert. 


* M you let them live and didn’t tell the herbalist that they are cannibals, you 
find the distressed husband inside, crying over his wife's body. He blames 
you for her death due to malnutrition. 


S: SKELLIGE: 


Location: Abandoned Sawmill 
Characters: None 
Enemies: Leshen 


| OBJECTIVE 
|. 


The large forested area 
of eastern Ard Skellig 
is an ideal place for 
lumber harvesting 

but the sawmill in 
these woodlands lies 
abandoned and unused. 
Enter the vicinity of the 
sawmill to begin this 
quest, which involves 
searching the area. Use your Witcher Senses to accomplish the following 
(reading each note as you find it, so you're fully prepared for what is to come): 


* Stone hut to the southwest: Use Aard to break down the door, and open the 
crate inside to gather a letter from a druid to read. 


* Main logger's house to the north: Enter the large building and discover the 
sawmill owner's notes on the floor, and read them 


* Small storage shed to the northeast: Enter the building adjacent to the 
logger's house, and open the crate to find and read the lumberjack's letter to 
his wife. 


MS: Quest Items: Letter from a Dri 
Letter to His 


Sawmill Owner's Notes, 


* Ап outside barn, with some human bones scattered on the ground—all that's 
left of the lumberjacks. 


ible during your exploration of Skellige in Act I. 


LURKING IN THE WOODS: LESHEN A 


Watch out! As soon as the human bones are inspected, the final part of this 
quest occurs! 


END: A MURDER OF CROWS 


| OBJECTIVE 


It becomes frighteningly obvious why this sawmill was abandoned when the 
giant, bony figure of a leshen appears in a putt of black smoke. Defeat this 
fearsome entity, and the crows it summons to peck and tear at you. Consult the 
Bestiary for combat advice. The quest concludes once the leshen is defeated. 


QUESTS 
[0:5] 


SECONDARY 


407 


408 


DANGER ALERT 


Location: Rannvaig 
Characters: Peasant 
Enemies: Bandits 


NO SOLICITORS 


OBJECTIVE 


As you approach the cottage on the southeast 
outskirts of Rannvaig, something is clearly wrong. 
Three bandits are attempting to force their way into 
the residence, and they can't be reasoned with. They 
can, however, be cut down where they stand like 
the сите they are, The quest begins, and you should 
simply knock on the door of the structure. 


DANGER ALERT 


OOD 


SPOILER ALERT X 


The peasant within explains these were Madman Lugos’ men. Even though he 
isn't worried about his own safety (his lad has already been dispatched to Kaer 
Trolde and reinforcements are on the way), he hopes you'll be alright when 
Lugos finds out who slew his bandits. How quaint. The quest then concludes. 


POILER ALERT 


|! - A BARD'S BELOVED 


'alisade, Troubadour's Cave 
Characters: The Troubadour 
Enemies: Water Hag, Drowners 


LOOKING FOR LOVE IN ALL THE 
WRONG PLACES 


In southeast Ard Skellig, 
joumey eastwards from 
the Palisade, following 
the woodland path 
before breaking off 

to the northeast and 
finding a secondary 
path leading to the cave 
entrance pictured. Enter 
the cave, where you'll 
hear the plaintive cries of a troubadour. He begs you not to wake his sleeping 
"beloved". He seems agitated, And possibly simple. 


DANGER ALERT 


Locations: Kaer Nyssen, Grymmdjarr Monument 
Characters: Petter 

| Enemies: Wolves, Harpies 
Recommended Item: Celandine (Ingredient) 


MAKE PETTER FEEL BETTER 


BRAVE.FOOLS 


| OBJECTIVES 


END: A SWEETHEART! FRESH AND SCRUMPTIOUS! 


Tread deeper into the 
cave tunnel, under 
there's water under 
foot. At the end of 

this cave, something 
saggy and grotesque 
awakens. It seems the 
troubadour's object 

of affection is a water 
hag. Perhaps it's her 
personality? No, she wants to kill you. Slay this foul monster, and collect the 
ingredients she carries as the quest concludes. The bard disappears. 


SPOILER ALERT 


| OBJECTIVES 


While trekking across the heath and rushing streams up the mountain to the 
southwest of Kaer Nyssen, be on the lookout for a group of large standing stones, 
with a central monolith (a rudimentary statue) lit by flame at its zenith. This is the 
Grymmdjarr Monument, and is sacred—at least to the moaning fisherman who 
sits at its base. Speak to Petter, whose leg was broken after he fell trying to light 
the statue. Ask more about the statue if you wish, before agreeing to find the 
herb celandine, which can aid in dulling the pain (but not the whining). 


Run north down the hillside, crossing a rushing stream (and watching for 
wolves and harpies) before slowing down to methodically check the plant life 
at the threshold of the forest. Look for the small yellow bushy flowered plant 
(Celandine) and harvest one or more of them, Then return to Petter, and listen to 
more of his lamenting as the quest concludes. 


OOOO DANGER ALERT SPOILER АГЕНТ 


If you set out travelling 
east from Arinbjom, 

on the western side of 
Ard Skellig, beware of 
your surroundings. 

The sounds of the forest 
to your right (south) 
indicate a pack of wolves 
are in these parts. But 
there is something else, 
these are five white wolves. Along with a powerful, sinewy lycanthrope leader— 
a fearsome werewolf! Stand and fight, or flee. 


OOD DANGER ALERT POILER ALERT Ж 


Along the treacherous northern shore of the main isle of Ard Skellige, east of the 
Ancient Crypt and north of the settlement of Rogne, a lone prisoner is chained 
to the rocks. Slay the harpies around him. Yorg tells you he was framed for the 
murder of Gretter. You can leave him be if you don't believe his story, or set him 
free. Leave him, and Yorg dies at a harpy's talon, failing this quest. 


Locations: Ancient Crypt, Rogne 
Characters: Yorg, Yorg's Sister 
Enemies: None 


DIRTY LIES FROM A LITTLE SISTER 


When you're next їп 
Rogne (the village 
almost directly south of 
the rocky promontory 
Yorg was chained to), 
eavesdrop on some 
villagers at a camp 

fire discussing the 
banishment of Yorg. His 
sister tries to defend 
her brother, then dashes off in a tizzy. Follow her and speak to her. She tells you 
her uncle Gretter "did things to her", and that she told Yorg that, which prompted 
the killing. Only Gretter didn't really, she lied about the abuse as her uncle was 
simply rotund and stank. End the quest by letting the sister know you freed her 
brother, or that she learned her lesson about lying 


ооо DANGER ALERT SPOILER ALERT 


‘Assuming you aren't foolish enough to trek off the paths, take the path roughly 
southward out of Kaer Trolde, down to the Crossroads (signpost), then east 
around the northern shore of the lake towards the Miners' Camp (signpost). While 
on the north side of the lake (as shown), you should stop and physically look for 
the obelisk perched on a cliff towards the northeast. 


Locations: Kaer Trolde Harbor, Crossroads, Miners’ Camp, Thieves’ 
Camp and Obelisk, Fyresdal, Thieves’ Camp and The Old Fo nr 
Whale Graveyard] 

Characters: Olaf 


| 
| Enemies: Renegades 


OBJECTIV 
ASSAULT AT THE OBELISK 


You may wish to 
‘approach the hillside tent 
‘Amongst the notices camp containing four 
on the board at Kaer renegade thieves from 
Trolde Harbor on Ard the south, heading north, 
Skellig, is one that to more easily spot the 


reads "Contract: Stolen 
Sword." A missive from 
the lead guard Olaf 
regarding the pilfering 
of a sword named 
“kuliu” from the Kaer 
Trolde armory. The suspect was seen leaving to the south, which is where you 


should travel. ITEM: Quest Item: Journal [1] 


foes setting in under the 
cliffside obelisk. They 
aren't friendly, so bring 
cold steel and strike 
down all four of them. Now search the corpses of each of them. While their camp 
holds little of value, one of the thieves holds a journal with a clue to read. 


409 


THE CALL ОЕ KULIU 


| OBJECTIVES: _ 


Check your Inventory 
menu and read the 
journal you found, 
You're fortunate that the 
thief listed a possible 
location where buyers 
of the sword may be 
gathering—an old 
fortress near Fyresdal. 
Prepare for a bit of a 
trek (or boating expedition) to the southern coast of the island. From the town 
of Fyresdal, run up the path of deforested trees, and up towards the wooden 
fortification nestled below the snowy cliffs. 


| OBJECTIVE 


It's a long trek, either by boat around the coast to 
the Whale Graveyard, or over Arg Skellig to the druid 
encampment of Gedyneith, and then a northeast bolt 
down a slippery gravel path towards the ocean. Four 
swarthy renegades are waiting. As before, all must 
be put to your blade. Afterwards, the fabled sword 
сап be found along with a journal, on the corpse of 
the thief leader. Head back to Kaer Trolde, find Olaf oiar 
оп the bridge, and present him with the sword for a 

small reward, as the quest concludes. 


Enter the fortification 
Via the only entrance, 
and fight the renegades. 
The now-familiar 
pattern of looting a 
journal note from one of 
the slain thieves is your 
next plan. Check your 
Inventory menu, and 
careful reading reveals 
another meeting, This one at the even more remote Whale Cemetery on the 
northeast coast of Ard Skellig 


ITEMS: 


SPOILER ALERT X X X 


" ING TROLLS 


BREAKING WIND AND ROCKS 


| OBJECTIVE 


Take a moment from your pathway travels along the rugged southwest coast of Arg Skellig, and investigate 
this granite-hewn cave entrance amid the tundra. It is between Wild Shore (to the northwest) and Holmstein's 
Port (to the south), 


Step inside, and carefully walk into the tunnel of this cave, Stay at range as you view the tunnel widen into a 
large cavern. Three dangerous rock trolls are talking to each other, with the most disagreeable bowels you've 
heard. When they spot you, expect combat. Slay them or flee to end this quest 


BJECTIVES 


410 


DIPPING YOUR TOES 


While exploring the northeastern coastline of Ard 
Skellig, be on the look-out for the rock formation 
known colloquially as Toes of the Giants. Explore the 
rugged coast and prepare for a modicum of combat 
thanks to roving bands of dagr. Slay around five on 
the beach, near a small campsite and two row boats. 


Now look north, and swim across to the largest “toe” 
of the island cluster. There's a small shipwreck, 

and a band of four pirates skulking about the area, 
attempting to gather the ship's loot. 


Once they are defeated, the quest starts. Inspect the half-buried crate (it glows 
red if you use your Witcher Sense). It was hacked apart with an axe, and contains 
a solid sword you must take. Now inspect a second crate close by—this one has 
the emblem of Clan Brokvar on its lid. 


ITEM: Common Item: Solid Skellige Sword 


END: BROKERING WITH CLAN BROKVAR 


| OBJECTIVE 


Plot a course to the small isle of Spikeroog; it lies to the northwest of Arg Skellig 
Sail to the village of Svorlag, and find the shopkeeper on the harbor, adjacent to 
the Notice Board. 


DANGER ALERT 


Locations: Hemdall's Finger, Ursten (Velen), Widow's Grotto 
Characters: Viki, child 
Enemies: Warrior 


IRWIF INDOD О IFI, CHIAST! 


OBJECTIVES: 


There's a tiny island 
due east of Redgill (on 
the eastern side of Ard 
Skellig), known locally 
as Hemdall's Finger. 
Climb ashore to uncover 
the wreckage of a boat, 
and a corpse with its 
legs crushed, under 

the large oak tree. Use 
your Witcher Senses to study the crest on the section of boat—it is of unknown 
origin, The journal lying near the victim (once you read it) makes mention of a 
delivery to Ursten (back on the Continent), a woman named Viki with a phrase to 
tell her, and treasure aboard the vessel 


Back at the water's edge, look for the top of a mast poking out the water. 

Dive down and inspect the underwater wreck. There's another unknown crest 
оп the hull, and the chest itself. It contains a letter and the captain's log. Read 
the log and there's mention of a second vessel, which was bound for Ursten in 
northern Velen. 


ITEMS: Quest Items: Letter Sealed with Impermeable Wax, Captain's Log 


Speak to the fellow here, letting him know about the shipwreck, He reckons 
it's the Hemdall's Wrath, which set out for the Continent a month back, and 
hopes you might happen across a sword among the wreckage. It's ornate, and 
belonged to the captain. This matches the blade you found in the first crate. 
Hand it over for the reward, as the quest concludes. 


NIDYDYCH INEI GAEL! 


| OBJECTIVES 


Journey back to the 
Continent, locate Ursten 
(northwest of the 
Border Post), and head 
there, Along the main 
road, near one of the 
cottages, is a soldier 
clad in a foreign uniform 
you're unfamiliar with. 
He asks whether you've. 
seen a woman and a "plaetyn" who have escaped punishment. Answer how 
you wish, then head to the objective area towards the mouth of the Pontar river. 
Climb down to the shoreline. 
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Close to the objective area are the ruins of the second vessel. Close by аге 
footprints from a mother and child—use your Witcher Senses to spot them. 
Follow them up the steep river bank, across to а small wooden watchtower, 
where a woman shouts something in a foreign tongue and flees from you. 
Chase her down to the river, to a moored boat close to a cave entrance; 

the aptly-named Widow's Grotto, 


As you enter the cave, so does the foreign soldier, who tells you he's bringing the 
child back and killing the "woman criminal." You can: 


* Refuse to let the woman fall into the hands of the soldier, defeat the soldier 
and receive a small gift of a medallion from the woman (which you can take 
or give back). 


* Tell them it isn't your business and walk away. 
Either way, the quest concludes. 
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DANGER ALERT 


QOO 


Locations: Holmstein's Port, Kaer Muire, Arinbjorn, Eldberg Lighthouse, 
Thieves' Camp and Obelisk 

Characters: Holger Blackhand, Mathios 

Enemies: Pirates 


ASSAULT AT ANOTHER OBELISK 
| OBJECTIVES E 


Along with the other 
notices on the board. 
just outside Kaer Muire 
fortress on Ard Skellig, 
is one that reads 
“Contract: Stolen Horn,” 
A letter from the leader 
of this settlement, 
Holger Blackhand. It is 
regarding the looting 

of a horn by some shamed warriors. If found, the horn should be returned to 
Blackhand's steward, Mathios. It seems the horn has been smuggled onto 
the Eldberg peninsula, north of the port of Arinbjorn, and south of the Eldberg 
Lighthouse. Sail or trek there, to the western side of Ard Skellig, at your 
earliest opportunity 


Journey along the treacherous bridges linking the three islands, and search for a 
group of pirates on the middle land mass. 


DANGER ALERT 


QOO 
Locations: Miners’ Camp, Bridge to Kaer Trolde 


Characters: Yanne, Blacksmith 
Enemies: Cyclops, Nekkers 


AN EYE FOR THE MAIN CHANCE 


| OBJECTIVES 


While journeying south 
from the Miners’ Camp, 
Just over the crest of 
the hill near a large oak 
tree, you may stumble 
upon the remains of a 
merchant's caravan. A 
cart strewn to the side 
with tremendous force, 
and both horse and 
human seemingly whalloped to death. Beware of a nearby cyclops responsible 
for this attack—it heads to your location and must be defeated! Look in the 
Bestiary for takedown tactics, Afterward, the quest begins. 


Close to the single cart wheel are fresh footprints. Follow this trail of prints and 
fresh blood in a roughly southeasterly direction into the undergrowth. You should 
discover a pack of five nekkers feasting on the remains of a woman. Rid the 
corpse of its attendees, and search the body for a letter. It is written to Yanne, 
who you presume is the brother of the deceased. 


ITEM: Quest Item: Letter to Yanne 


A HALLOWED HORN 


SPOILER AL 


Carefully view a single 
tent close to the rocky 
shores where the 

nom may lie (second 
picture). Expect seven 
more foes at this tent, 
close to a jutting rock 
obelisk. Tackle each of 
them, and then search 
the corpses. Two hold a 
journal detailing the guilt and disgrace he felt at stealing the heirloom. The horn 
is in the chest by the tent. 


ITEMS: Quest Item: 
Journal of a Thief, Part 


Trek back to Kaer Muire, and visit Mathios who 
waits close to the building directly above the Notice 
Board. You mention you've retrieved the horn, and 
he's less than happy at you slaying the men who 
took it. Oh well. The quest now concludes with a 
modest reward. 


ITEM: Crowns 


Mathios 


POILER ALERT 


HARD TIMES 


Yanne resides just 
across the bridge inside 
the Kaer Trolde fortress. 
Embark on a joumey 
northwest, eventually 
crossing the expansive 
Kaer Trolde stone 
bridge, and tuming 
immediately right to 
visit the smithy. 


You're looking for Yanne, who is usually dozing in the small weapons tent. Tell 
him you've found a letter from his mother, on the corpse of his sister. He's 
understandably upset, but rewards you: 


* For your diligence if you tell him the truth, with crowns. 


* With anger (and refuses to ever provide services to you) if you try to spare his 
feelings, and you don't receive the crowns. 


The quest then concludes 


ITEM: Crowns 


Characters: Harald, Sven, Hilde 
Enemies: Warrior Endriaga, Wolves, White Wolves, Wyvern, lesben 


| OBJECTIVES: 


On your hikes across 
Ard Skellig, stop at the 
woodland village of 
Farylund (close to the 
middle of the island), 
and listen to a group 
of villagers muttering 
close to an irrigation 
stream. They speak 
about one of their 
own, Killed by the woodland spirit. Head to the edge of the woods to view the 
twisted remains of a villager, strangled, split and torn, and wrapped tight in vines. 
The crowd is divided into two camps; those that believe the death was due to 
ignoring "the old ways" (lead by Harald), while others believe this is a monster 
that requires eradication (lead by Sven) 


‘After a less than friendly welcome, mention your services are for hire, You may 
ask about the woodland spirit, the others it has killed, and why the spirit may be 
out for revenge. This starts a war of words between Harald and Sven. Tell them 
enough, and that you'll make up your mind after you discover what's responsible 
for the deaths. Head west, into the woods. 


Move to the first objective area, dealing with a possible warrior endriaga 
incursion, Then stoop and use your Witcher Senses: 


* Pick up a trail of 
large footprints, 


* A dead dog shows 
thin and deep cuts, 
not unlike a razor. 


Follow the trail, 
watching for four more 
епопада, moving past a 
possible wolf attack as 
you reach the second objective area 


* Inspect a tangle of 
tree roots that have 
skewered a villager 
into an upright 
stone. This has 
smashed the victim's. 
bones which takes 
immense strength 


* Follow the tracks in a 
more southwesterly 


direction, into an area of standing stones and marsh waters. Expect frightened 


deer to scarper at your arrival 


The beast sharpened its claws (or marked territory) on three of the large 
standing stones. Engage a couple of white wolves in combat here. You know 
what made these marks now—an ancient male leshen. 


| OBJECTIVE 


Return to Fayrlund. You have a choice in who you inform first. 


Harald is at the edge 
of the village, having 
buried the brambled 
man. He speaks of 
history, and when you 
tell him of ridding the 
area of the leshen, he 
argues that this entity 
is what made them 
warriors in the first 
place. He also has another way; a method to appease the woodland spirit. You 
must roam the woods with knife and spear, fighting on even terms to prove valor. 
You should go to the Covenant Stone within the woods, and submit to this trial by 
burning a sacrifice of wolves’ hearts, You can: 


* Agree to try it Harald's way (you can always change your mind). 
* Disagree, and vow to simply slay the leshen. 


* Think things over (and get Sven's side of the story), 


OBJECTIVE 


Sven is near the village 
merchant, usually 
flirting with Hilde (a 
villager). He speaks 
about the beast's 
appetite for killing. You. 
can agree (or disagree) 
that this is just an 
"ordinary monster," 
before telling Sven the 
leshen has marked one of the villagers and that as long as the Individual lives 
here, the leshen cannot be completely Killed. 


While the villagers won't believe this story from you, if you find the marked 
villager (Sven reckons it is Harald), Sven will convince everyone to banish them. 
You can: 


SECONDARY 
QUESTS 


* Find the marked person, continuing Sven's plan. 


* Or leave the village, and begin the ritual Harald told you about. 


At this point, you must side with Harald or Sven, and the quest concludes differently 


depending on who you work with, Both sets of objectives are still accessible, until 
you either complete the ritual (Harald), or finish destroying totems and attack the. 
Jeshen itself (Sven). (Sven). 
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FOR HISTORY AND HARALD: HARVESTING 
HEARTS FROM THE WOODS 


Go into the woods, 
taking a circular rout 
across the higher 
ground to the south, 
and winding around to 
а cliff ledge overlooking 
the forests. Beware of 
wolves attacking as you 
reach the altar, which is 
just to the left of the oak 
tree. Once they are defeated, and five hearts are collected, the ritual can begin. 


The hearts are lit using Igni. A watching raven inspects the offering, You look 
up to see dozens of the birds perched on the oak tree. They start to quam and 
circle the tree in a spiral to the sky, The woodland spirit is appeased, For now. 


HARALD'S WAY: APPEASING A LEGENDARY LESHEN 


| OBJECTIVE 


Return to Fayrlund. 
Meet Harald at the tree. 
carved totem in the 
middle of the village. 
He tells you he saw 
smoke rise and crows 
dance in the sky. You 
сап tell Harald that the 
leshen will return and 
the killing will continue; 
that this is only a temporary solution. Harald is angered, You've not been paid to 
lecture him. Then Sven arrives, having Killed all the other elders responsible for 
keeping this ritual alive. He's ready to slay Harald next. You can: 


* Tell Sven you can't let him kill Harald. You must then fight Sven and his 
three guards 


* You can stay out of Sven s business, and let him murder Harald. 


Either way, the quest concludes. 


ITEMS: Crowns and Clan Hindar Sword. 


STEPPING FORWARD WITH SVEN: 
SNUFFING OUT THE WOODLAND SPIRIT 


| OBJECTIVES: _ 


Choose Sven's way, 

and begin a meticulous 
search of marked 
villagers. Sven isn't 
correct about Harald. 
Infact, itis the 
washerwoman Hilde. 
You'll usually find her 
near the irrigation stream 
to the north of the village, 
that bears the leshen's mark. Retum to Sven, who's making unsubstantiated claims 
about the village elders mating with beasts. He's taken aback when you reveal the 
marked villager is Hilde 


His hubris shrivels away, and he agrees to the banishment you recommended. 
However, if you told Sven that they need to get rid of the marked person, and he 
doesn't know it's Hilde, she is taken away and killed. You are now free to destroy the 
leshen's three totems (see below). 


Enter the woods again, and search for the three small objective areas. Beware 
of wolves; they are a constant nuisance during your search and destruction. 
When you reach a totem (a collection of animal bones and skulls fashioned into 
a fetish), utilize your Igni Sign and burn each into cinders, The leshen has sensed 
you and sends tree roots to stab and wound, and more wolves to waylay you. 
Keep moving and dismantling totem as you go. 


When the third totem is burning, locate the objective area, and use your Witcher 
Senses—the echoes of the angered leshen can be "seen" as gray circular 
pulses. Approach them and the leshen duly appears. 


LESHENING YOUR CI 


NCES OF SURVIVA 


‘Should this ancient spirit be causing you more than a little trouble, consult the 
Bestiary forthe finest methods in leshen chopping. 


| OBJECTIVES 


Out of the forest a 
giant, skull-faced spirit 
summons its flock of 
ravens, three ravenous 
wolves, and attacks 
with tree roots and 

a variety of slashing 
from its mighty claws. 
Use trees for cover 

as you defeat this 
hardy opponent. 


ITEMS: Ingredients: 
Quest Iter 


ncient Leshen Mutagen, Lesh 
n Trophy 


SVEN'S WAY: USURPER 


OBJECTIVE 


Return to faynund. Meet Sven at the tree carved totem in the middle of the 
village, where he has murdered Harald and the elders. Мо! to worry, your 
agreement still stands and your coin is awarded. Other villagers are shocked at 
the bloodshed. 


You can: 


* Tell Sven you can't let this murder slide, and that everyone saw it happen. You 
must thenleave them, and stay out of his business. 


* You can stay out of Sven's business. 


Either way, the quest concludes. 


ITEMS: Crowns, Reaver's Boots. | 


NEVER TRUST, CHILDREN dI ) 


tion: id 
| OBJECTIVE Location: Sun 


ке. —— Characters: Boy 
Enemies: Bandits 


As you venture along 
the wooded pathway 
heading from Sund 

to Arinbjorn, you may 
come across a forlorn 
lad, standing in the road. Speak with him, and he explains his father had been mauled by a bear, and points 
to the side of the pathway before scarpering. 


quest is not related to the one of the same name occurring in Novigrad, 
— — — 


Ignore the kid. He's simply a diversion so you'll trek into the thickets and be set upon by three bandits. Of course, 
they weren't banking on being skewered by a swordsman such as yourself. Slay them all and the quest completes. 


DANGER ALERT SPOILER ALERT 


Step into the objective area around town, and begin to quiz the peasants about 
Check the Notice Board the shawl. One of the women recognizes it as belonging to the herbalist Jonna, 
alittle way from the Locate her close to her small dwelling, and speak to this jealous woman about 
beach in Rannvaig, and lifting the curse. She tells you how to lift the curse, though Lotar might not 
tackle the following be happy. 
request—marked 
"Nithing." seems s ЕМО: SOWING HIS SEED WITH THE 
local man named Lothar HERBALIST HUSS 
is having trouble with a 
cruel and treacherous OBJECTIVE 
curse. Locate the abode 
of the blighted Lothar, and find him tending to his garden. Ask about the curse 
and he explains a horse's head on a pole has appeared, with the named of his 
first-born Tjalve carved on it. Now his son has a fever. It seems Lothar has been more than economical with his lovemaking, and Jonna 
wants him back in her arms. He doesn't want this though, as it will shame his 
wife and family. 
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Move to the nithing 
itself, a slightly 
unpleasant mass of 
skull and wood bearing 
Tjalve's name. But 
there are footprints 
leading away from the 
totem. These are tracks 


You can coax him into one of the following, when Lothar wishes death upon Jonna 


* Say "can't do that", and he reluctantly heads to Jonna, to save his son and 
take responsibilities for his actions. The quest concludes. 


* Say “so be it”, and help Lothar, despite the newly gathered information. 

You need to reverse the nithing's curse. Head to it and inspect it and inscribe 
to follow (using your a new target on the shaft. Now return to Lothar for your reward. Afterward, 
Witcher Senses) through when you return to Rannvaig, your inscription has resulted in the death of 
the undergrowth to a dead tree where a woman's shawl was dropped. It has а Joanna (though you aren't suspected). You've lost a prime source for rare 
distinctive pattern and smell. Pick up the odor, and follow it back into Rannvaig. herbs and recipes. 


After either decision is made, the quest concludes. If you reverse the curse on 
Janna, Lothar awards you with crowns. 


415 


416 


OO” 


! PEACE) DISTURBED 


DANGER ALERT 


Locations: Crossroads, Wraith's Crypt 
Characters: Skellige Women 
Enemies: Wraiths, Nightwraith- 


TOMB RAIDER 
)BJECTIVES: 


Take a right tum down a dirt path just north of the Crossroads signpost on the on the 
central western coastal path of the main isle, southeast of Kaer Trolde Harbor. The 
{rail leads to an ominous crypt entrance, and two Skellige women who tell you they're 
collecting nails cut from corpses to build cursed longships with. They're also hoping 
you'll rid the nearby crypt of any ghosts to increase their haul. 


DANGER ALERT 


OO” 


Enter the large entrance crypt, where you're able to blow out (and re-ignite) the 
candles atop the many coffins. Head into the tunnel to the northeast, down the 
‘steps, and slay a single wraith at the alcove corner. Then venture deeper into the 
lower chamber. Two more wraiths must be snuffed out in this alcove tomb. 


Then it's a wander 
down a tunnel to the 
north, to the lowest 
tomb sanctum, 

Two wraiths and a 
nightwraith are lurking 
lurking in the lowest 
level of this crypt. Kill 
the nightwraith, and 
all other wraiths are 
banished, Once you are victorious, retrace your steps back to the surface, and 
explain that the tombs have been cleansed, Well done, Witcher. A sacrifice to 
Freya will be made in your name. 


SPOILER ALERT X 


PRACTICUM:INTADVANCED ALCHEM 


Locations: Gedyneith, Morskogen Forest, Succubus’ Cave, Distillery, 
Blandare — 

Characters: Quarreling Druid, Gremist, Druid Tracker, Ramund, 
Succubus, Fritjof 

Enemies: Ghouls, Cyclops, Foglets 


GREMIST THE VENERABLE ALCHEMIST 


This quest is available when you visit the druid's sacred oak in the ceremonial heath 
of Gedyneith, in eastern Ard Skellig It can also be started by asking alchemists 
throughout the lands (including Velen and Novigrad) for a master alchemist once you 


this option. 
— —— — 


Travel down to the cave by the pond, at the foot of the heather slopes, and listen 
to a conversation between two druids. Approach the less senior of the two and 
ask about Gremist. 


Apparently he is an exceptional alchemist, but 

as stubborn as an ass. He has many formulae 

in his head, but will not share them. Move on to 
Gremist himself, who isn't the friendliest of sorts. 
‘Ask him to teach you alchemy. The answer is 
emphatically negative. Ask how he can be convinced 
(or that you'll be a good student). He softens a 

little. He is preparing a tricky ritual, and requires 
assistance—three favors before he'll accept you as 
ап apprentice 


*. Bring him a pimpemel from the Morskogen Forest. 
* Obtain and return with a bottle of spirit from the old distillery on Hail Hill. 
* Finally, convince Fritjof (who lives near Blandare) to help Gremist perform the rite. 


Agree to these demands, and don't forget to ask for further information on each 
favor before you depart 


The three favors can be attempted in any order (though the quickest route is to 
J| complete the Blandare favor first, then the forest, and then the distillery). al three 

[| favors take place on Ard Skellig, between the center of the island (Blandaro) and the 
l southeast (the distillery). 


Man. c j 


FIRST FAVOR: THE HARLOT'S PIMPERNEL 


$ OBJECTIVES; 


U d SECOND FAVOR 


This favor should be completed second, if you're concerned about an optimal route 
between each favor, 


Ride south until the calm forests become more windswept, and the pine trees a 
little more ragged. In the large Morskogen valley (where the magical cataclysm 
took place), attack any white wolves you wish, then gallop to the objective area 
where pimpernel is said to grow, and inspect the bush the ingredient grows on. 
It seems it was picked recently 


Someone else is in the undergrowth—a druid also sent here by Gremist. In 
fact, a multitude of apprentices have attempted to find this flower, but all have 
returned unsuccessfully, and unwilling to explain what they found. Recently, 
one druid failed to return at all. You agree to search the vicinity with this druid 
tracker, Use your Witcher Senses: 


* You uncover some hoof marks in the undergrowth. Head southeast. 


* The marks become a trail leading up-slope, to the south. They are bipedal, 
so not from a horse. 


A number of footprints (some fresh, others faded); they all lead up the slope 
roughly southeast. Follow them. 


There is sound of 
torture ahead. No 
wait, it's the sounds 
of tickling. A young 
druid named Ramund 
is giggling with 

a succubus (now 

you know why the 
apprentices were 


Succubus Ramund 


reluctant to explain what they experienced). The tracker druid is most perturbed, 
and claims Ramund has had an addling spell cast upon him. He readies his staff 


for combat. You can: 


* Agree with the druid (that the succubus needs to die) and she will 
defend herself. 


| OBJECTIVE 


This is a tricky fight. The succubus is a powerful creature that uses magic, and 
the terrain is not condusive to dodging. Be mindful of her spells and get in close 
when you can to deliver blows. Slay the succubus and witness a very disturbed 
Ramund curse you and storm off, with the druid you helped thanking you before 
he chases the perturbed apprentice, 


JBJECTIVE 


You can detect the succubus’ scent easily once she is dead. Use your Witcher 
Senses to follow it, eventually finding a cave. Enter the cave and find that the 
succubus has been collecting flowers for a while. Maybe she wasn't so bad 
after all? Regardless, using your Witcher Senses you can identify and pick 
the pimpernel. 


| OBJECTIVES: 


Or, you can side 

with the succubus, 
explaining that she's 
mostly harmless 

The fuming druid 
storms off, muttering 
something about 
returning with 
reinforcements 
Ramund is sent off to 
pick flowers. 


The succubus is surprised you sided with her (especially since she has no 
intention of coupling with you). Tell her there's another way she can repay you. 
Follow her along the path, then into her nearby cave lair. It is adorned with 
bellflowers, kingcups, violets, and most helpfully of all—pimpernels. Use your 
Witcher Senses if you need to, locate the pimpernel and pick it. The first 
favor concludes. 


SECOND FAVOR: THAT'S THE SPIRIT 


| OBJECTIVES 


This favor should be completed third, if you're concerned about an optimal route 
between each favor. 


Hike up past the snow line in a southeasterly direction from the succubus’ 
cave, utilizing the rocky path to ensure you don't slip and Kill yourself (should 
you venture into the steep slopes of this part of Ard Skellig). At the top of the 
mountain peak is a flat icy ground, where ghouls are prowling, 


This was the location of the distillery storage, but this has long since collapsed 
and blown away, leaving only a few corpses which attracted the ghouls. Travel 
down the steep slope to the south towards a rickety wooden bridge and platform 
up into a tall cave underneath the ruins. These are the ruins you're looking for, 


The cave is currently 
home to a lumbering 
cyclops. Not for long. 
Once it has been cut 
down to size, use your 
Witcher Senses, and 
inspect the premises: 


* The huge boiling 
vats are intact, 
though tarnished. 


* The wooden scaffold has a ladder to climb, and a platform where you can find 
some mash. 


* A small raised cabin has some distilling recipes on a bed. Оп an adjacent bed 
is an open log book. Gather and read both of them. 


Now step over to the distilling machine, examine it closely, and look for a metal 
vat to add your mash to. Once added (from your Ouest menu) it must be boiled. 
Use Igni a number of times to light the fireplace and rapidly heat the base 

of the vats. When you mention the vats are hot enough, and must be cooled 
down, move to the levers on the side of the brewing machinery. Remember the 
instructions you read—pull the right lever first, then the left, opening a series of 
valves that cool the vats down with water, and complete the brewing process, 
Gather the Skellige spirit from the barrel and leave, watching for encroaching 
ghouls as you go. 


SECONDARY 
QUESTS 


THIRD FAVOR: FRITJOF IS FEELING PARCHED 


[ OBJECTIVES: __ | 
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This favor should be completed first, if you're concerned about an optimal route 
between each favor. 


Make the trip to Blandare in the center of Ard Skellig. Visit the crossroads in 

the middle of the village, where Fritjof the druid is located. He agrees to meet 
Gremist, but he has other concerns at the moment; the drought ravaging the 
village, for starters. Agree to defend the druid after he summons the rain, should 
Mother Nature de angered by such a ritual. Head northeast, across the planted 
field, following the druid who has already instructed his pet warg to round up a 
couple of goats and sheep for the sacrifice. 


Fritjof is almost immediately successful after he slaughters his animals. Sitting 
cross-legged at the sacrificial altar on the field, he continues his prayers while 
foglets are summoned with alarming frequency. With one eye on Fritjof's health, 
advance and defeat the foglets that appear. Expect around eight or nine in 
groups of three. Don't venture too far from 

Fritjof as the foglets immediately swarm and attack him, and he cannot take too 
many strikes. 


DANGER ALERT 


OOO 


І THE SAD TALE OF THE GROSSBART BROTHERS 


Locations: Blandare, Grossbarts' Grotto 


Characters: Djenge Frett 


A shaggy-coated man stands at the crossroads in the town of Blandare (central 
Ard Skellig). Approach him, he has work if you're willing to partner with him, He 
introduces himself as Djenge Frett—apparently a renowned mercenary in these 
parts. He's after the Grossbart brothers. A trio of rapists and murderers who wear 
yellow caps on their heads. 


END: WITCHER, THERE CAN BE NO 
MISTAKES THIS TIME! 


| OBJECTIVES: 


END: STIMULATION AND ASSIMILATION 


OBJECTIVES: _ 


Make the journey 

back to Gedyneith, 
finding and opening 
the wooden door at the 
cave entrance by the 
pond. Gremist is inside, 
puffing away at a pipe 
with Fritjof. As you've 
completed the three 
favors, Gremist agrees 
to begin his lengthy ritual, but you are forbidden from watching. Step outside, 
and wait. Once you've completed other quests, or simply meditated for one 
entire day (or multiple times during а day and night cycle), return to the cave, 
where Gremist and Fritjof are lolling around, drunk off their feet. А complicated 
rituat! indeed! Join them for a tipple, while collecting the following rewards: 


ITEMS: Ingredients: Sulfur (5), Alcohest 15], 


lan Fiber (5) 


tre (5) 


g 


Your objective mentions 
the vague (and vast) 
area of southern 
Ard Skellig, but the 
Grossbart Brothers are 
holed up more precisely 
їп an underground 
grotto, just above 

sea level, along the 
southeastern coast 

of the island. You may wish to journey to Palisade and trek eastwards, before 
working your way south along the coastline. Or simply take a boat from Fyresdal 
around the coast until you discover the grotto entrance at the shore. 


POILER ALERT 


STAY OFF THE MOUNTAINS 


Wandering the icy mountains directly above the Grotto, in the vicinity of the Distillery, 
otters only a fruitless and dangerous hike. 


Enter the Grotto, and meet up with Djenge Frett in the entrance tunnel. Agree 

to help him, and follow him into а wider chamber, where the yellow-capped 
scum are camped. Charge in and slay any and all of the three brothers you wish. 
When Hegel, Jesse, and Manfred Grossbart are sent into the afterlife, your final 
conversation with Frett occurs (unless he dies, in which case the quest fails), as 
you're rewarded and the quest concludes. Feel free to loot the Grotto afterwards. 


ITEM: Crowns 


Converging Quest 


Epitt 


The ancient oak tree of Gedyneith is a place of meditation for many of Skellige's 
religious folk, but a few have taken this to an extreme. Head up the craggy 
hillside Just east of the marker, and you'll speak with a concerned druid, who 
hopes you might jolt his friend Egill out of his imposed silence. You're offered the 
prospect of an excellent Gwent card for your troubles. 


The silent druid is sitting or standing around his campfire, close to the woods just 
below you. Speak with him for a one-sided conversation, which ends in a one- 
fingered gesture of displeasure. 


SPOILER ALERT 


As you're here 

to scare him into 
speaking, it's going 

to take a few magical 
encouragements (the 
following steps can be 
done іп any order, but 
only when he moves 
close to each area). 


OBJECTIVES: 


* Step 1: Find the hornet's nest on the tree stump, close to the rock and where 
Egill is dozing, Step back, and cast Aard, blowing the hornets out of the nest, 
and causing them to swarm Egill. That helps. 


Step 2: Take your pestering to another level by locating the small campfire 
that Egill is standing near, and then blow it out using Aard. You can see the 
druid is silently seething. That helps, too. 


* Step 3: Walk to the rack where the druid keeps his pots and pans, and launch 
an Aard wave into them, so they clatter and make a din. 


After the third step, the furious Egill launches a verbal tirade in your direction, 
which snaps him out of his silence. He's furious with you, but his anger is worth 
your while. Simply leave him and head up the hill to the small cave entrance 
where the initial druid requested your help. He's having a laugh about the chaos 
you've caused. He lives up to his end of the bargain, and rewards you for your 
troubles as the quest concludes. 


SIRES CALL” 


[| OBJECTIVE 


If you set out travelling east from Arinbjorn, on the western side of Ard Skellig, 
beware of your surroundings. In the distance, you may notice two sirens circling 
an open field, 


Close in, and the field is 
filled with sheep and a 


shepherd attempting to 
defend his flock. Help 
him, slay the sirens, and 
he rewards you with 

a small token of his 
thanks. Ignore him, and 
later in your wanderings 
(in any nearby village) 
you may overhear islanders worrying about the shepherd not returning, 


STRANGER TRA STRANGE LAND 


CUT DOWN BY SOME MISERABLE S--TS 


| OBJECTIVES 


SECONDARY 
QUESTS 


ay 


420 


| (page 305). 


The last objective during Contract: The Phantom of Eldberg involves claiming 
a reward for banishing a troublesome wraith from the Eldberg Lighthouse. You 
reconvene with Jorund at his longhouse tavern in the village of Arinbjorn in 
northwest Ard Skellig. After speaking to Jorund, two warriors approach you. 
These two bigots are known to you, since they hassled you at the start of the 
contract. They aren't letting up now, either. 


After some harsh words are exchanged, choose a conversation as you wish. 
Either option results in a fight to the death, with Jorund by your side against 
Коп and his easily-lead brother, Kraki. Despite your prowess with a blade, the 
combat ends with Коп! cutting down Jorund. Finish off the two fools immediately 
afterward. Jorund asks for a last nip before he visits the afterlife, and passes 
away. Wait, what's that commotion outside? 


Leave the longhouse tavern, where you're stopped by a mob of angry villagers. 

Kori's father Leif brandishes you a murderer, You may answer them as you wish, 
but you are made to stand and defend your actions before the jari—alarmingly 
named Madman Lugos. You're not expecting a fair tria 


THE VERY DEVIL WE SPEAK OF 


i OBJECTIVE 


DANGER ALERT 


OOD 


You have no weapons, 
and you're languishing 
in prison, Run past 

the rock-crackers and 
speak to a bare-chested 
man named Simun 
Brambling. He has little 
to say except for the 
need to escape. Head 
to the prison gate and 
speak to the guard. It seems your trial has been postponed... by at least a year. 
You can: 


* (Axi Delusion Level 3) Befuddle the guard into letting you out of the prison. 


• Tell the guard you have no time, or that you can make a deal. Either offering 
falls on deaf ears. 


* Talk to Simun and take his offer. He agrees to help you convince the guard 
to let you out, but you'll owe him a favor (Secondary Quest: An Unpaid Debt 
(page 257) he'll ask you for later on. 


* Or, you can start punching any other prisoners, engaging in a fistfight. Win, 
and the guards are impressed, taking you to see Lugos. 


You are brought before the Jarl where Leif is making an impassioned plea 
for your head. He asks you for your opinion, Answer how you wish (it makes 
по difference) you're found guilty of murder, and sentenced to death by 
suffocation. Or by paying Kori and Kraki's weight in silver. Neither option is 
terribly appealing, so you're surprised when Lugos pays off Leif. You are now 
in Lugos' debt of pride. 


* A debt that must be paid. Secondary Quest: The Cave of Dreams now begins 


* If you already completed Secondary Quest: Cave of Dreams already, you are 
simply let go as your debt to Lugos has already been paid in full. 


! HE GAVE OF DREAMS 


* Use wit or force to request a chat with Blueboy. 
Related Quest: Secondary Quest: Stranger in a Strange Land 


Locations: Madman Lugos’ Keep, Holmstein’s Port, The Cave of Dreams 
Characters: Madman Lugos, Blueboy Lugos, Jorulf the Wolverine, 

Uve Jabberjaw, King Bran of Skellige 
Enemies: Nekkers, Clan Tuirseach Warriors, Water Hags, 

Hounds of the Wild Hunt, Eredin 


* (хі Delusion Level 2) Tell the idiot guard that Blueboy is expecting you. 


After some jesting about Jorulf's dad, Blueboy lets you onto his boat. Speak to 
him, answering how you wish, and he agrees to let you accompany the crew 
into the Cave of Dreams. Prepare and meditate if you wish, then agree to begin 
the exploration. 


A MOTLEY CREW THE STUFF OF NIGHTMARES 


| OBJECTIVES 


[ OBJECTIVES: _ 


You end your conversation with Madman Lugos by agreeing to help his lad, 
Blueboy Lugos, who has ventured to the Cave of Dreams on the south side 

of the island. You have litle choice but to help. Leave the keep, and make a 
lengthy descent down the winding pathway, all the way down to the harbor of 
Holmstein's Port. Approach the wharf and secure the small boat, and set sail, You 
may swim instead, if you wish. Or, you can cross the hazardous hills along the 
coast by land. 


Or, you can simply start this quest by stumbling upon Blueboy and his crew, 
while you're out adventuring along the southern tip of Ard Skellig. 


Blueboy introduces his two hardy companions, 
including the ironically-named mute Uve Jabberjaw, 
describes the cave as a place where your fears are 
realized, and you set off into an entrance tunnel. You 
are waylaid by four nekkers—cut them down. 


Journey to the objective marker further eastwards from the village, where 
Blueboy's longship is moored, and a band of warriors is burning water at camp. 
Approach the camp, and speak to one of the guards, an easily-flummaxed head 
of meat called Jorulf. You can: 


Blueboy spies a totem, and you wolf down some herbs to bring on the 
nightmarish hallucinations. This has some interesting effects on Uve. 


King Bran of Ste lige 


Trek down either of the 
gigantic tunnels as a 
ghostly whale swims 

in the air above you. 
Ahead is a totem, and a 
set of pillars and dining 
tables, with a group of 
Clan Tuirseach warriors, 
Looking up at a balcony, 
Blueboy is taken aback 
as the long-dead King Bran looks down on him. You are about to make merry 
with the clan, when Uve Jabberjaw finds his voice, insults the king, and forces 
you into combat with all six Tuirseach warriors! They are immune to Igni and 
Yrden, but are otherwise the same as facing humans in combat. Fight them with 
your silver sword. 


DANGER ALERT 


QOO: 


After Uve's nightmare, continue deeper into the cave, passing numerous flying 
fish that your compadres comment on, where Jorulf recognizes the remains of а 
longship close to the next totem. It is the one that he dashed into the rocks the 
night his father died. Sirens sing the song of guilt, and should be stopped and 
slain immediately. 


After Jorulf's nightmare, you may face water hags in the silty and elongated 
tunnels. Continue to push onwards the next totem, where a vision of Madman 
Lugos appears to Blueboy. It seems Blueboy fears his father, and the specter of 
Madman Lugos challenges you all to combat. Slay him 


After Blueboy's. 
nightmare, continue 
north up the sloping 
tunnel, before dropping 
down to the next totem. 
Avision of belting sleet, 
and two baying hounds 
of the Wild Hunt, from 
which strides Eredin— 
the leader of the hunt 
you seek to kill. You 
have that chance now, though this is a simple spectral form. Ignore the hounds 
and slay Eredin's image. 


END: BLUEBOY'S BUDDY 


You wake up at the entrance totem. Your nightmare is over, Blueboy now has по 
fear of his father, and was honored to fight by your side, A reward is offered (it 
you asked for money while being in debt to “Madman” Lugos, Blueboy insults 
your honor, but still pays you), and the quest concludes. Leave the cave the way 
you came їп. 


ITEM: Crowns 


TAKEN AS A LASS 


Locations: Warrior's Campsite (Ard Skellig), Siren's Iste (Hindarsfjalt) 
Freya's Garden (Hindarsfjall] 

Characters: Warrior, Kurisu 

Enemies: Pirates, Sirens 


GLORY TO ALL HEROES! 
| OBJECTIVES: 


| 


|| This quest can be done in either order—finding Kurisu first, and then her brother. It 
| is shown in the order of finding the brother first, and Kurisu second. 


ل سف 


The eastern coast of Ard Skellig is forboding, with jagged rocks and a variety 

of terrifying foes (such as sirens) to face. But venture here you must (via boat 

if you wish a little more safety), looking for an inlet with a short jetty, relatively 
close to the Distillery signpost. By the jetty and small boat is a campsite where 
two pirates are setting upon a Skellige warrior. Help the warrior out by defeating 
the foes. Speak with the warrior, who is out searching for his sister. She was 
kidnapped by pirates. Agree to keep an eye out for her. 


Kurisu's whereabouts are somewhere on the eastern island of Hindarsfjall. Plot а course 
to this wayward isle, heading for the southwestern shores between Lofoten and the 
Isolated Hut 


Locate the tiny island off this coast with a wrecked longship wedged into it, and swim or 
boat your way to the shore, where six sirens attempt to thwart your progress. 


After a protracted battle, slay your final siren before inspecting the island using 
your Witcher Senses. You find slain sailors, some which have had their wounds 
dressed. But the real find is a note inside a chest, on the deck of the wrecked 
ship itself. It is a missive from Kurisu. 


ITEM: Quest Item: Kurisu’s Note 


END: ALL GLORY TO FREYA! 


SECONDARY 
QUESTS 


| OBJECTIVES: 


It seems Kurisu may be a priestess in the service 
of the Goddess Freya. Wade onto the shores of 
Hindarsfjall, and continue roughly northeast from 
your current position, and enter Freya's Garden. You 
may have visited this place with Yennefer, during 
Main Quest: Nameless (page 141). Optionally try 
clambering about the walled gardens if you wish, 
although a path to the east leads you to un 
location—a cave mouth to an altar chamber and 
location of a shop. The missing woman is here, and explains how she escaped 
the pirates, and her debt to the priestesses of this sacred grove. She vows to be 
reunited with her brother as this quest comes to a close. 


421 


422 


DANGER ALERT SPOILER ALERT 


Locations: Kaer Trolde Harbor, Simun's Lake Hut 
Characters: Simun Brambling, Volund 
Enemies: Simun Brambling or Volund 


SECRETIVE SIMUN 
| OBJECTIVES: _ 


Volund 


[тиз quest is avaliable once Secondary Quest: Stranger in a Strange Land (page 255) | Northeast of Rannvaig and northwest of Blandare is the lake in question, and the 
is completed, and you used Simun to help break out of Madman Lugos’ prison. hut on the shore is on the eastern shore. Approach and you'll discover that the 
= instructions you're about to receive involve the murder of a man named Volund. 
Inquire what Volund's crimes were, and Volund pipes up, telling you Simun is 
the one in the wrong—he killed Volund's brother, Not that this matters to Simun; 
you're ordered to slay Volund, You can: 


While you're in Kaer 
Trolde, be sure to visit 
the New Port inn once 
the matter with Lugos +* Tell Simun you're not a murderer, and refuse. You must then kill Simun, who is 
has been resolved, furious you didn't repay your debt. 

and you'll find Simun 
Brambling there. He 
too, has finished his 
dealings with Lugos, Afterward, you may speak to the survivor, requesting a stop to your involvement in 
and tells you he has the unending feuds about pride and bonds of kinship. The quest concludes. 


* Tell Volund it isn't anything personal, and attack. You must slay Volund, who is 
а pushover with you and Simun both attacking, 


‘some scores to settle. You're to provide the muscle. Simon is a little secretive, 
telling you only to meet him by a hut on a lake close to Blandare. You'll receive. 
further instructions when you get there. You can refuse, but this ends the quest 
before it starts. 


WOE IS ME 


THE WOEFUL MAN: THE LYING MAN 


Location: Patisade 
Characters: Peasant 
Enemies: Peasant, Skellige Men 


On the main road through southern central Ard Skellig, where the wind blows and the plains are sweeping, 
you may discover the remains of a border between rival clans—now in ruins and known as the Palisade. 
Aside from nearby nekkers and a wyvern, a rather dejected man is sitting close to the signpost, hoping 
someone will save him. As you approach, his tone changes and two further peasants appear from behind the 
wooden walls. Slay all three of these would-be ambushers, and continue on your way. 


DANGER ALERT POILER ALERT 


If you suspect you'd never see your loan again, 
you'd be wrong. The next time you're in Kaer 
Trolde, you meet him heading out of this area. He 


Enemies: None * momentarily forgets that he already asked you 
Recommanded Items: 150 Crowns r ` for coin. 


Locations: Kaer Trolde Harbor, Fyresdal 
Characters: Johann Bohner 


You can choose to turn him in, resulting in a fight. 
Pick your money off his corpse. Or trust that he will 
pay you back at a later date. The next time you're in 
Fyresdal village (Ard Skellig), he has your money with 
interest. The quest then concludes. 


WILL YOU HELP A MAN IN NEED? 


While exploring the port of Kaer Trolde Harbor, you may be drawn to a smartly- 
dressed merchant by the name of Johann Bohner. His fancy get-up masks a set 
back in his business dealings. His ship was wrecked and he's lost everything, He 


re loan, just try 150 crowns. You can: 
requires a loan, just a paltry 150 crowns зуру 


* (150 Crowns) Offer the monies to him (and the quest continues). 


Johann Bohner 


* Deny him the loan (and the quest concludes). 


VENTURED ТОО FAR, WHITE-HAIRED STRAY 


The strange cave known as Yustianna's Grotto, in northern Ard Skellig, offers а 
chance to loot some good treasure chests, as well as uncover some illusionary 
rock walls to fully explore this locale (but only if you have the Eye of Nehaleni 


from Keira Metz, having completed Main Quest: Wandering in the Dark). The central chamber, however, is 


being ransacked by bandits. Speak to their leader. You can: 
* (150 Crowns) Stay alive by paying them. 

* (Axil Delusion Level 3) Tell him you'll leave, but not pay. 
* Or slay these idiots and claim the loot yourself 


After your encounter with the leader, this quest concludes. 


Location: Yustianna's Grotto 
Enemies: Bandits 
Recommended Item: The Eye of Nehaleni, Axii Delusion Level 3 


SECONDARY, QUESTS: SKELLIGE: HINDARSFJALL 


G DECISIONS 


DANGER ALERT 


OOQ 


| Locations: The Old Mine, Larvik 
Characters: Warriors 
Enemies: Ghouls, Rotfiends, ALghoul 


SWIFT HANDS AND SHARP EYES! LEAD US. 


DANGER ALERT 


OGG 


Related Quests: Main Quest: Nameless 

Locations: Lofoten, Freya's Garden, Morkvarg's Cave . 

Characters: Yennefer of Vengerberg, Priestesses of Freya, Einar, 
Morkvarg, Craven 

Enemies: Wolves, Morkvarg, Warriors 


Main Quest: Nameless (page 141) is a closely related quest, and much of the 
activities present in that quest are completed here, so you may wish to complete 
these quests simultaneously. This quest also becomes active if you decide to visit 
| the Skellige island of Hindarsfjall and Main Quest: Nameless is yet to be completed. 
| Simply read a notice at Larvik ("Contract: Morkvara”) that requests your help ridding 
the priestesses of the foul beast known as Morkvarg. 
— ل‎ 


Unless otherwise stated, the Hindarsfjall qu 


ible during your exploration of Skellige in Act | 


ORY 


Two Skellige warriors stand praying aloud at the mouth of an old mine. When you 
speak with them, they tell you the place is infested with corpse-eaters. Though 
proud, they recognize your prowess and hope you might help them clear the 
mine of such foes. 


Advance into the mine, 
but be aware that you 
must keep the two 
warriors alive to avoid 
failing this quest—a 
task that can prove to 
be a hindrance if you 
simply rush in and 
attack, Instead, slowly 
advance and slice away 
at four ghouls and two rotfiends (in the central cavern) and an alghoul down a 
side tunnel off the main cavern). 


ITEM: Crowns 


SECONDARY 
‘QUESTS 


FRESH GRAVES AND RAZED HUTS 


While exploring the isle of Hindarsfjall, and learning about the werewolf Morkvarg 
(from a notice pinned to the board outside the tavern, as shown), travel north 
from the cemetery into the center of the village of Lofoten. If you came here 
without Yennefer, before Main Quest: Nameless begins, look for a group of 
priestesses in Freya's Garden, in the temple area to the northeast. The Skellige 
women (priestesses of Freya) are conducting some kind of ritual. If Yennefer Is 
with you, she interrupts the ceremony, and you ask the whereabouts of Ciri, the 
‘ashen haired” one. Apparently, Ciri was seen before the Wild Hunt attacked, In 
the stables with a man named Craven (who is cursed by the other priestesses). 


423 


424 


You may speak the women at length about Craven (Main Quest: Nameless). To 
clear his name, this Craven character attempted to clear his name by traveling to 
Freya's Garden to defeat Morkvarg; "the vilest man ever to inhabit Stege. who 
stole, killed children and pregnant women, and attacked his own clan's lands. 
Answer how you wish. Afterward, you realize this monsterous Morkvarg has а 
complex curse upon him. You both decide to head to Freya's Garden in the hope 
of finding, and dealing with both Morkvarg and Craven. One of the women also 
hints that Einar, the only islander to escape with his life from a confrontation with 
Morkvarg, might have further information. 


[ OBJECTIVES: __ 


Einar is situated across the island to the southeast, n the village of Larvik. Head 
towards the wharf between the rugged rocks of Larvik harbor. He is preparing to 
hunt some Nilfgaardians, but stays to tell you what happened in Freya's Garden. 
Morkvarg had bound the priestesses of the garden, slit their throats, and laughed 
as he was doing it. Archpriestess Ulve cursed him to remain a monster forever, 
and Morkvarg grew fur and transformed. This is going to be a difficult curse to 
lift. Bid Einar farewell 


CRAVEN SOME WEREWOLF COMBAT 


| OBJECTIVES 


мота 


Head to Freya's Garden; а walk along the main road heading northeast. At the. 
gates, you hear gnawing sounds and muttering. A huge, sinewy werewolf is 
devoring some meat, lashes out at you through the gate, and flees towards а 
large oak tree deeper into the gardens. He doesn't seem to be receiving visitors. 


| OBJECTIVE 


The gate is locked, so continue up the steps to the right, across the ivy-covered 
stone bridges connecting various parts of the garden together, then head 
northwest, and into the very middle of the garden to a huge and sacred tree. 
You pick up a trail of blood immediately (someone cut himself to make a blood 
offering). Even though you can utilize your Witcher Senses at the tree, and begin 
to follow a variety of clues, this is part of Main Quest: Nameless. Ignore Craven's 
trail, and press on, further into the gardens. 


OVERCOMING AN UNDYING LYCANTHROPE 


Sprint past the sacred tree, drop down heading northeast, up some stone steps, 
and into an overgrown grassy stepped courtyard where there's a wolf to cut 
down. Then head to the edge of the raised garden and look down onto a lean-to 
and small canal. 


Drop down from the. 
lean-to and check the 
following with your 
Witcher Senses. There 
are many prints both 
old and new. Morkvarg's 
lair is close. 


Climb the stone ladder 
embedded into the wall, 
and clamber onto the 
higher ground overlooking a sluice gate and two levers. There is a ruined bridge 
in this area with a locked gate on the other side. 


You can't reach that to continue, so inspect this area closely. Utilizing both levers 
should allow you to open the flood gates, Save your progress, and start yanking 
those levers! 


The left lever changes the gears of the mechanism to lft up one of the three 
sluice gates. You can see which gate is able to be lifted by watching the three 
wooden mechanism dowels move up and down between the two levers. 
Simply use the left lever unti the sluice gate you want is ready to be moved, 


The right lever moves the actual sluice gate you have chosen. There are 
three gates: 


The left gate opens a watery exit outside, and out of Freya's Garden, if you 
wish to leave easily 


H 


The middle gate allows access to the further part of the gardens, where both 
а well and a secondary structure is accessible; to further this quest. 


The right gate is under the waterfall, leading to an underwater cave where а 
key can be found. This is critical during Secondary Quest: In Wolf's Clothing, 
but don't head there yet; raise the gate in preparation before continuing. 


Once the right sluice gate is open, you can continue. 


RAMUND'S ASSISTANCE 


OBJECTIVES 


From the gate mechanism tur right (roughly north) and run up and into a cave at 
the edge of the garden. A few steps into the cave, you witness Morkvarg speaking 
to the skull of an old friend Ramund about a key he needs. Your objective updates. 
Though you can "meet" Morkvarg now, it is far better to find the key first. 


If you lack clues, step into the werewolf's cave, and slay this beast. Once he's 
down, Morkvarg pleads for you to undo the curse. You can speak at length about 
his pitiful existence, Craven, a reward, and learn that simply slaying him doesn't 
end his life. Morkvarg also mentions he eats his own flesh; it bolls his tongue. 
Interesting. Finish him off, as you don't have the wherewithal to end his life. While. 
Morkvarg is temporarily dismissed from his lair, use your Witcher Senses to check 
the ground; there's a draft from below. 


| OBJECTIVE: 


Ramund isn't much 
use (since he's a skull 
оп a pole), so return 
to the garden (having 
raised the right sluice 
gate), dive into the 
canal, swim roughly 
northwards under 

the gate, and enter a 
second cave directly 
under Morkvarg's lair, Aside from a chest, there's the rest of Ramund's bones 
here. К seems he is useful after all—grab his key. 


ITEM: Quest Item: Key to the Chapter House 


Swim back to the gardens, retrace your steps all the way back to the sacred oak, 
and investigate the chapter house behind the tree. After a thorough inspection, 
you uncover a chest with Morkvarg's Journal. It makes interesting reading. Aside 
form Morkvarg's despicable past, it implicates Einar! 


THE CURSED FANG OF TORADOR 


BJECTIVES 


That scheming cutthroat Einar knows more than he is letting on! Back at Larvik, 
speak to Einar, who threatens to attack you with all his men. You can: 


• Meet them gladly, and slay all five of these warriors. Afterwards, loot Einar's 
corpse of a cursed fang. However, you require information from Einar to 
understand how to use the fang; a more measured approach is needed if you 
wish to use the fang to complete this quest. 


* Use conversation, not swords, to obtain information about a cursed fang, a gift 
from Einar's dad, telling him to hand it over for the priestesses’ sakes. 


Either way, you leave Einar with the fang, and a plan. 


ITEM: Quest 


Head back to Freya's 
Garden, using the 
wooden mechanism to 
lift the middle sluice 
gate this time. Swim 
through, climb the 
stone steps to the right, 
and up onto the higher 
garden ground you 
couldn't access from 
the broken stone bridge earlier. Tum northwards and run up the stepped garden 
to a large hall structure. Use your Witcher Senses to uncover claw marks on the 
splintered door. Morkvarg smelled something beyond here. 


Related Quest: Fists of Fury: Champion of Champions 
Location: Hov 
Characters: Gunnar, Lydrik 

: Ulle the Unlucky 


OBJECTIVE: 


SECONDARY, QUESTS 


VA 


If Morkvarg isn't prowling this area, simply meditate for around four hours, and 
he should appear somewhere in the garden. Remember that to Kill Morkvarg for 
ооой, you need to complete the tasks set out below. For now, here are Morkvarg's 
vulnerabilities, as an ulfhedinn werewolf: 


BBA 


all Cursed Dil igni 


SUMMONING'AND'SPAYIN 


MORK' 


RG 


Moon Dust Bomb Devil's Pu 


END: CURSED FLESH AND FLYING FUR 
| OBJECTIVE Е 


Inside the hall is а crudely constructed symbol of Freya on the ground, where the 
werewolf was lured. Use your Witcher Senses: 


The offal and body parts in here are untouched, with no signs of feeding (some are 
werewolf-shaped!). 


ITEM: Quest Item: Morkvarg's Flesh 


Once inside, Morkvarg appears again. Listen to his tale of woe if you wish, before 
facing him in combat once more. Now kill him, and while he lies on his side, 
remove his curse using either of the following: 


* Feed him his own flesh. This must have been taken from Morkvarg after you "slew" 
him previously, and talked to him while he lay dying, before he disappeared. 


* Hand him the Cursed Fang of Einar. However, this only works if you've been 
told how to use the fang by Einar. If you killed him, the fang is useless. 


Either item has been previously picked up, and should be accessed from your 
Quest Items inventory. An unsteady Morkvarg rises to his feet, now in human 
form, and ready to dash to the nearest tavern. He has a reward for you; promise 
to let him go and he tells you of a specific loanshark in Novigrad to visit, who 
keeps his loot safe, and you can have it for dis-enchanting the curse. Agree 

to this, or find this information out first, and then Kill him! Stay him like the 
deviant he is, then return to the priestesses о! Lofoten for your reward, and the 
conclusion of this quest 


ITEMS: Saimain Brigandine (Armor): If you use his own meat. 
Nothing if you use any other method 

ITEMS: Deithewn [sword], Werewolf decoction (recipel: 
From Novigrad loanshark only. 


SECONDARY 
QUESTS 


SKELLIGE: SPIKEROOG 


MASTER'OF THE AREN 


Visit the wooden sentry 
hut overlooking the 
ocean, on the hillside 
village of Hov, and 
speak to the two 
warriors chatting about 
the arena. They are 
having trouble ridding 
the arena of a wraith 
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Offer to help, and ask about the arena (it was where the best warriors across the 
islands clashed), and the wraith itself (named "Ulle the Unlucky", a man who lost 
every bout, but couldn't die in the arena, slew a Jarl unjustly and is now cursed 
1o haunts the fighting grounds). 


Кү 


Gunnar Lydrik Ulle the Unlucky 


The double gates to the clifftop arena are adjacent to the battlements. Push open 
the door, and speak to the strange congealed collection of vapors—the wraith 
Ulle the Unlucky. Speak to Ulle (remarking he's not typical of this type of monster 
as he's speaking, not shrieking at you), who is resigned to his fate ever to retum 
here. You must now draw your weapon, and fight Ulle. 


SECONDARY. QUESTS: SKELLIG 


QUESTING DECISIONS Unless otherwise stated, me Snidhal 


DANGER ALERT 


Location: Snidhall Isle 

Characters: lvar 

Enemies: Warrior B 

Recommended Items [Books аппа and Isador, Religion and Life, 
The Cult of Freya, The Curious Case of Virtuous Vegga, Change your 
life! A Handbook 


While exploring the extinct volcano known as 
‘Snidhall Isle, you may hear shouts near a small 
‘shack. Investigate and watch a warrior sprint 
towards a balding man with little to protect himself 
with. Step in. You can: 


‘© Watch or help the warrior cut down the man, 
after which you're shooed away and the quest 
concludes. 


е Atheist 


. 


Stop the warrior by challenging him to combat. Afterward, speak to the man 
you saved. He is Маг, and the warrior’ sister ran off with him rather than 
serve the Goddess Freya. маг doesn't believe in “that rubbish about the gods" 
and desperately wants to reunite with Irma. To do that, he needs evidence to 
show the priestesses; about the holes in the principles of religion. Agree to 
find any texts that may aid his cause, and be on your way. 


END: GERALT THE SELFLESS 


Your bout with Ulle isn't that difficult. Three or four parries and strikes, and he 
admits defeat, doomed to repeat this process another day from now (meditate 
and return here to face him again, if you win). After a little lateral thinking, you 
may figure out that the only way to dismiss this specter is to actually let him win 
the fight! Accomplish this by simply allowing him to strike you. When your health 
is almost depleted, the combat stops. Ulle is incredulous. He hears laughter, 
chalices clanking, and is summoned to join the feast of heroes in the afterlife. 


Return to the warriors, telling them their ghost problem has been dealt with. 


* If you talked to the warriors before you handled the wraith, return here in а 
few days to claim a reward of the profits. 


* If you ignored the warriors, let Ulle defeat you, and then talked to the warriors, 
you receive a smaller reward, and no profits. 


The quest concludes. 


ITEM: Crowns 


SNIDHALL ISLE (1) AND AN SKELLIG 


nd An Skellig qu ble during your exploration of кеде in Act I 


POILER ALERT 


A САТНЕ 


ING'BOOKSSTHEN'BOTHERING IVAN 


You may, of course, elect to find the books first, and then find Ivar, in which case this 
quest is much shorter. 


TOME RAIDER: HEATHEN BOOK GATHERING 


You may now begin the search for five different books, all of which help Ivar 
learn about the discrepancies with the main religions of the world. Such texts 
can be difficult to acquire, look for them during searches of dungeons and crypts, 
or pay a visit to booksellers, such as Marcus of "Books and Scrolls" in Hierarch 
Square (Novigrad). However, the following locations have a guaranteed copy of 
each book. Return with a copy of the following: 


BOOK: TRISTIANNA AND ISADOR BOOK: THE CURIOUS CASE OF VIRTUOUS VEGGA 


Location: Lindenvale, a merchant stall next to the signpost Location: Fancy Shop Owner in Novigrad, southeast of the St. Gregory's Bridge 
sign post, next to a barbershop and a Notice Board, The text this merchant 
possesses is among many confiscated from a fallen sorcerer, Aeramas. Other 
magical oddities required for other tasks can be found here, as well 


ITEM: Quest Item: The Curious Case of Virtuous Vegga (10 Crowns) 


BOOK: CHANGE YOUR LIFE! A HANDBOOK 
Location: Novigrad Loan Shark, to the northwest of the Southern Gate signpost. 


ITEM: Quest Item: Tristianna and Isador (10 Crowns] 


BOOK: RELIGION AND LIFE 


Location: Crow's Perch, the merchant in question is found in the lower section of 
the fort, close to the bridge entrance. 


ITEM: Quest Item: Religion and Life (10 Crowns) 


BOOK: THE CULT OF FREYA 


Location: Electors’ 
Square, Novigrad. A 
“priest” of the Eternal 
Fire turns out to be 
an alchemist, hiding 
from the Redania's and 
„ the Church's purge 
of all things remotely 
magical. It does take 
some small talk to 
convince the man to show his wares 


ITEM: Quest Item: The Cult of Freya (10 Crowns) 


ООО: DANGER ALERT 


END: ENLIGHTENMENT 


| OBJECTIVE 


When you have tomes worth Ivar reading, journey back to Snidhall Isle, and look 
for the hut at the base of this volcano. Speak with him again and present the 
books. After perusing the pages, he vows to travel the world, and plan a way to 
be with Irma. You can meet Ivar later by the docks in Novigrad, where he's trying 
to find a job as a sailor. 


“HE PAD эр 
! THE РАТН ОЕ WARRIORS 
22 
Bring your best endriaga-slaying implements with you, and travel along the Ё 5 
Locations: Urlall Harbor [An Skellig), Mount Aardeklove 2 path to the northeast, slaying at least two of these beasts as you pass a sunken — 88 
Characters: Stallige Women, ОМ Gunnar E homestead, and finally meet an older warrior sitting on a bench, at the Trail 5 
Enemies: Endrlaga, Sirens, Wraiths, Gargoyles to Yngvar's Fang (a signpost). He isn't the friendlist of sorts, but he has some 
information on the paths: 
TWO TRIALS ON THIS TINY ISLE There are two offshoots. One leads to the mountain peaks, and the other into 
" the bowels of the earth. Traverse both to prove your valor. Speak with Gunnar at 
OBJECTIVES: — i {ter length to gain further insight into the trials if you wish. You're now able to choose 


which of the paths to start first, though it's easier to try the Trial of Dexterity 
(the mountain climb) first. 


TRIAL OF DEXTERITY: 
ecu A MAD DASH TO THE MOUNTAIN TOP 


Harbor on An Skellig, 
eavesdrop on a couple 


of Skellige women, | OBJECTIVE 

who make mention of 

the Trial of the Path. 

Speak to erm to fin Head up the steps to reach the start of the path Run forward, over the wooden 
factors anny ose bridge, and leap the gap before slaying a siren. Wait for two more and defeat 
Were ful ewig Тт as well. Coax them over with Axi or crossbow bolts. Then move right along 


the path, leap a gap, and make a tight left turn as you climb up and onto the 


сап consider themselves true warriors, Old Gunnar can tell you more, he lives at natural rock bridge. Now dash across the moss. 


the foot of Mount Aardeklove. 


427 


428 


| Falling while maneuvering across this increasingly dangerous pathway, full of leaps 
| and precise landings, requires you to keep a steady head, and a degree of patience. 
Save your progress before each new leap. And look for rocks stained with bird 
|. droppings to climb on as you continue onwards and upwards. If you fall, there's 
| usually a period of backtracking. 
From the mossy bridge, 
leap and grab the ledge. 
Pull yourself up, and 
make a series of sharp 
‘switchback turns as you 
zig-zag up the mountain 
trail: Leap the gaps and 
pass by two tattered 
flags showing your 
progress. Continue west 
along the trail which flattens out slightly, and leap the gaps along the slope, after 
sliding down a little. When you can't continue, look left, and perform a series of 
Climbing moves up the stone ledges of the ruined castle battlements above you, 
їп a counterclockwise pattern. 


During your climb, you pass through an old, ruined castle that holds some valuable 
| treasure belonging to Witcher Gerd from the Bear School. If you choose to explore, — | 
de mindful of the wraiths roaming the abandoned halls. Read more about this by { 


checking Scavenger Hunt: Bear School Gear (page 331). 


‘Save your progress 
and, as the mists 
descend, make a large 
leap across the gap 
‘and another along this 
treacherous upper path, 
and slow as you spot а 
strange old man sitting 
by a door. He doesn't 
rate your chances 
Ignore the door he sits by, and continue along the outer ledge, leaping again and 
ascending further. Leap a broken bridge with adeptness. Turn back and leap 
again, and after a final climb, you reach the zenith of Mount Aardeklove. 


Now you're at the top. 
of the peak, you must 
fight any harpies before 
you find evidence to 
support your dexterity. 
Rummage around 

the base of the totem 
marker, and discover 
the following token 
{amongst other items 
and a treasure chest). Then examine the Place of Power and gather an additional 
Ability Point before descending. Your descent involves either of the following: 


* Taking exactly the same route as you did to get here. As always, slow and 
steady is better than fast and falling! 


* Or, turn to the right and continue along a new path leading to a long and 
extremely entertaining slide all the way down to the next path. 


ITEMS: Quest item: Trial of Dexterity Completion Token, Place of Power 


TRIAL OF CONVICTION: A BREATH-TAKING 
JOURNEY UNDERGROUND 


OBJECTIVE 


Although it is possible 
to slide down the slope 
from the mountain 
path, leaping off the 
path usually results in 
ап agonizing death, 
Instead, you should 
retrace your steps to 
where Gunnar was 
sitting. Then use the 
main road, before a small detour into the wooded area, to reach the cluster of 
rocks marking the start of the Trial of Conviction. 


V4 DON'T DROWN=WHEN ТО 


This trial involves holding your breath, swimming, and not succumbing to panic. 
Consult the Training chapter on swimming to help you progress, and use your 
‘minimap to spot the direction you must travel in. 


OBJECTIVE 


Enter the cave and drop into the green water. Then, swim southwards as rapidly 
а your legs and lungs allow. Swim swiftly, and stay as close to the celling of 
this underwater tunnel as you can, Ascend into the air-filled cavern that you 
eventually reach. 


When you surface in 
this small grotto, be 
mindful of climbing 

out. There is a reason 
Skellige warriors do 
not rest here because 
gargoyles reside in this 
cave! There's skeletal 
remains showing 

what happened to the 
warriors who did not heed Gunnar's warning, 


Continue to dive through the passage. Near the end, you should notice a chest at 
the bottom. Pry it open and take the token within. Keep an eye on your alr supply. 
If you are dangerously low, go to the end of the tunnel and surface to regain air 
before returning to get the token. Finally you can surface and climb up a ledge 
here. Follow the path through the cave, performing some more climbs and jumps 
until eventually you reach the exit of the cave. 


ITEM: Quest Item: Triat of Conviction Completion Token 


QUEST CONCLUSION: A DEED WORTH SHOUTING 
TO THE FIVE ISLES ABOUT 


| OBJECTIVE 


It is now simply a matter of returning to Old Gunnar, who is usually at his tent 
near the seat at the start of the mountain path, and reveal the two tokens you've 
obtained. He is situably impressed, and offers a variety of rewards for your 
dexterity and conviction. The quest concludes. 


ITEMS: Gloves, Heavy Armor [Diagrams], Sewant Mushrooms (5), 
Hardened Leather (2) | 


[ОООО DANGER ALERT | 


l THE TOWER OUTTA NOWHERES 


Aside from the 


Locations: Urialla Harbor, Strange Tower 


crumpled remains of 

Characters: Fisherman, Sigo Buntz others that woke the 

Enemies: Cyclops, Ekhidna, Golem, Ghouls, Alghouls, Gargoyle, golem, there's litle else 
Werewolf, Earth Elemental in the barrier chamber, 


so head northeast, out 
of the chamber and into 
a strange waterlogged 
cave tunnel, Swim left 
(north) at the tunnel. 
ANC : = Î junction, and climb out of the water into a rough-stoned cavern with old ruins 

| jutting out of the ground. The tower informs you that beasta countermeasures 
are in effect! 


THUNDER AND LIGHTNING, 
VERY VERY FRIGHTENING 


OBJECTIVES: _ 


After visiting (via a trek across the island, or by boat) the permanently soggy * Two ghouls and two alghouls then warp into view—slay them. 
village of Urialla Harbor, you encounter a group of warriors and fishermen 
muttering in the gathering spot in the middle of the settlement. Approach them, 
and one fishermen beckons you out of the rain to tell you about a knoll beyond : Warning! Then a werewolf is teleported into this chamber. 
the village. 


• Uh-oh! There's an incoming gargoyle to deal with soon afterwards. 


• Phew! The tower runs out of resources and only manages to teleport in a cow. 


For centuries, everything This shouldn't be slain. 

I until у, 
DN Dame ure one When the variety of foes are vanquished, move to the small laboratory area in the 
day a tower appeared 


northeastern part of this cavern, and loot the box on the table to gather the key 


on top of it! Lightning а 


started arcing down 
from the structure, and. 

it has been responsible 

for the incessant rain the 

island has experienced 

ever since, The waves 

are too strong for fishing 

or raiding. Agree to look into this anomaly 


| OBJECTIVES 


Set off on a roughly northwesterly path from the village. Use the path and and you 
may discover a wandering cyclops on your way to the strange turreted tower that 
is responsible for the inclement weather. Follow the winding path (watching for 
ekhidna) until you reach the stone steps and wooden entry into the tower. Head 
inside, down some spiral steps and through a portal 


Exit the cavern and swim into the half-submerged tunnel, investigating the other 
side tunnel at the junction this time. Travel east and dive into the murky water 
before quickly surfacing again and climbing the steps into the library. 


Use your Witcher Senses 
TOWER AND RELATIVE DIMENSIONS IN SITU to uncover a variety 

of books (and bodies) 
strewn across this 
library. Find the book 
you seek just left of a 
slumped corpse (as 
shown), If you inspect 
the corpses, it looks like 
they ve been suffocated. 


OBJECTIVES: 


How very strange. The tower is smaller on the 
outside than the inside! There's little time to ponder 
spatial awareness, as the main chamber has a 
golem guarding three archway barriers of magic. 


SECONDARY 
QUESTS 


ITEM: Quest Item: Gottfried's 0 


ening Grimoire 
The guardian awakens, and must be battered. 

After slaying the golem, move over to a magician 
trapped behind the southwestern barrier. You inform 
him the entire tower teleported here, and in return, 
you're told the tower is outfitted with a "Defensive Regulatory Magicon," which 
essentially means the structure repels intruders. Apparently, to deactivate the 
defenses, you must find a treatise (Gottfried's Omni-opening Grimoire) hidden 
somewhere in this tower. Find out more about Sigo the mage if you wish. 


The tower attempts some poisonous countermeasures as soon as you take the 
book, so leave the way you came, diving into the water and swim southwest, 
heading back to the barrier chamber. 


DISTURBING INDICATIONS OF FREEDOM 


| OBJECTIVES: 


| OBJECTIVE: 
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You hand the book 
over to Sigo, who frees 
himself from the magic 
barrier. The tower isn't 
happy about this, and 
Sigo warns you that 
the hardest part is yet 
to come. You have the 
option to meditate and 
prepare. Then agree to 
head to the central chamber and power down the security measures, Follow Sigo 
as he rushes out, deactivates the barrier to the northwest, rushes to a central 
pulpit, and opens a tome to begin incantations. You're on guard duty, The tower 
spits out an immense earth elemental that must be cut into pebbles. 


Location: Trottheim 

Characters: Dagr, Slave Driver, Slaves 

Enemies: Dagr, Pirates 

Recommended Items: 500 Crowns, Axii Delusion Level 4 


SLAVE-DRIVING A HARD BARGAIN 


| OBJECTIVE 


| This quest is accessible as normal, unless Secondary Quest: Following the Thread 
(page 223) is active, and you are searching for the location of Hammond. | 
—ͤm—öäẽ jꝛ — Î 


You may have deen 
warned about the 
ccutthroats who call the 
remote isle of Faroe 
home, but a visit to 

the village of Trottheim. 
only reinforces the lack 
of decency the dagr 

on this rock have for 
human life. Speak to the 
two dagr guards (approach from either path into the village), who mistake you for 
a Nilfgaardian sent here from a man named “Ville” to collect some goods from 
the pirate chief. Play along to start the quest. 


‘As you follow the dagr through the village, you may wish to optionally look 
around at your own pace, discovering how many dagr there are in your general 
Vicinity (around 16, though a couple are inside the building you're heading to). 
When you reach the Slave Driver's Hut, the dagr leader is waiting to complete the 
deal. The chief isn’t sure you're the agent of Ville's, but you can play along again, 
or tell him the truth (which results in violence). Finally, you can choose how to 
end this conversation. 


: Teli him you're not a slave trader. This results in a long bout of carnage where 
dagr and pirate blood is spilled. 


* (500 Crowns) Pay the coin he wants, and free the islanders without bloodshed. 


• (Axii Delusion Level 4) Flummox the slave driver by telling him you already 
paid, and free the islanders without bloodshed. 


END: ABURRAGHI V'ARATHERN... 


| OBJECTIVE 


The mage speaks to you and, after you request he move the tower away from 

An Skellig, he duly obliges, and the entire tower departs leaving you standing in 
midair. A moment later, you're falling into the water. After this enforced exit, swim 
back to the fisherman, and inform the villagers that the tower (and the inclement 
weather) are gone for good. They are thrilled with the news (though less so if you 
inform them their hunting party was killed within the tower's walls). After some 
fine rewards, the quest concludes. 


ITEM im, Crowns 


JR SALE 


QUEST CONCLUSION #1: 
DEATH TO THE DEGENERATE DAGR! 


OBJECTIVES: 


If you wish to rid Faroe 
of these thugs, begin 
with combat against 
the slave driver and his 
minions, Methodically 
work your way through 
the village, culling the 
remaining pirates. 

Stay in one location, 
chopping through small 
clusters of foes instead of dashing around and possibly becoming overrun. 
When the last of the pirates falls (and there are around 16 to slay), head over 
to the leader's corpse (which should be “glistening”), and remove two key from 
the body. These allow you to free the slaves, and ransack the hut for valuables 
(listed below) 


ITEMS: Quest Items: Key to Pirate 


Key to 


QUEST CONCLUSION #2: 
INDEBTED, NOT INDENTURED 


OBJECTIVES: 


Once the crowns have been paid, the leader's mind has been addled, or the 
pirates have been slain, you are able to reach the slave cells at the opposite 
end of the village, and unlock the door using the key the leader was holding. A 
number of grateful islanders stumble out. If you haven't slain the pirates, you 
need to lead the group to safety. Simply walk out of the village, up the hill, and 
say your goodbyes. 


‘Aside from the Experience Points, if you've slain the pirates the slaves, mention 
a chest inside the leader's hut that contains some treasure. Unlock the hut, and 
open the chest by the bed for the following items: 


ITEMS: Diagrams, Runstone, Book 


‘are for Your Swot 


E THE FOUR 


Locations: Shrine to Hemdall [Faroe] 
Characters: Pilgrim. 
Enemies: Pirates 


A WANDERER WITH A PURPOSE 


Although you may have more to worry about that a motley band of thugs stopping 
the pilgrimage of a druid, you should stil assist the wise man, in the hilly region 
between the two villages. Beware of endriaga in the immediate area, before 
closing in on the discussion between three pirates and the pilgrim. You can ignore 
the pilgrim's plight, or force the pirates to let him through to the shrine they are 
guarding. They aren't about to, forcing you to slay all three of them, 


Afterward, you can speak to the pilgrim about his journey to the Four Faces of 
Hemdall, and the forthcoming prophecies. Then he bids you farewell and sits 

at the shrine, Afterwards, you may run into him again, at one of the other three 
shrines on Faroe. Can you find them all? One of them can’t be accessed by the 
druid until you've removed Hammond from it, during Secondary Quest: Following 
the Thread (page 223). 


IRON MAIDEN 


Location: Ringvold 
Characters: Jutta an Dimun, Gundar 


RUN TO THE HILLS 


While in the Faroe village of Ringvold, find the path heading east out of the 
settlement, and follow it up the nearby hills to the top of the peak, where the 
Skellige warriors spar, Step into the ring, and speak with Jutta an Dimun, a 
formidable swordswoman, No man has bested her in combat. Ask to fight, and 
she ponders this: 


* She challenges you straight away if you slew the leader of the slavers, after 
completing Secondary Quest: Flesh for Sale (page 267). 


• She challenges you immediately if you bettered Einar of Faroe during 
Secondary Quest: Fists of Fury: Skellige (page 317) 


Otherwise, your deeds aren't known to her, and you'll need to prove your mettle 
first. She tells you one of two tasks you must complete: 


* She'll face you if you defeat Gundar, back in town. 


* Ог, she'll face you if you dive into the ocean, and bring back an old sword 
from a sunken ship. 


BE QUICK OR BE DEAD 


| OBJECTIVES: 


Jog back into town, and find a moping Gundar 
sitting in his combat circle close to the harbor, by 
Jutta's home. Request а bout of fisticuffs with the 
fellow. After a little convincing, Gundar agrees to 
a bout. Put up your fists, and pummel him without 
stepping out of the ring of stumps. Then trek back 
1o the top of the hill, and inform Jutta of your feat. a 
She seems impressed, and allows you to face her. Gundor 
Choose an immediate bout, or (optimally) prepare for 

the fight first 


OBJECTIVES 


Watch for drowners and 
sirens as you swim out 
to the sunken remains 
of an old ship. Dive 
down, use your Witcher 
‘Senses to find the 
rusting chest with the 
Sword in it, and retum it 
to Jutta. 


SECONDARY 
QUESTS 
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When you feel the time is right to challenge Jutta, speak with her again and start 
combat. Force her with flurries of quick attacks, peppering her with strikes so 
she's forced to the edge of the ring. Then retreat before repeating this plan. After 
a lengthy sparring session, you should prevail. If not, your quest fails. 


L d 


RING YOUR\DAUGHTER'TO THE STAUGHTER 

{ Do you require some expert tips on tackling the very best swordsfolk of Skellige? 

| Then consult the Training chapter on combat and read the section regarding human 

| adversaries and swordplay. Otherwise, do not use Signs, your crossbow, bombs, or 
leave the arena as this counts as cheating 


DANGER ALERT 


OOD 


THE,PRIC 


Location: Ringvold, northeast coast of Faroe 
Characters: Timmon, Adga, Mikkel, Ulf 

Enemie: 
Recommended Items: Keira's Magic Lamp 


jrowned Dead, Sirens 


BLUE AND BLOATED 


| OBJECTIVES: _ 


You аге beckoned by a young burly man named 
Timmon, who is worried about his betrothed and 
brothers. Mikkel and Ulf sailed to Hindarsfjall a 
few days ago to fetch Agda for a wedding, but they 
haven't returned, and he fares they may have run 
aground along the coast of Faroe. Agree to search 
for the missing wedding party. 


Timmon 


Jutta admits defeat, and is impressed by your litheness. She wonders whether 
you might meet her in her Harviken home (after dusk), to reveal more about 
yourself. Agree, and head there (it is adjacent to where you fought Gundan), 
Speak with Jutta, who is after a different type of swordplay. Feel free to agree 
to help her out regarding "Freya's cruel trick", or resist her advances if rubbing 
against Skellige women isn't your idea of an evening's entertainment. The quest 
then concludes. 


© Carnal Knowledge: Jutta an Dimun 


SPOILER ALERT X 


OF HONOR 


|| This quest is accessible at any time, but can only be completed after you obtain the 
Magic Lamp from Keira, during Secondary Quest: Magic Lamp (page 82). 
— -_ 


OBJECTI 


Venture by foot or by boat to the northeastern shores of Faroe, east of Trottheim 
to the rocky and wooded shoreline. Expect drowned dead and sirens to be found 
in this area. 


Slay at least four of each. After clearing the objective area of foes, use your 
Witcher Senses to more easily discover the bloated remains of a dead girl. Alas, 
this must be Айда. But there are others here—spirits that you must listen to. 


Produce the magic lamp, and two ghosts appear, forlorn and hovering above the 
body. These are Mikkel and Ulf, who despite their best efforts, failed to save Адда 
from the storm. They cannot face returning to their brethren, so they decide to 
end it ай. 


Use your Witcher Senses to uncover two sets of footprints, and follow them 
southeast, across the beach and up the hill to a beautiful clifftop promontory 
where two bodies lie slumped against a tree. One carries the following items, 
and both seem to have taken their own lives. 


ITEMS: Quest Items: Chest Key, Letter from Ag: to Timmon 


The chest key opens a chest inside the bride's sunken vessel, close to where 
you found Agda's body. Now return to Timmon, and inform him of the sad news 
(keeping or giving him any crowns you found in the chest, if you opened it). His 
grief is immense. The quest then concludes. Open the chest afterwards too, if 
you haven't already. 


ITEM: Crowns 


| Æ QUESTING DECISIONS Unless otherwise stated, the Kaer Morhen quests are accessible at any time prior to Act Il: The Battle of Kaer Morhen, 
or afterwards. An optimal time to complete these quests is during Main Quest: Ugly Baby (page 160). 


OOO DANGER ALERT 


| 


Travel west from Kaer Morhen, to the old keep where a group of four wraiths 
Location: Keep must be faced. Something has bound them to this place, but you can't see what 
Enemies: Wraiths itis. That is, until you utilize Keira Metz's magic lamp, and use it where you see a 
faint glittering of light. The lamp reveals the trials of a young boy, given no mercy 
by his Witcher master. There are three such ghostly reminders of the past on the 
lower and upper levels of the Keep. Location and climb the wooden steps and 
ladder at the southeast bastion tower, and head north across the battlements, 
Atop a short ladder and ruined north tower are the bones of а small child, Use 
the lamp for a fourth ghostly revelation. 


ITEM: Quest Item: Boy's Rt 


— —— 2 


|| This quest is accessible at any time, but can only be completed after you obtain the 
Lee lamp from Keira, during Secondary Quest: Magic Lamp (page 82). 

— — 3 dau the boy's 
remains and climb 
back down from the 
battlements, Three 
additional wraiths 
appear to thwart your 
progress to a small 
antechamber where you 
must place the remains 
on the ground, burn 
them, and watch the fifth and final conclusion to the boy's short and brutal life 
(using Keira's lamp). Afterward, the spirits are now at peace within the bastion, 
and the quest concludes. 


SECONDARY 
‘QUESTS 
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OQ OO. DANGER ALERT 


Locations: Kaer Morhen, Chort's Cave 
Characters: Berengar, Vesemir 
Enemies: Bear, Drowners, Worker Endriaga, Chort 


THE TALE OF TOR'HAERNE 


| OBJECTIVES 


An inspection of the ruined exterior battlements of Kaer Morhen leads to an 
interesting discovery. Pass through the open iron-barred arch (as shown) to 
reach an abandoned sleeping quarters with an old chest to pry open. There's 
nothing but some old papers written by a man named Berengar. Read the notes, 
which make reference to a consultation with Vesemir. Head into the main fortress 
interior, across the grand hall, and speak with him. He tells you of Berengar's 
unsuccessful attempts at forging the blade, and how it all went to hell. He set off 
to hunt a chort with all his equipment, and wasn't seen again. Vesemir is pleased 
you're attempting to finish what Berengar started. 


ITE 


A: Qi 


DANGER ALERT 


8 


Locations: Old Mine, Ancient Greenhouse 
Enemies: Chort 
Recommended Item: The Eye of Nehaleni 


STRANGE MONOLITHS AND RUSTY SICKLES 


| This quest is accessible at any time, but can only be completed after you obtain the 
| Eye of Nehaleni from Keira, during Main Quest: Wandering in the Dark (page 80). 
—T Шала 


| l BERENGAR'S BLADE 


SPOILER ALERT Ж 


Depart Kaer Morhen, but don't try a direct path to the cave, as you're likely to fall 
down the mountain and break many appendages. Instead, head south along the 
path to the river, before following it eastwards downstream. Continue northwards 
as the river bends, slaying any bears and at least four drowners that you may 
encounter. The cave entrance is close to the tiny island, on the east side of the 


fiver bank (as shown). 


Clamber up into the 
cave tunnel by the 
stalagmites, and travel 
roughly southwards 
until the tunnel opens 
into a large cavern. 
Down below is a strong 
bull chort. No wonder 
Berengar got into 
trouble. Prepare for a 
ferocious fight, before bounding down and slaying six worker endriaga, and then 
face this immense fiend 


OBJECTIVE 


With the devilish beast defeated (Quen is useful to defend yourself with), begin 

a methodical search of the chamber for Berengar's belongings. Check the small 
alcove in the southeastern part of the cave for a piece of parchment showing a 
diagram. Though the silver sword "Tor'haerne" isn't in this place, methodology to 
make it is. Gather the diagram, as the quest concludes 


ITEM: Diagram 


SPOILER ALERT Ж 


! GREENHOUSE EFFECT 


After some significant hiking (south from the Iron Mine, along the eastern side of 
the river, and up the winding forest trail around to the north), you reach a strange 
lair of standing stones between two mountainous crags. f is unnaturally cold 
here, and your medallion vibrates with the magic coursing through the vicinity 
Examine the three stones of power—they are saturated with magic and erected 
in a triangle. Step inside the cave alcove, finding evidence of herb horticulture 
(wolfsbane). Also look for a rock, using the Eye of Nehaleni (simply interact with 
it) to reveal it as an illusion. Take the book it was hiding; which tells you how to 
activate the three standing stones to change the weather. 


ITEM: Quest Item: Letter from the Resident Mage 


END: TURNING UP THE HEAT 


This was a greenhouse. The area was heated with magic to grow ingredients for 
alchemy. You can reactivate the stones if you know the magic to cast. 


• Cast Aard into each of the three stones. That didn't work, but one of the 
stones is stil illuminated with Aard magic. 


* Cast ini at the two front stones, and the weather changes slightly! 
A moment later, a powerful chort lumbers out of a portal, and must be 
defeated. This large foe's weaknesses can be read about oin the Bestiary. 


Afterwards, the weather stabilizes, and this area of Kaer Morhen becomes 
clement enough to grow a variety of exotic and rare herbs. 


DANGER ALERT 


MON STER SLAYER 


Locations: Lakeside Hut, Troll Cave 
Characters: None 
Enemies: Drowners, Rock Troll 


POST MORTEM 


OBJECTIVE 


The tumbledown 
Lakeside Hut (signpost) 
north of Kaer Morhen is 
the scene of a strange 
discovery. The corpse 
of a drowner, mutilated 
by hands that weren't 
human. You are tasked 
with finding the massive 
hands that crushed 
and 5 area is som с. Shorten th 
and tore at this body, but your objective area is somewhat gigantic. Shorten the Defeat this worthy adversary and begin to search the cave, using your Witcher 
search area by heading northeast, following the lake bank and watching for 

Senses. Aside from more drowner corpses, you uncover the following valuables 
drowners. Look for the triangle-shaped island (on your world map), and the gully 

(including an old letter that you must read), and shine a light on past battles... as 
to the east, which ends at a small cave where one of the oldest trolls you've ever ^ 

the quest concludes. 


seen is shambling about 
Quest. 


ITEMS: Maniscript Page, 


SECONDARY 
QUESTS 


OOOO DANGER ALERT 
! ECHOES 


Head into the winding tunnel, slaying a total of four nekker warriors and а 
Locations: Kaer Morhen, Trail of Echoes rotfiend as you reach the chamber where mutations where carried out. 
Characters: None 
Enemies: Nekker Warriors, Endiraga, Devourer 


SAD MEMORIES 


| OBJECTIVE 


Explore the wooded path leading northwest from Kaer Morhen, almost due 
north of the keep signpost. You uncover a cave where a wolf head greets you. 
You remember this place. It was where the Trials of the Grasses was held, 
before the fortress was built. 
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Locations: Kaer Morhen, Old Mine 
Characters: Radmir of Tor Carnedd 

| Enemies: Earth Elemental, Ifrit 
Recommended Item: Eye of Nehaleni 


| This quest is accessible at any time, but can only be completed after you obtain the 
Eye of Nehaleni from Keira, during Main Quest: Wandering in the Dark (page 80). 
— — — —ͤũᷓ—ä—ẽ -x. — _ 


From the Grand Hall of 
Kaer Morhen, head to 
the southeast tower and 
spiral staircase, with 
the massive stone pillar 
in the center, and more 
steps leading down. 
Ignore all the stairs 

and instead inspect an 
old chest in the middle 
of the three archway alcoves. It contains an interesting book which you should 
immediately read in your Inventory menu. There is an odd margin note regarding 
the breaking of an illusion, and the кеу being this book. Apparently, all shall be 
revealed in the mines nearby. 


Item: Monstrum, or 


Pass the dilapidated 
lake structures and 

the signpost for 

the Old Mines, 
following the track 

into the gully heading 
southwest. Sunken into 
the ground ahead of 
you is the old iron mine 
entrance itself 


After combat, use your Witcher Senses to uncover more secrets from the 
laboratory at the end of this tunnel. These include a registry tome to read, various 
items to gather, and rusting experiment tables to wince at with the memory of 
those that suffered here. Gather what you wish, as this quest concludes. 


Registry Tome 


SPOILER ALERT Ж 


Follow the tunnel into the first cavern, where your inspection of a rough-hewn 
pedestal is interrupted by a lumbering earth elemental. Face this burdensome 
sentry, and once it succumbs to your blade, move back to the pedestal and 
‘examine it to place the book you found on this plinth. Candles flicker to life, and 
a section of cave wall rumbles open. Continue west. 


You explore a forge 

that is humming with 
magic. Go to the raised 
area with the fireplace, 
blacksmith bellows, and 
anvil, It seems the Eye 
of Nehaleni is picking 
up an illusion in this 
area. Interact with the 
bellows, and the fire 
speaks to you, warning you this place belongs to Radmir of Tor Camedd. Reply 
how you wish, but mention to the soul of the fire that you wish to look around. 
This doesn't sit well with the trit, and it stands up, blasting you across the 
chamber. Face the Ifritin monstrous combat. 


‘Add to the chances of surviving combat with me unt by checking the Bestiary. 
| Cast Aard when it is ablaze and use heavy attacks while avoiding its strikes. 
— — 


‘Snuff the ifrit out, then approach the unlit hearth, The Eye of Nehaleni 

‘slowly reveals a secret compartment behind an illusion of a wall. Behind this 
аге three chests containing some immense valuables! Gather them as this 
quest concludes. 


ITEMS: Mastercrafted Armor, Master Weapons 


THE HUNGER GAME 


YOU ALWAYS HAVE WARM FOOD AWAITING 
YOUR RETURN 


Т 
This Quest is accessible once Blood and Wine Main Quest: La Cage au Fou has been 


! completed. However, you must have made a specific decision during this Main 


Quest, in order to access it, to whit: 
| 
During your time investigating the Wight Spoon Collector, you must have chosen 


“Plan B" during your dinner with the Wight, and eaten her broth without using 
‘spoons. After that, you must have followed the stench of the Wight's brew, and 
discovered the transformed Wight; now changed to the elderly Marlene Trastamara. 
| You must have taken her to Corvo Bianco, told your majordomo (Barnabas) to look 
after her, and spoken to him about her. Two days later, this quest starts, and you are 
fie! to return to Corvo Bianco to check up on Marlene, 


Enter the main building of Corvo Bianco; you'll find 
Marlene looking much better, washed and well fed, 
and wearing an outfit that doesn't consist of soiled 
rags. She thanks you profusely, but weeps for her 
lost loved ones, and fears she has nowhere to go. 
You can: 


$ Toll hor to go to town and start a new life. 
She reluctantly agrees, and leaves Corvo Blanco. 
This quest now concludes. 


© Offer to let her stay here, at Corvo Bianco. She's extremely grateful, and vows to 
prepare food that fortifies, nourishes, and delights! Every day a new dish out ot 
16 different types she can prepare appears in the breadbox just behind her in the 
kitchen. Geralt can use it to regenerate his health. Of course, her previous cooking 
a lot to be desired,..but she was a Wight then. 


She also makes mention of some assembled valuables hidden back at Trastamara 
Manor, that remain unclaimed, You can also optionally ask her where she learned 
to cook, and whether she is lonely. 


A KNIGHT'S 


Related Quests: Secondary Quest: There Can Be Only One 

Locations: Dantan Glade (Unmarked), Lynx Crag m 

Characters: Woodcutter Jacob, Morholt, Witch of Lynx Crag, Lynxes. 

Enemies: Lynx [Panthers], Witch of Lynx Crag, Daphne (Banshee), 
Kikimores 


ASITE OF SORCERY: THE WEEPING WILLOW 


| OBJECTIVE: 


This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 
or at any time afterward. The quest begins once you read the notice marked 
"Needed: Master Magicker!" One such Notice can be found at the Castel Ravello 
2 Notice Board. You can also stumble upon this quest while adventuring along 
| 


the road close to the unmarked location Dantan Glade, where Jacob is located. | 
— زل‎ 


Related Quests: Main Quest: La Cage au Fou, Secondary Quest: No Place 
Like Home ЕЗ 

Locations: Corvo Bianco Vineyard, Trastamara Hunting Cottage, 
Trastamara Manor (Unmarked) 

Characters: Marlene Trastamara, Barnabas-Basil Foulty 

Enemies: Foglets, Barghests 


ROLL OUT THE BARREL 


4 OBJECTIVE 


Assuming you offered to let Marlene stay at Corvo Bianco, you can head 
southeast, all the way to Trastamara Hunting Cottage (watching for Foglets 

and Barghests in the vicinity), and into the spoon-laiden Manor house. Venture 
downstairs, and then further into the cellar, to the main barrel storage. Wade 
through the vast array of spoons, locating the barrel pictured (right of the wall 
torch, left of the rickety steps), which has a different noise when you knock on it. 
Retrieve the following items from the barrel (one of which you can display on a 
shelf in Corvo Bianco), as this quest concludes. 


ITEMS: Golden Stick of Joy, Crowns (400) 


SECONDARY 
QUESTS 
ER 


Venture just west of 
Castle Ravello Vineyard, 
to Dantan Glade; а 
location where the 
Vermentino wine 
company has recently 
started clearing. You 
find the stout-looking 
Jacob, and his wolf- 
looking pet, looking 
over a strange tree. It seems this fellow, taken by fables and fairy tales, firmly 
believes this tree is Daphne, the cursed lady of legend. You can optionally ask if 
Jacob isn't too old to believe in such tales, before asking what makes him think 
the tree is a cursed girl. He mentions the axe (currently burrowed deep in the 
trunk) caused the tree to spurt blood when he struck it! Jacob seems especially 
fond of fairy tales; ask him why if you wish, before agreeing to examine the tree. 
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OBJECTIVES: 


Using your Witcher Senses, you can “see” a faint sound coming from the tree. Is 
that wailing? An inspection of the following reveals more evidence: 


* The tree trunk is actually bleeding, and looks like human blood. The bark 
resembles hypertrophic scars in places. 


* Arock by the tree has seeped blood on it. 


* The tree stumps surrounding this bleeding willow tree has no other trees near 
it Inspecting any of the stumps nearby confirms this. 


Speak with Jacob again and confirm his suspicions. Agree to further 
investigation of the matter, and optionally bargain for more coin before you go. 
Jacob points northwest, toward Fox Hollow, indicating Miss Daphne (the possible 
Imprisoned girl) and Sir Gareth shared a terrible and fearsome love for each 
other. To prove himself worthy, Gareth was to face the witch of Lynx Crag. Jacob 
gestures yonder, and makes mention of a kerchief given to Sir Gareth by Daphne, 
аз a token of her favor. Perhaps finding this would help? You're also given a book 
to (optionally) read to further your knowledge of this fable. Take the time to read 
the book. This opens up an option later on for you to prove your humility, giving 
you an optimal resolution. 


ITEM: Tales and Fables 


NONE BUT FERAL CATS STRAY HERE 


| OBJECTIVE 


Run northwest, down the hill, toward a fast-flowing stream on the outskirts of 
Fox Hollow, looking for the crag with the small witch's cottage perched atop of 

it. As you close in, you see a number of large wild cats, but they aren't violent 
unless you provoke them, how odd. Scale the crags (via the consecutive boulders 
you can grab and haul yourself onto, or by crossing the stream and running up 
the steep meandering path behind the crag), 


There are two small cave entrances beneath the summit of the crag, leading to 
а small, underground cavern where two Kikimore Workers and а Kikimore Warlor 
сап be slaughtered. Further big, brown Lynx cats are also navigated around on 
your trip to the crag's peak. Here you discover a witch's hut, visible all the way 
from the bleeding willow tree. 


OVERCOMING THE POWER OF LOVE 
AND LONGING 


OBJECTIVE 


Enter the hut, which appears to be inhabited, but is currently empty. Begin a 
quick sweep of the area: 


* The hearth has a small cauldron of ingredients, but none you can identify. 


* The preparation table against the window has two books, one of them banned 
by the Conclave of Mages! 


* The right side of the table has some bones ground into dust. 


= To your right on a small table is parchment regarding proper administration of 
Yarrow; worth gathering for an optional read later. 


. 


On the far wall is an animal skin. You pull it off the wall to reveal a strange 
scratched pentagram; with spell enhancements (or trophies?) nailed to 
different points around the circumference. inspect each, one by one: 


(Examine arrow) An arrow broken in half, possibly to bring bad luck. 
(Examine branch) From a gravevine, to ensure a good or bad harvest. 


(Examine kerchief) Silk, monogrammed . f.. and useful to break the curse if it 
belongs to Daphne. Pick this last, as you're greeted by the owner of this hut once 
you inspect the kerchief. 


(Examine doll) This looks like an accessory for casting curses. 


ITEMS: Book: On the Transmutation of Bodies, Book: 
Remarks on the Proper Administ 


iber Ivonis, i 
ion of Yarrow, Silk Kerehief 


When the kerchief is 
taken off the wall, the 
witch of Lynx Crag 
reveals herself to you. 
She asks what you are 
doing in her home, and 
quickly informs you the 
curse of the bleeding 
tree is almost impossible 
to be undone. You can optionally ask what happened to Sir Gareth the knight (it 
transpires he was seduced and killed by the witch), and you are left with three 
choices to make regarding the lifting of the curse. You can: 


> Tell the witch you'll lift the curse yourself. This leads to Path #1. 


> Plead with the witch to lift the curse. This option only appears if you've read the 
book on fairy tales and know that the witch respects humility. This leads to Path #2. 


> Threaten the witch to lift the curse, or else. This leads to Path #3. 


PATH #1: STUBBORN AND PIGHEADED 


OBJECTIVE 


You leave the witch's hut, 
confident in your own 
abilities to save Daphne 
from her tree incarceration, 
Back at Dantan Glade, 
Jacob is puffing on a pipe, 
and asks how your meeting 
with the witch went. You 
can optionally mention it 
wasn't as bad as Jacob had described, before mentioning you know how to lift the 
curse. You want to use Daphne's kerchief, after lighting fires to the four winds. 


OBJECTIVES: 


A few hours later, Jacob has made four small bonfires, and you must visit each 
one, igniting it with a click of your fingers, or a blast of your Igni. You order the 
prisoner within the tree to recall today who she really is, before tossing the 
kerchief on one of the blazing fires. With a shrieking moan, the spirit is ejected 
from the tree. But it isn't happy! Face this Banshee in combat, using all the guile 
and cunning you learned from reading the Bestiary entry for this creature, оп 
page 751 


After you finally dismiss this screaming wraith, you explain to Jacob that you 
went about lifting the curse the wrong way; tearing Daphne from her prison 
rather than freeing her from it. But as Jacob says, “That's what | get for hiring a 
bungler." Now take your coin and go, as the quest concludes. 


ITEM: Crowns (100) 


PATH #2: HUMBLE AND PROSTRATE 


Choose to plead with the witch to lift the curse, and she asks you why she 
should help. You can reply with the following: 


> You'll humble yourself. This continues this path. 


You'll make her do it; leading to Path #3, or you can lift the curse yourself, leading 
to Path #1. 


Assuming you humble yourself, you kneel before the witch, who is surprised at 
your bending of the neck. She explains that Daphne cannot have her lost years 
restored, but she can be made to depart in peace. But that information comes 
with a price: а lock of your hair. She says the hair is needed for a spell to conceal 
herself from you for all time, but you aren't so sure. You can: 


‘Agree to this deal. This continues this path. 


> Say "по chance” and threaten her (Path #3) or that you'll manage on your own 
(Path #1). 


‘Assuming you slice off a lock of your hair, give it to the witch, and listen to 
her advice, you are to convince Daphne that her beloved yearned to return 

but perished in the attempt. Take the silk kerchief, and a fragment of Gareth's 
remains; his bones lle bleaching in a cave beneath this hut. Fire must consume 
both the kerchief and bones, and your intentions must be pure. 


| OBJECTIVES 


Exit the hut, and 
descend to the bottom 
of the crag, looking 

on either side of it for 
опе of the two cave 
entrances to enter. Once 
inside either one, face 
three Kikimore Workers, 
and burn a clutch of 
eggs if you wish, before 
searching this small caver. Look on the narrow ledges by the southern cave wall 
of a glittering suit of armor, with the skeletal remains of Sir Gareth inside, and 
gather his bones. 


M: Remains of Sir Gareth 


The ghost of Daphne emerges peacefully from the tree and tells her sad version of 
the story. She asks if her betrothed remained faithful. Answer as you wish. She leaves 
the world and passes on. Now that you have successfully freed Daphne, you receive 
payment from Jacob, who is satisfied at the result, and the quest concludes. 

TUE 


LA THE FIVEVI AEROUS PATH 


If you are completing Secondary Quest: There Can Be Only One, property lifting 
Daphne's curse proves your wisdom. 


PATH #3: THREATS AND BLUSTER 


Threaten the witch in 
return for her help, and 
she is understandably 
furious. She doesn't 
react well to bluster, 
especially under her 
‘own roof! As she 
summons a ball of fire, 
you leap out of the. 
window, and must face 
the witch in battle! She has offensive fire and lightning magic that can wound 
you if you aren't protected by Quen, she lifts up small boulders to float in the air 
before flinging them at you, but she has little to stop your melee blows. You must 
defeat one of her big cats as well as the witch herself. 


After bettering the witch in combat, she agrees to try and lift the curse, Whether you 
trust her or not is irrelevant, so answer as you wish. She vanishes їп a cloud of birds 
and feathers, leaving you to return to the Dantan Glade and the bleeding willow tree, 


| OBJECTIVES: 


Retrace your steps 
to the tree. When you 
arrive, it seems Jacob 
has vanished, and he'd 
never leave the tree of 
his own free will. Begin 
to search for him using 
your Witcher Senses 
You find the following 


* Fresh blood and 
clear deep prints near the tree. 


Follow the tracks along the wooded side of the camp to an area behind a pile 
of logs where you can hear low growling. Oh dear, Jacob's pet is savaging his 
master's corpse. Morholt turns and leaps at you! The wolf must be quickly put 
down using combat. 


Afterward, approach the remains of Jacob. It seems the witch freed Daphne's 
spirit from the tree, but didn't mention the specter would be insane and full of 
rage. Daphne possessed the first living creature it ran into—Jacob's dog— 
which then savaged Jacob. You say а soft farewell to the chivalrous woodsman. 
Life is rarely like a fairytale. ..and this quest concludes. 
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Related Quests: Main Quest: The Beast of Toussaint, Д 
Secondary Quest: The Hunger Game ж 

Locations: Corvo Bianco Vineyard 

Characters: Barnabas-Basil Foulty, Marlene Trastamara 

Required Items: Up to 14,000 Crowns {improvements to Corvo Bianco) 


| This Quest is accessible during Main Quest The Beast of Toussaint once you defeat the 

| Shaelmaar in the Tourney arena, and first meet Duchess Henrietta. You're given the Corvo 
| Blanco Ownership Deed, and from this point, when you have a free moment (ideally at 
|, the end o tne previously mentioned Main Quest you can vst Corvo Bianco. 


J| It is also possible to begin this quest during Main Quest: La Cage au Fou (if you 


| transform and bring Marlene back from the Trastamara Estate), or after Main Quest: 
| Be It Ever So Humble (which causes you to return here). During either occasion, you 


| speak to your majordomo and can begin touring the place. 
FOULTY TOWERS 


| OBJECTIVE 


Now you have the deeds to a sprawling vineyard 
with spectacular vistas of the Sansretour Valley, you 
should spend some time enjoying the fruits of your 
labor. Return to Corvo Bianco, and head up to the 
slightly dilapidated main tower house. Thankfully, 
the unpleasantness you encountered the last time 
you were here has been cleaned up. Waiting outside 
for you Is your majordomo Barnabas-Basil fou а 
most excellent dogsbody. Ask him to tell you more 
about the place and he obliges in exquisite detail. Then request him to show you 
around the vineyard itself 


Barnabas-Basil Foulty 


You begin with a wonderful view of the valley, after which you stroll through the 
grounds, as Barnabas-Basil regales you with stories of his own ancestry, and а 
‘smattering of facts about the history of the place, Feel free to continue the tour, 
ог abruptly stop and wander off yourself; the latter isn't recommended if you 
wish to learn where every area of interest is. 


The tour stops at the following locations: 
* The servants’ quarters (your majordomo occupies the green home). 
* Olive groves, and your vineyard where a strain of Carvanere is grown. 


* The vineyard gardens, once a supremely lovely place. Now? A supremely 
weedy place. 


* The old herbarium greenhouse, where the aroma of delicate flowers is said to 
still hang in the air. 


© The stables and smithy, me former which served as an additional wine cellar. 
* The cellars, now without a lesser vampire and horrific corpses, 


* You head into the main house, which has a master bedroom, a dining room, 
Kitchen, main hall, and an upstairs quest room (currently used for storage). 


With the tour complete, Barnabas-Basil is confident that your innovations (the 
hanging of paintings, and upgrading of facilities) would breathe new life into the 
abode. In fact, that's what the rest of this quest is all about! 


> 


NT PLAY! 


YOU CA 


In addition to making improvements to your winery, your majordomo is a particularly 
skilled Gwent player. In fact, should you challenge him, you can request ho play 

as any of the five factions (or "surprise" you and play as a random faction), and 
then request he uses a strong, middle, or weak deck depending on the challenge. 
you require. This is an excellent way to train for the Gwent tournaments both in 
Toussaint, and across the Northern Realms! 


Д CORVO BIANCO?ATTOUCH'OFCLASS (PART 1) 


The following services are now available: 
* Stash Chest (1): Store any unwanted equipment here, 


* Hang Paintings (3): Place any shields, works of art, or posters on the wall, 
where indicated. 


* Armor Stand (1): Display a piece of armor here, 
* Weapon Stand (1): Holds one weapon of your choice, 
* Display Trophies (3): Decorate your abode with up to three trophies or statuettes, 


* Display Shelves: Your bedroom now has upgraded display shelves for you to 
place trophies you may have won during quests, 


| OBJECTIVE 


Once you've optionally wandered around your new home for a bit, you can speak 
to Barnabas-Basil and request some renovations be carried out. He is thrilled, 
and asks what you'd like to do specifically. You have the following choices: 


* (5,000 Crowns) "Let's do some work on the interiors”: This transforms the 
paintwork on the exterior of the main house, and adds interior decorations 
and fine furniture to the main hall, master bedroom, dining room, kitchen, and 
guest room, This requires three full days to complete. 


* "The grounds — be nice to improve those.” Barnabas-Basil agrees, and asks 
whether you want to install an armor repair table or grindstone: 


* (1,000 Crowns) "Order a table," and in one day's time, you have an Armorer's 
Table to hammer on. 


* (1,000 Crowns) “a Grindstone to sharpen my swords," and in one day's time, 
you have a Grindstone. 


RENOVATIONS PART 1: FROM TATTY TO TREMENDOUS! 


At this point, you must wait (either by Meditating or adventuring) until this quest 
objective updates, and then return to see the transformation of your dwelling. 
The effect is stunning! 


Main House exterior (betore). 


Main House exterior (afte). ‘Main Hall interior (after). Master Bedroom (after) 


| OBJECTIVES. 


| OBJECTIVE: 


When you've explored the improvements to your abode, and perhaps started 
to display your Witcher gear on the armor stands and weapon racks, speak to 
Barnabas-Basil and request some further renovations be carried out. It is, of 

T course, his pleasure to serve. You have the following choices: 


re 


/ co 


The following additional services are now available: “Let's do some work on the interiors": This time around, you have a number of 
improvements you can make: 


VO-BIAN TOUCH'OF-CLASS (PA 


«Armor Stands (3): Display up to three pieces, 
* Weapon Stands (3): Holds up to three weapons. 
* Hang Paintings: Place any shields, paintings, or posters on the wall, 


• (1,000 Crowns) "Could use a better bed," and in one day's time, a lavish place 
to rest your head (with a Health bonus) is yours. 


where indicated. * (500 Crowns) "Order another weapon rack," and in a day's time, you receive 
. Armorer's Table (1): Improve armor protection (temporarily) here. two more weapon racks to display your blades. 
* Grindstone (1): Improve weapon effectiveness (temporarily) here. * (500 Crowns) "I need more armor stands," and in a day's time, you receive 
* Alchemist's Laboratory (1): Improve potions and bombs with one additional two of them; a perfect spot for your newly-colored armor sets! 


charge, and dismantle mutagens. 
* (1,000 Crowns) "Let's see to the guest room," and in two days, you won't 


believe what the upstairs storage room has been turned into! 


SECONDARY 
‘QUESTS 


am 


Not only are the 
renovations coming 
along swimmingly, but 
laborers have made a 
most unusual discovery 
in your cellar! You can 
head there now or 
later. When you decide 


"The grounds — be пісе to improve those." Barnabas-Basil concurs, and a wealth 
of options is presented... providing you have the wealth to purchase everything! 


* (2,000 Crowns) "Roach deserves a roomier stable," and in two days, your 
faithful steed has a roof over her head, and a bonus to her stamina. 


* (2,000 Crowns) "Herbs in the garden,” and in one day's time, you have the 
ability to sow herbs in the herbarium greenhouse (useful for growing herbs 

to descend into the that create mutagens or change mutagen colors). In addition, Coryo Bianco. 

location where you Orchard allows you to harvest plants you need to create dyes to change 

fought the Bruxa, you notice an uncovered brick wall. Break it open using Aard, the color of gear in your Witcher sets (plants grow back after a certain 

and venture into what appears to be an alchemist's laboratory of exceptional amount of time). 

quality! Examine the lab table, pick up a letter to gain more historical knowledge 

of the place, and use both the benches here 


Feel free to order as many or as few of these improvements as you wish. 


* One grants any bomb and potion you have with one additional charge 
(return here each time you obtain or make more to improve more bombs 
and potions). 


* The other allows you to dismantle monster mutagens to normal mutagens, 
without having to pay for this privilege! 


ITEM: Julius ban Gavh'e's letter 


“л 
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RENOVATIONS PART 2: FROM TREMENDOUS TO STUPENDOUS! 


| OBJECTIVES: _ 


Now you can continue your exploration of Toussaint, or simply Meditate for two full days and return to Corvo Bianco, and take in the last of your upgrades. This place 


is simply breathtaking! 


New Bed (before). 


FINAL TOUCHES 


Not only is your place 
looking fit for a Witcher 
facing semi-retirement, 
but when you speak to 
Barnabas-Basil once 
all improvements are 
made, he's discovered 
a bottle of Sepremento 
(the 1250 vintage). 

You uncork it on the 
veranda, and more 
stones are told as the 
sun slowly sets in over 
the spectacular Sansretour Valley, and this quest concludes. 


CORVO BIANCO: A TOUCH OF HOME COOKING 


If you completed Secondary Quest: The Hunger Game, and rescued Marlene 
Trastamara from her life as a cutlery-collecting Wight (see page 437), and 
allow her to stay at Corvo Bianco as part of her quest, she bakes one sample of 
baked food each day for you to eat. if you wish. It can be found in the breadbox 
(behind her before improvements are made, and on the furniture near the 
fireplace afterward). 


CORVO BIANCO: OBJETS D'ART [QUEST-RELATED) 


Stables returbishme 


Stables roturbishment (after 


cor 


The final additional services are now available: 
• Weapon Racks (+2): Hang weapons and armor here for display. 
Armor Stands (42): Display armor here. 


New Bed (1): Sleep in your master bed to earn certain buffs, Level 1 ~ Heals you, 
Level 2 - +500 max health, Level 3 - +1000 health. 


* Greenhouse and Orchard: Grow and pick herbs for mutagen creation and color. 
change. Grow and pick plants for dye, to change the color of your Witcher gear. 


* Stable: Roach's stable increases her Stamina (by 100 percent). 


ANCO: 


TOUCH'OFCI 


SS (РА 


CORVO BIANCO: A TOUCH OF WALL ART AND TROPHIES 


Whether you're affixing an elven shield, or a picture of a buxom wench from a 
prison poster on your wall, there are a number of locations (and quests) where 
you can find artwork to hang, as well as display piece trophies to show off. In 
addition, you can also purchase decor from Dupont & Sons Emporium of Diverse 
Merchandise, an unmarked shop in Beauctair (near Metinna Gate). Bring a big 
coin purse if you want them all! 


CORVO BIANCO: OBJECT D'ART (PURCHASED] 


Object Type Object Name Related Quest How Obtained Page Number 
Display Piece (Award) | Golden Suck o Joy Secondary Quest Te Hunger Game MEN I MA ACTOR IR ME as 
Display Piece Award) | Fistcuffs Champion Trophy Secondary Quest. Fits of Fury Toussaint "Reward for beating al tour fighters using your fists 

Display ece (war) — | The Victor's Cup wert Ouest To e Tum. Tum.oumament | Reward kor boating al tournament players E] 
Display Piece Figurine) 0 Figurine Ser бен. tomes Gc Gn Bats Gael fewer tr er у e М1 Cr 461 
Wal Hanging (Sed) — | Ravi of Foros She Secondary Quest The Wate ol a Sten Kg. 

LCITTITUEHETTILTICANEND T D 30D D TIE 1 T оо 

Wall Hanging (Painting) | Painting of Merarch Hemmelfart — | Main Quest: А Poet Under Pressure. "reward коп Be Haling painters athe end ol This quest 

Мы Hanging Painting) | aT Mad Parka 6, | uj Quest: No Pace Like Home A tewa rom Dandeonwhea һе vists Corvo Bianco m 
Wall Hanging Painting) —_| Starry Night Over The Pontar Hearts of Stone Main Ouest Open Sesame hi atthe auction in Oxenfurt dunng the quest 294 
‘Wall Hanging (Painting) пона ‘Secondary Quest: A Portrait of the Witcher as an Old Man ‘Purchased from the Painter at the end of the quest 472 
Wal Hanging Painting) — | The White Wolf Contract Big Game Hunter Reward from Count Beledal when you vs his party at Francois 538 
‘Wail Hanging (Poster) — | Prison Poster Secondary Quest The Perks of Being a Jub Acquired al the end ofthis quest 353 
"You con have one, but not both, of these shields 29а eau lavo ono: than one, of hese paintings 


Wali Hanging (Painting) Aretuza's Tower at Sundown 
Wali Hanging (Painting Ruins of an ОЮ Fort 


The Battle of Anghian 1206 reproduction) 
Wall Hanging Painting Harvest Time in White Orchard Harbor, 1220 reproduction 
Wall Hanging Painting Herbalist’ Hut ‘Spice Merchant. 1212 reproduction) 
‘Wail Hanging Painting) Yan Rogh. se portat. Н in Kavir Ego - Н. Boussin 
Wall Hanging (Painting) Garibaldi Hagan. 1224 Sti Ше - J. de Varvan. 1222 (reproduction) 
Wall Hanging (Painting) Auburn Maiden оп а Feld of Black Knight Returning from his Quest 
Wall Hanging Painting) The Conception of Eduard (reproduction) Cirila Fiona Elen Riannon, Queen of Cintra 
‘Wall Hanging (Painting) Matilda s First Steps (reproduction) Emhyr var Emreis, Emperor of Nifgaard 
Wall Hanging Painting) The Coming of Ludovic (reproduction) 


ТЕМ KNIGHT 


nfal, Ц 
nt, D 
aille 


regoir 
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| This quest becomes accessible once Main Quest: The Beast of Toussaint concludes, 

|| you then finish Main Quest: Blood Run, and Main Quest: La Cage Au Fou is active 
Return to the Tourney Grounds north of Beauclair and locate Guillaume in the lazaret 
to begin, 


‘As Guillaume may become "indisposed" later into your questing adventure (once 
| Main Quest: The Night of Long Fangs begins), you are encouraged to complete this 
quest before this point, + 


Seek out the well-meaning knight named Guillaume 
de Launfal at the medics tent on the eastern edge of 
the Tourney Grounds, near the arena walls and hill 
down to Corvo Bianco, Guillaume, if you remember, 
was challenging the giant named Goylat when you 
first arrived in Toussaint, and he was wounded 
during the Shaelmaar battle in the arena. Now he 
has a matter of prime urgency and import! Due to 
his arm, he's unable to take part in the chivalrous 
tournament currently occurring, and wonders if you'd stand in for him. 


Guillaume de Launtal 


Furthermore, he believes something foul has occurred to a certain maiden—nay, 
a lady—that he's had his eye on; a spell or curse has befallen Vivienne, one 

of Duchess Henrietta's ladies in waiting who is overseeing the tournament. 
Optionally jest you can guess her symptoms, before asking why she seems 
cursed. Guillaume explains Vivienne shuns the company of others, shrieked 
strangely when they were walking, and ventures into the woods where she 
seemed to melt into thin air. You have two optional conversation choices (noticing 
anything else unusual and mentioning the odd behavior might not be as strange 
as Guillaume remembers) before asking for more information about Vivienne. He 
tells you about her mother (also a lady-in-waiting) and her father (a knight). Little 
more is known. 


Now for the tourney plan; optionally ask Guillaume more about it, before agreeing 
to help (and upping your fee if you wish). Now Guillaume wishes to see how 

well you shoot, ride, and fight; as the three tournament events showcase one or 
тоге of these talents. Tournament rules should be learned, and put into practice. 
At this point, you can choose what to practice (in any order you like, though the 
events are in the following order): 


* "Target practice": This begins Practice Makes Perfect Part #1 (below) 
* “Horsemanship”: This begins Practice Makes Perfect Part #2 (below). 
* "Let's try sword fighting": This starts Practice Makes Perfect Part #3 (below). 


* "Don't need any practice": This skips the practicing sessions, which isn't 
recommended, and starts the competition 


PRACTICE MAKES PERFECT #1 


[ OBJECTIVES: 


Itis a short walk to the 
shooting range, where 
Guillaume explains the 
‘simple premise; you 
must simply shoot the 
six red knights before 
the time ticks down to 
zero, and ignore any 

of the white and blue 
knight targets. Whether 
you complete the task or not, Guillaume asks afterward if you wish to practice 
again. You can practice as many times as you wish. Then you can opt to practice 
for the other two events, or temporarily halt the quest. 


Shooting six red knights within the allotted time (around 30 seconds) is | 
straightforward, and uses your crossbow. 
+ Employ your regular bolts (so you don’t waste any special bolts), and use 
manual aiming. | 
‘= Work from left to right, or right to left, so you are making small aiming | 
adjustments when moving from one target to the next. 
+ Tag each target in order (passing over targets to return to them later slows 
уои down). | 
. A most proficient Witcher should be able to knock all six targets down with 
around three-quarters (around 22 seconds) left in the "Time Remaining" bar, — | 
+ You can increase this still further by bringing a better crossbow with you, and/or 
purchasing crossbow-related Abilities; read up on these in the Training section, 
starting on page 56. 
+ Its worth perfecting this so you can easily win the Tournament Event tset. 


PRACTICE MAKES PERFECT #2 


| OBJECTIVES: _ 


SECONDARY 
‘QUESTS 


EM 


Tourney Race: Practice Course 


The second of the events is over by the racing track arena, and tests your horse 
riding skills, and ability to shoot and use your sword while on horseback. It is a 
Jot more difficult than simply tagging wooden knights with a crossbow bolt! You 
must understand the three aspects of this event: 
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* You must ride as if 


attempting a horse. 

race; although по 

others are racing 

with you at the same 

moment (either in 

practice or at the 

event); they attempt 

the same course, 

and each knight 

earns a point if they beat the clock. 


There are a number of dummies on the route; these can (but don't have to be) 
cut with your blade. 


There are a number of targets along the route; these can 
(but don't have to be) shot using your crossbow. 


The reason to strike 3 
each dummy and 
target with your 
blade and bolt is 
that a successful 

hit increases the 
time you have left to 
complete the course, 
essentially giving you 
a better time. 


Whether you complete the task or not, Guillaume asks afterward if you wish 

to practice again. You can practice as many times as you wish (and it is well 
worth perfecting this). Then you can opt to practice for the other two events, or 
temporarily halt the quest. 


This practice course has a dummy, a checkpoint, a dummy, а checkpoint, а target, 
а checkpoint, a target, and the finish line, You have 60 seconds to complete this 
‘course. For each dummy you strike, eight seconds are added. For each target you 
hit, eight seconds are added. 


* Track: Just like Races, you must gallop through each checkpoint, though you 
don't need to be on the track between each checkpoint; so study the map to see 
any possible shortcuts you can take. Be careful, though. You lose the race И you 
‘move too far from the track. 


* Track: Some checkpoints are around tight bends and easily missed. Fail to pass 


through one, and you must turn Roach around, and try again, which effectively 
takes you out of the running for winning this in the event itself. Treat checkpoints 
as more important than any other activity in this event. 


* Track: Every time you approach a dummy or target, time slows down so you can 


more accurately strike them. Why not raise your sword when approaching an 
‘obstacle (ike a checkpoint or bridge) so you can more accurately steer over or 
through it? 


* Track: Obviously, a quicker horse means a quicker race! You should gallop as 


often as possible, easing off only when sharp corners, or obstacles you are in 
danger of missing, appear. 


| © Track: Augment Roach with quality saddles and blinders to help him maintain a 


higher top speed and stamina. 


* Dummies: Hold down your sword-swinging button and release it around five feet 


before you reach the dummy, so you knock its head off at the correct time. This 
is relatively easy providing you look ahead and manually spot each dummy. Feel 
free to hold down the sword button earlier than normal. 


* Targets: These are much more difficult to strike, as Roach continues in a straight 


line while you're aiming, which can mean he veers off-course, So look for targets. 
‘as early as possible. They are always on the right side of the route, 


* Targets: You usually only have one chance to hit a target before you become too close 


to the target to aim properly, or before Roach veers into a ditch or off a bridge; i's 
‘more important to keep your speed up and ignore a target than to keep aiming at one. 
Ifyou haven't struck a target with your second bolt, ignore it and keep going! 


‘© Targets: When hitting a target, look for the timer bar to increase, and the target 


to rock back and forth slightly (and the objective to update); this is easier than 
‘manually peering to see if you struck the target successfully. There is also an 
indication on the screen that you just hit a target. 


* Targets: It isn't necessary to strike each target or dummy to win this event; 


0 expect to miss around four or five (in total) and still have a chance to win, 
providing you pass through every checkpoint at a relatively quick speed. 


* А proficient Witcher should be able to strike both dummies and hit both targets, 


then complete the course with around two-thirds left in the “Time remaining” bar. 


PRACTICE MAKES PERFECT #3 


OBJECTIVES 


Move to the open area where a group of knights are practicing their parrying, 
and Guillaume introduces you to infantry combat. Each knight has a different 
method for attacking, and it's up to you to defend yourself while looking for an 
opening. Expect to face well-armored foes armed with halberds, or a sword 
and shield (this depends on which knight you randomly face), Whether you win 
the fight ог not, Guillaume asks afterward if you wish to practice again. You can 
practice as many times as you wish (subsequent knights have different types of 
weapons and possibly shields, so you are encouraged to repeat this). Then you 
can opt to practice for the other two events, or temporarily halt the quest. 


This requires you to perform with your steel sword at the height of competence, No 
Signs are to be used—magic gives you an unfair advantage in chivalric battles such 
аз these—and instead you must learn the openings of your opponent, Signs are 
temporarily inaccessible during these bouts; even defensive Signs such as Quen. 


* Certain knights, such as Guy de Bois Fresnes, use a spear in combat, striking 
from range. This can easily better you if your timing is off. Learn to block the 
strikes, dodge, and retaliate when Guy is finishing a strike and is vulnerable, 

=» Other knights, such ав Donimir of Troy, opt for a sword and shield, and can be met 
at a closer range, but can be difficult to penetrate from the front. Dodge or roll. 
around him when he tries to strike, and cut him at his flank. Or push him back and 
strike after а parry when he's off-balance. However, if a knight fights with a two- 
handed sword, striking after parrying might not work, as they will jump back 

* Be much more defensive in your posture than normal, as you don't have Signs to 
fall back on, and these are no simple bandits you're facing! However, the timing 
for blocking and parrying is very similar to those of a toughened bandit. 


* You don't need to worry about dying, just surviving, in the combat arena. In the 
main event, expect multiple opponents and а much more chaotic atmosphere, 
Perfect your blocking, dodging, rolling to strike, and parrying right here, 

* Ifyou can't parry a foe using either a halberd, or a sword and shield, and whittle 
them down to a victory, you should practice here until you can. That is, if you 
wish to win this tournament! 


QUEST FOR А CREST 


| OBJECTIVE 


Once you've practiced all three events to your satisfaction, Guillaume instructs 
you to head to the inscription tent; your scrolls must be in order. Head to the 
southern part of the Tourney Grounds, to the tent showing the standings of the 
different Heraldic Houses (no scores are visible yet, as the competition hasn't 
begun, but you can check here as the tournament progresses). Enter the tent and 
speak to the Scribe. 


The Scribe has spent 
some considerable 
time looking into 

your personal history 
(in heraldic terms, 
fortunately), and offers 
you two crests which 
you can fight for: 


# As Geralt of Rivia. 
No surprise there. 


# As the honorable 


Ravix of Fourhorn. The Honorable Sir Ravix of 


Fourhorn (knight armor). 


Sir Geral o Riva 
knight armor). 
Choosing one crest over another influences a minor scuffle with a rival knight, later 
in this quest. Feel free to ask the Scribe more about “Geralt of Rivia” and "Ravix of 
Fourhorn;" both are related to your past exploits in your younger days. Make your 
choice, and you receive a commemorative shield, which isn't used in combat, but 
can be hung on a wall in your Corvo Bianco compound. 


fter you've optionally asked about the challenges, the vows, and the prizes (of 
particular interest is a special sword, forged by Cornelius of Assengard, no less, 
for the winner of the tournament should he defeat the reigning champion), you 
may make a vow: 

de. Swear on the heron. 

4 Swear on your lady's love (though you don't mention which particular lady it is). 
de. Swear on the garter of the Duchess. 


de Don't make a vow. 


Vows only influence what is said during the final victory, should you better the 
current champion. Then you sign up, and are given some particularly shiny armor: 


ITEMS: Sir Geralt of Rivia's Shield, Sir Geralt of Rivia's Armor, 
Toussaint Knight's Gauntlets, Toussaint Knight's Trousers, 
Toussaint Knights Boots 


ITEMS: Ravix of Fourhorn's Shield, Ravix of Fourhorn's Armor, 
Toussaint Knight's Gauntlets, Toussaint Knight's Trousers, 
Toussaint Knight's Boots 


Whether you're representing Rivia or Fourhorn, your attire is identical aside from 
the coat of arms and color scheme. As this is heavy armor, and you may not have 
focused your previous adventuring on the wearing of such attire, you may also 
remove this armor, and don protective equipment more suited to your adventuring, 
J| Though this isn't in the spirit of the tournament, wearing your preferred armor (for 
the infantry combat particularly, as well as adventuring outside the Tourney Grounds), 
l is an excellent idea, _ 


onc he Tournay Grounds Айаз orb on page — 
at this location. In addition, you may look around the various tents, and examine the 
banners and tents of the nine major heraldic houses that knights are fighting for the 
|| honor of. This isn't necessary, but you can learn who's here, and where they hail from. 
—— 


CHIVALRY AND RIVALRY: 
MEET THE TOURNAMENT KNIGHTS 


Before you face your first rival at the marksmanship 
duel, itis worth sizing up your opponents. You may 
have fought a few of them during combat practice. 
Al hail from across the globe, fighting under 
different crests; some familiar and others new to 
you. You face off against some or all of them during 
the competition. The biggest threat is the terrifying 
Sir Gregoire of Mount Gorgon; an Iron Borg more 
than twice your size! 


FIRST TRIAL: MARKSMANSHIP DUEL 


| OBJECTIVE 


Sir Grey 
Mount Go 


The tournament is about 
to begin! When you're 
ready to face your first 
challenger, head down 
to the shooting range. 
You're waylaid by your 
friend Palmerin, who 

is waiting his turn at 
this challenge; he faces 
Rainfarn of Attre, who 
seems to be preparing for archery by inhaling fisstech. Palmerin mentions that 
the marksmanship duel may be slightly trickier than you may have thought, as 
the sun will be in your eyes. Palmerin, even though he's a southerner, suggests 
You play a quick round of Gwent. Win, and you swap places in the duel, with a 
more favorable view of the targets. Palmerin plays а strong Scoia'tael deck. 


You can: 


# Agree, challenge him to Gwent, and win. The sun won't be in your eyes during the 
duel, which now takes place in late afternoon. 


# Agree, challenge him to Gwent, and lose. Or refuse the game of Gwent. The sun is 
in your eyes during the duel. 


The tournament now 
begins (in the morning 
with the sun in your 
eyes, or late afternoon 
if you beat Palmerin at 
Gwent). After a fanfare 
and some pomp and 
circumstance from Le 
Papillon the bard, you 
begin your duel with 
Horm Akerspaark. 


Unlike in practice, there are 18 targets, with nine for you to hit (red) and nine for 
Horm to strike (blue and white). If the sun is in your eyes, it's a little more difficult 
to make out the colors, so refer to the nearby picture to see where each red 
target is (Geralt's head obscures one red target, and his sword hilt obscures one 
blue and white target) 


Depending on the difficulty, Horm can be quite adept. Utilize the tactics you 
learned during practice to soundly thrash him, but you shouldn't expect an easy 
victory on the higher difficulty levels. 


After the duel, you have a brief opportunity to speak to Lady Vivienne (and if you 
win, she presents you with a crossbow adorned with your crest). You can ask her 
‘about the other prizes, or that your medallion is humming when she is close by; 
the latter results in an evasive answer from Vivienne. After a brief congratulation 
(or commiseration) from Horm, you meet up with Guilaume again, You agree 
Vivienne is cursed in some way. Guilaume has found which tent she occupies, 
and reckons searching it might grant you further clues. 


ITEM: Sir Geralt of Rivia's Crossbow 


OR 


ITEM: Ravix of Fourhorn's Crossbow 


INVESTIGATION: 
GUILLAUME اا‎ T GIVE A HOOT 


You arrive at Lady Vivienne's tent. Guillaume tells you to search inside for any 
clues while he keeps watch outside. He'll hoot like an owl if anyone approaches, 
Oblige, and head inside, finding the following upon examination: 


Claw marks on a bookcase; big marks from a beast. 


A jar of concealing ointment; powerful magic is at work here. 


An oriole feather on her writing desk. Does she keep one as a pet? 


Naezan salts atop a cabinet, used to make compresses. 


. 


‘Some draped clothing with а dark green and yellow hue; someone other than 
Yennefer with a fixed color scheme. 


When he finds both the claw marks and the feather, Geralt will suspect that Vivienne 
might be a Bruxa. He will mention his suspicions in later dialogues with Vivienne, 


There's also some notes on her writing desk; a simple list for clothing, a saddle, 
and a lot of “magic cream. You are able to uncover four of the five examinable 
items before Guillaume gives you a “stage whisper” to let you Know someone 
approaches. One of Menne ss servants catches you in the tent, and orders you to 
leave. The investigation halts as the next event begins. 
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SECOND TRIAL: THE GREAT RACE 


The racing event is 
about to begin! Pass 
the snack vendor, 

head between the 

two guards, and wait 

in line as Le Papillon 
introduces each of 

the knights; your first 
Introduction to every 
single one of your rivals. 
in this competition! After Lady Vivienne inspects the line of knights, you catch 
your first glimpse of Sir Gregoire of Mount Gorgon; a mountain of a man who 
walts to be challenged at the end of the third event. 


After Le Papillon's flowery introductions, he asks if anyone requires the rules of 
this event to be spelled out in lavish, poetic utterances. Remain silent, or request 
this if you wish; it could be helpful to listen to this dandy spout off, as you learn 
that (according to him) there are five targets to strike with bolts. 


SIR GERALT OF RIVIA: AN OFFENSE TO HONOR 


# If you chose the Rivia crest (even if you're not wearing the armor), Prince Anseis 
leans out and says your presence here is an offense to his honor, for the way you 
deserted his mother, Queen Meve. He stands back in line, seething. 


FAVIX OF FOURHORN: ANOTHER POCK TO MARK YOU 


# If you picked the Fourhorn crest (even if you haven't donned the armor), Count 
Tailles leans out and tells you he bears marks where he met your steel, and 
swears he'll add another pock to your face by tourney's end! 


OFF TO THE RACES 


Tourney Race: Competition Course 


Now for the race itself! 
Gallop off the starting 
line, with a long left 
tum, and leam the route 
by studying this guide's 
map, and learning the 
order of everything: 


* Dummy #1:А race 
downhill to your first 
dummy (on the left). 


. 


Checkpoint #1: Downhill to your first checkpoint. 


Target #1: Downhill and a slight right to the target (on the right). 

* Checkpoint #2: Down the stream to the next checkpoint. 

* Dummy #2: Slight left turn to a dummy (left) just before the bridge. 

* Checkpoint #3: Over the wood bridge, straight to the next checkpoint 

* Target #2: Sharp left turn, over a stone bridge and a target (on the right) 
* Dummy #3: Uphill gallop, relatively straight, to a dummy (on the left) 

* Target #3: Slight left curve uphill, to another target (on the right) 


Dummy #4: Uphill gallop to a dummy (on the left) 


Checkpoint #4: The checkpoint is almost immediately afterwards, medium 
left turn. 


Target #4: Down into a narrow stream bridge, with a target on the other side 
(on the right) 


Dummy #5 (right route), Target #5 (left route), Checkpoint #5: The track splits. 
The left route is longer, has a target along the trail, and you can cut across the 
hillside to the right to reach the checkpoint. The right route is slightly shorter, 
and has a dummy on the lower parallel goat trail. When the routes join, pass 
the next checkpoint 


Dummy #6: Uphill gallop to a dummy (on the right) 


Checkpoint 46: A slight left turn over shallow water, then through 
the checkpoint. 


Target #6: The route splits with a very sharp left turn, or a medium left turn, 
The former is shorter but more dangerous. Both routes head either side of 
a small hut, then they join up with a target ahead and slightly downhill 

(to the right, 


Checkpoint #7: A checkpoint before a sharp right turn. 


Dummy 47: A slight uphill gallop, past a dummy (on the right) 


Dummy #8: A long medium left turn, over a stone bridge, and a dummy on the 
left as you pass over a rise. 


Target #7: A sharp right turn, with a target almost immediately on your right 


Checkpoint #8 and #9: A medium left turn through the checkpoint, back into 
the racing arena, and the finish line. 


Available Time: 

* Easy: 85 seconds 

* Medium: 75 seconds 

* Hard: 55 seconds 

* Death March: 45 seconds 
* Dummies: +15 seconds 


* Targets: 10 seconds. 


If you win, you are presented with a saddle showing the crest you are 
representing, and Lady Vivienne asks about the white-haired man sneaking 

out of her tent. She's ticked off at your juvenile response. If you fail, no such 
conversation (or prize) is awarded. Soon, the apple-crunching Guillaume beckons 
you over for an evening's festivities; there's a feast to enjoy while you both wait 
for a more appropriate time to speak to Vivienne. 


INTERLUDE: CHIVALRY AND REVELRY 


Some time later, both you and Guillaume are at the open-air tavern by the lake, 
talking about what you've found out regarding Vivienne. Either agree to a tipple 
before she arrives or don't. Then your conversation is interrupted by a knight 
with a bee in his bonnet, and an axe to grind: 


SIR GERALT OF RIVIA: A DUEL FOR MOTHER MEVE 


| OBJECTIVE 


# I you chose the Rivia crest, Prince Anseis makes good on his offer to challenge 
you for offending his honor, and demands satisfaction! He challenges you to 
‘mounted combat, which you can agree to, or face getting kicked out of the 
tournament. The action moves to the (now deserted) racing arena, where you 
must charge with steel sword aloft, and swipe it into the armored form of 
Prince Anseis. If you've previous experience of mounted combat, apply it here. 
Otherwise, use the same technique you perfected on the dummies, starting your 
attack so you're hitting the knight on the upswing before he hits you. Gallop from 
‘one end of the arena to the other before turning round, so you can line up your 
‘swipe exactly and have time to accurately strike your foe. 


After the bout, you explain, in no uncertain terms, the reasons why you needed 
to leave Anseis' mother's camp. The explanation is accepted, and Prince Anseis 
now accepts you as a man of honor. The feast continues. 


RAVIX OF FOURHORN: OUT FOR THE COUNT 


| OBJECTIVE 


* M you picked the 
Fourhorn crest, Count 
Tailles (flanked by 
two bodyguards) 
makes good on his 
offer to challenge. 
you for offending him 
twice, and demands. 
satisfaction! You 
aren't interested 
in his nonsense, prompting him to surround you with his thugs, and the chat 
degenerates into a bout of fisticuffs. Guillaume proves his worth by tackling one 
of the bodyguards, leaving you to pummel the other thug and the Count himself. 
The usual fist fighting rules apply. 


After the pummeling punishment, Count Tailles (or you) stands up off the 
floor, and leaves either in embarrassment or with a taste of victory. 
The feast continues. 


INTERLUDE ENDS: THE SILENT MOUNTAIN 


With the feast (and the 
wine drinking) in full 
swing, Lady Vivienne 
addresses the revelers, 
offering the finest wines 
known to humanity, the 
sweetest meats, and a 
private tent for those 
that crave solitude, She 
reminds the knights 
that the best among them may yet face the reigning champion Sir Gregoire. She 
warns everyone to be mindful of the trial tomorrow; the final event where the 
winner is decided. Then she retires to her tent. 


INVESTIGATION: THE ORIOLE FLYS 
OVER THE HILL 


[ OBJECTIVES: __ 


It is worth spending a few moments preparing for an unintended hike (and monster 
combat); as you're about to ascend up into the Gorgon Foothills, 


Visit Vivienne's tent (where you and Guillaume went to earlier), and she is 
nowhere to be found. Step out onto the lake-side deck, where you spot a golden 
oriole which takes to the skies with a chirrup. Use your Witcher Senses to "see" 
the songs it sings as it flies off across the lake in a roughly westerly direction. 
The bird seems to want you to follow it 


You head into a narrow goat trail winding further west into the hilly wilderness. 
You may be startled by a Boar, then a Panther, and a second big cat. Fight off 
these adversaries, then home in on the bird's location. If it lands, move to the 
source of the sound and it takes off again. Climb a hill heading southwest, 
crossing two small wood bridges while battling another Boar and Panther. 


OBJECTIVE 


Cross more bridges as the terrain becomes increasingly steep, and the bridges 
more rickety. Running south, then southwest, ascend into some wooded thickets, 
before the bird takes off and flies over a cave entrance, and over Rosetree Hill 

It seems the only way onward is up through the cave. Unfortunately, this cave is 
the lair of a Wight, and up to three Barghests! Battle these forsaken foes, using 
tactics from the Bestiary (on pages 741 and 750 respectively), 


Exit the cave where 

the bird sits, and it flies 
off again, leading you 
ир an overgrown path, 
then into the forest, and 
to a lake in the woods. 


You approach a creature. 
sitting on its haunches, 
staring at the lake. Lady 
Vivienne's curse is true; 
she seems afflicted with a mutation resulting in a distinctly bird-like appearance. E 

It you found the clues that made Geralt suspect that Vivienne was a Bruxa, he 28 
may comment on it. She waits quietly for you to kill her. You explain you only hunt $ Е 
monsters, and she isn't one (to your eyes at least). When she asks how you see Bo 
her, answer as you wish. You seek to help her, and Guillaume's motives shouldbe” 
clear to her too. When she asks whether you'll turn on her, answer as you wish - 
(though more pleasant responses are first and second) 


Vivienne explains how her parents were cursed by a creature dwelling in these 
woods. Optionally ask what it looked like, then ask her to continue the story, 
She explains the curse, and how she maintains her “normal” appearance 

using magic, after which you can optionally mention the dangers this entails. 
Then explain you're here to lift the curse. You explain a method to lift the curse 
(transferring it to someone else), which is quickly dismissed. Optionally ask why, 
before mentioning a second method: This one is an ancient ritual involving ап 
oriole egg. It could work, but there may be side-effects (including having the 
seven-year lifespan of an oriole). While Vivienne thinks it over, she dresses, and 
you can remain here or return to the Tourney Grounds. 


‘Some time later, you 
meet with Guillaume 
again at the Rivia 

tent. He's out of his 
mind with worry, and 
demands to know 
What ails Vivienne. Your 
choice here affects the 
outcome of this quest. 
You can: 


> End #1: Mention that a powerful curse afflicts her (even though you promised 
Vivienne you wouldn't mention anything), and that she is transforming into a 
bird. Guillaume pleads for you to help her, and you mention a method of ridding 
the curse, but shortening her life in the process. This isn't what Guillaume had 
agreed to; answer him as you wish, before mentioning a second method (via her 
reflection and a transfer of the curse to another). Guillaume is quick to volunteer 
to sacrifice himself for Vivienne, but asks which you'd recommend. Choose 
either the egg ritual or the water method. Then Guillaume asks if you'll finish 
the tourney, 


> End #2: Tell Guillaume you promised Vivienne you wouldn't tell anyone. An 
incredulous Guillaume pleads to know what the problem is, then is furious, 
demanding to know if you'll even finish the tourney. 


Your choice here has a major implication regarding how this quest, and the fates 
of Guillaume and Vivienne, conclude. 


> Agree to finish the tourney, and the Third Trial occurs early next morning. 


> Ignore the tourney, and await Vivienne’s decision at her tent, and you miss the 
combat trial entirely, skipping to the “End Investigation” section of this quest. 


THIRD TRIAL: TEN MEN TIN MAN COMBAT! 


| OBJECTIVE 


‘Assuming you agreed to the combat event, you amass with four of your fellow 
knights under the arena. The haughty Prince Anseis is the self-appointed leader 
of your team, proudly describing that this mock battle commemorates the Battle 
of Fox Hollow of 1218. After а suitable amount of pomp and circumstance from 
Le Papillon, this five-on-five battle begins! 


TINGSTHE'OTHER KNIGHT 


EST FALLEN SE 


‘Though the tactics to achieve victory should have already been studied and learned 
during the practice combat battles, there are a few additional rules to be aware of, 
| and tactics to exploit, to ensure your victory (or lack of victory, as you can lose this 
| without dying if you wish). 


‘During combat, you can hang back, let your comrades take on the five foes, and 
then step in and challenge enemies that are already engaged in combat; effectively. 
getting some free hits in from the flank or behind. 


Palmerin is the single biggest threat to your chances of facing Sir Gregoire in 
the final duel; even if your team wins, only the knight with the most individual 
victories goes on io face Sir Gregoire. If you want that to be you, begin combat by 
immediately rushing Palmerin (in the gold armor) and bringing him to bear. 


To ensure you face Sir Gregoire, aim to take out three knights in combat, including 
Palmerin. Then choose two other knights armed with the weapons you have the 
least amount of trouble circumventing. 


Need to cheapen your victories somewhat? Then constantly cycle through your 
targets after you defeat Palmerin, looking for foes engaging in combat that have 
very little health left; then pounce on these enemies and snatch the win from 
your comrade! 


| The large arena allows you to easily out-fank and slice your foes at their sides ог 
| rear, which is a quicker way to bring your foes down that clanging your sword off 
their well-guarded fronts (with shields or halberds to hamper your progress). 


Remember you can utilize potions to increase your Vitality, though those may be best 
| left for the battle to come! 


| OBJECTIVE 


The battle ends when one of the following occurs: 
* Your Vitality is emptied due to enemy prodding, and other team mates are 


still standing. 


œ Your Vitality is emptied due to enemy prodding, and you're the last man 


standing on your team. 


* Your team brings down all five enemy foes, no matter how helpful you were. 


* You slay all of the enemies (which is usually impossible; the most you're likely 


to take down is four of the five). 


Time for everyone's favorite bard narrator that isn't Dandelion to read off the 
final scores: 


> If Palmerin's team wins, he goes on to face Sir Gregoire, leaving you to end 
Vivienne's investigation. 


> If you brought down more knights than Palmerin, and won all other competitions, 
he gracefully concedes, and the ultimate battle of the tournament begins! 


FINAL TRIAL: SCALING THE MOUNTAIN 


Assuming you won ай competitions so far, including defeating the other team in 
the arena, Le Papillon asks whether you have any last requests before you face 
the titan of infamy, Gregoire de Gorgon himself! 


EGOIREDEGGORGON 
ATTACKS 


„ DEFEATING G, 


This lumbering mountain of a man is a giant knight with a mysterious past that has 
taken a vow of silence; he lets his sword do the talking. He has the following attacks 


. 9 ^ FeLi 
кесе PRLS DIOE Ч 
No Vulnerabilities: As you cannot use Signs, bombs, projectiles, or oils, this opponent. 
has no vulnerabilities to exploit, aside from those inflicted by your steel sword, and 
the tactics you learn about while fighting him in sword combat. Remember that. 
healing potions are accessible, however. 


No Parrying, No Countering: This plate-metal monster has attacks that inflict 
such damage and are swung with such force, that they cannot be parried or 
countered. This means you have ever fewer combat options than for any other. 
battle fought previously! 


Punch and/or Kick: He occasionally employs а gauntlet punch or boot kick if you're 
close to him, and usually at his side, to knock you back so he can regroup and begin 
his sword swinging. 


Quick Horizontal Slice: rapid slice through the air in front of him, offering damage 
to those caught in the arc of his large sword. 


Quick Vertical Uppercut: A step forward and a swing upwards that can knock you 
back and deal nasty damage (like all his attacks). 


‘Quick Overhead Strike: A vertical (and sometimes slightly diagonal) strike down in 
front of him, with a small window of opportunity to hit him as he recovers and pulls 
his sword back afterwards. This sometimes occurs with a step forward. 


Heavy Overhead Strike: A step forward and a more pronounced strike down in front. 
of him, and a second or two afterwards where he pulls his sword back to his chest 
afterwards, This is an excellent visual clue to retaliate at this point. 


Tackle this prolonged battle as the ultimate test of your sword skill ала 
‘maneuvering! Though this towering knight has some truly grotesquely damaging 
attacks, he has one overall weakness to exploit; a lack of speed. He isn't slow by 
‘any means, as his attacks are reasonably rapid, but he lacks extreme dexterity and 
quickness, and hasn't bothered to learn the fine art of dodging around a foe, 


Whittle down his vitality by reacting to his recovery time; it is far safer than timing 
slashing attacks between his sword swings. Wait for an attack, dodge around to his 
flank, and retaliate with one or two light strikes or a heavy attack. Then retreat so 
you aren't caught by a punch or wild slash of his sword. 


Of particular merit is the recovery time after his Heavy Overhead Strike, which is the 
very best time to lay into him. While a flurry of light attacks is reasonable, this is the 
perfect opportunity to hit with a strong attack (covering any ground from retreating). 
Better yet, try a Rend Strong attack with quick timing to punish this move, 


Continue with these tactics until the battle is over. Remember parrying and 
countering are out, but dodging (backward and around) are in! You may also wish to 
bring your very best steel sword with you into this combat; one that ignores armor, 
and causes criticals is a fine choice. 


Steel swords 


Gregoire does not stick 
to the honorable rules 

of the arena and will 
strike you down if your 
health gets too low. Only 
loading a previous saved 
‘game is now an option. 
However, if you win, 
Lady Vivienne beckons 
you to her arena perch, 
and decorates you as the grand champion! The mention of the vow you made by 
her, and the ultimate tourney reward is given, along with a purse of coins. 


on 
END INVESTIGATION: BIRDS OF A FEATHER 


FLOCK TOGETHER 
END #1: THE LIGHT OF VIVIENNE'S LIFE 


OBJECTIVE 


> tt you told Guillaume “a powerful curse afflicts her" and told him about the exact 
nature of Vivienne's curse on the night before the final Tourney Trial, you meet her 
‘gazing across the lake at her tent. She asks if you might explain the exact nature 
of the egg ritual to her, but you think an alternate method might be best, despite 
her protests. A heroic Guillaume appears from his hiding place, hands proudly on 
his hips, telling Vivienne he will save her. Vivienne is furious at this interruption of 
a private conversation. Answer her as you wish. 


Guillaume explains to Vivienne that she no longer bears this burden alone. 
Vivienne flashes an angry look your way at betraying her trust, while Guillaume 
explains he understands how she feels, for he had an aunt who contracted а 
strange illness. He wants her curse to rest on him, to take it away from her. When 
she asks him why, he simply states "Because | love you." Guillaume realizes 
he's been a fool facing a Shaelmaar in the arena; risking his life for no purpose. 
Now he can do something truly important for her. Menge s demeanor softens, 
and you're asked if this is a good idea. Answer as you wish. Vivienne Is coming 
around; she was prepared to die. Now she is also prepared to attempt something 
mad. When you're ready to perform the reflection ritual, let Vivienne know, and 
the three of you ride off into the Gorgon Foothills 


You finally arrive at 
the Hidden Clearing, 
dismount, and follow 
both Vivienne and 
Guillaume to the glade. 
A panther is prowling 
the area, and must be 
dispatched. You kneel 
by the water's edge. 
Guillaume waits for 
Vivienne to reveal her true self. Guillaume thinks her beautiful, even as she stands 
before him in her feathered and cursed form. 


He holds out his hand. She takes his hand, and Vivienne quietly tells Guillaume she 
will not leave him, even if he becomes cursed. You give the couple instructions, 
and they plunge into the waters. 


Crawling from the pool, you can mention to Guillaume that you didn't think 
the ritual would work, before asking how he feels. Only a slight itch! Vivienne 
dresses and returns; the curse is lifted, and the ritual complete as the pair were 
truly in love. Answer them as you wish one last time, before they depart; balls 
must be attended, and distant lands to be seen! After a couple of classic bird- 
related puns and a reward for your troubles, the two lovebirds flutter off into the 
woods, and the quest concludes. 


ITEM: Cr 


EPILOGUE 
When the Night of Long Fangs starts and Geralt witnesses the start of the attack on 
the city, he can find Guillaume and Vivienne with Anna Henrietta and the other nobles. 


After finishing the Night of Long Fangs, you can encounter Guillaume and 
Vivienne on an observation deck on the northern side of the palace. You can 
have a short chat with them, during which you can learn that the curse does not 
seem to have great effects on Guillaume. He just started to sprout some “pubic 
feathers." Vivienne likes it. After that, you can encounter both of them strolling 
around the marketplace of Beauclair now and then. 


When you get the medal from Anna Henrietta for defeating the Beast of Beauclair, 
you can also spot Guillaume and Vivienne in the audience. 


END #2: GUILLAUME KEPT IN THE DARK 


OBJECTIVE 


> If you told Guillaume "sorry, promised her | wouldn't tell” and kept him in the dark 
about the exact nature of Vivienne's curse on the night before the final Tourney 
Trial, you meet her gazing across the lake at her tent. She has decided not to 
endanger anyone, and chooses the method to rid herself of the curse involving 
the oriole's egg. She knows there is one in the clearing you met her at. Before 
you explain the precise nature of the curse removal, you inform Vivienne her tent 
has ears. A sheepish Guillaume appears from his hiding spot. Vivienne is furious, 
thinking you've hatched a scheme unbeknownst to her. Answer her as you wish, 


Guillaume kneels before Vivienne, telling her he lives to serve her, She sharply 
asks if he's hers to command before ordering him to leave the tent, and 
disappear into the Duchy's northemn-most marshes. He must leave now. She 
wags an accusing finger at you. Comment about him figuring out everything 

by himself (which is true) if you wish, before inquiring whether she did the 
right thing. She tells you, in no uncertain terms, that she has no need for lusty 
knights, even though only one of the rituals is now possible. When you're ready 
о continue to find the oriole egg, let Vivienne know, and the two of you ride off 
into the Gorgon Foothills. 


SECONDARY 
QUESTS 


Bm 


449 
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You finally arrive at 
the Hidden Clearing, 
dismount, and follow. 
Vivienne to the glade. 

A panther is prowling 
the area, and must be 
dispatched, You inspect 
the oriole nest Vivienne 
mentioned, and find 
the eggs have fallen on 
а moss patch. One is cracked. You take an egg, holding it to Vivienne's true form. 
Optionally ask if she wishes to continue, before telling her to focus and repeat an 
incantation. As she complies, the egg you're holding at her forehead begins to glow 
and pulse, before finally exploding, sending you both flying in opposite directions. 


When you come to, Vivienne has dressed and is excited to feel different; the 
Curse has been lifted! She is excited to attend balls, travel to Oxenfurt, and even 
Novigrad! She is most grateful, and you mention Guillaume is the one to thank. 
She pauses for a moment, and asks you to tell him so if you see him. Optionally 
‘ask whether she should tell him herself, before agreeing, and bidding Vivienne а 
farewell. She wanders into the woods. 


DANGER ALERT 


Related Quests: Secondary Quest: Wine Wars: Coronata, 
Secondary Quest: Wine Ма! 
Locations: Plegmund's Bridge 


EET; 


ermentino 


Characters: Ducal Clerk, Liam de Coronata, Matilda of Vermeninto. 


VENI, VIDI, VINTNERS 


| OBJECTIVE 


| This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint 
ог at any time afterward. The quest begins once you read the rather bureaucratic 
| missive: "Announcement from the Office of Internal Revenue of the Duchy of 
Toussaint." You can also start this quest by simply turning up at the Plegmund's 
signpost. 


Visit Plegmund's Bridge in the Sansretour Valley, and you'll notice it is also 

the headquarters for the Toussaint Office of Internal Revenue. Walk up to the 
exterior table, where the ducal clerk is administering a squabble over the sale 
of the Belgaard winery estate. Two possible purchasers, Liam de Coronata and 
Matilda of Vermentino, both wish to stake a claim at the Belgaard vineyards, 
but the Ducal Clerk doesn't deem them responsible stewards, being as it is 
their own wineries are in chaotic disrepair. After some verbal sparring between 
the interested parties, Liam and you strike up a conversation. Answer him as 
you wish. 


You now get the task to let Guillaume know what happened. You find him at 
the open air tavern at the tournament grounds, but he won't be happy when he 
hears what you have to say. You will still get your reward, but Guillaume walks 

away, not wanting to talk to you anymore. 


EPILOGUE 


After the Night of Long Fangs concludes, you can find Guillaume close to the 
Pheasantry. He seems to be completely drunk and falls over once we talk to him. 


You can then also find Vivienne in the harbor of Novigrad, where she will tell you 
about the places she already visited. She seems very happy and gives you the 
last feather that she had. You can wear it behind you ear. Vivienne gives you a 
hint that she might want to see Skellige next. 


After six days, we can find Vivienne living in the tavern of Kaer Trolde Village 
(once Yennefer moved out in the main story). After seven years, she dies. 


ALTERNATIVE EPILOGUE 


If you don't finish the quest by the time The Night of Long Fangs starts, you can 
find Guillaume's corpse in the city. He perished fighting vampires. After the night 
is over, we might find Vivienne mourning at his grave. 


POILER ALERT X 


(PART 1) 


LIAM: AN OAFISH OGRE OF THE WORST SORT? 


Once Liam realizes you're a Witcher, he's eager for 
you to sort out the troubles the Coronata vinery is 
suffering from. He lists the following problems: 


* The herbarium is infested with monsters. 


* His steward has gone missing with an entire 
transport of wine. 


* Someone has abducted his herbalist. жинин 

Liam is sure Matilda is pan of this sabotage! After agreeing to help (or optionally 
bargaining up to 10 percent more payment and agreeing to the job), Secondary 
Quest: Wine Wars: Coronata now begins 


MATILDA: SUGAR-SWEET, BUT A TEMPER SHARP 
AS HORSERADISH? 


Before you can begin your reconnoiter of the 
Coronata wine estate, Matilda beckons you over 
for a chat. She firmly believes Liam is responsible 
for the rotten things going on at her own vineyard, 
Vermentino. She remarks that the following 
problems have occurred: 


D 


‘Matilda of Vermentino 


* Both her cooper and blacksmith have 
mysteriously vanished. 


• Man-eating plants have sprouted on her paths, 
* Strange things are afoot on Pheasant Hill 


After agreeing to help (or optionally bargaining up to 10 percent more coin and 
agreeing to the task), Secondary Quest: Wine Wars: Vermentino now begins. 


Secondary Quest: Wine Wars: Belgaard now temporarily concludes. Before you 
choose which vintner to help, you can optionally return to the Ducal Clerk and 
inquire what's so special about Belgaard; it was the winery that belonged to the 
late Count Crespi, and has some rare grapes in cultivation. 


И LIAM ORMATIUDDA?WHO"TO'HELP FI 


Good news! Both Wine Wars quests that are currently active (Coronata and 
Vermentino) can be completed in any order you like, and you don't need to fully 
finish one before the other. There isn't an optimal order either; the quests are 
presented in the order they were received. 


DANGER ALERT 


Related Quests: Secondary Quest: Wine Wars: Belgaard (Parts 1 
and 2), Secondary Quest: Wine Wars: Vermentino, Treasure Hunt: 
Coin Doesn't Stink, Secondary Quest: Wine Wars: The Deus in the 
Machina, Secondary Quest: Wine Wars: Consorting 

Locations: Plegmund’s Bridge, Coronata Vineyard, Forest Herbarium 
(Unmarked), Pittapatte River Crossing (Unmarked), Trading Post, 
Bandit Camp (Unmarked) 

Characters: Ducal Clerk, Liam de Coronata, Matilda of Vermeninto, 
Herbalist 

Enemies: Archespores, Rabid Rock Trolls, Bandits 


CHAOS AT CORONATA VINEYARD 


This Quest begins once you've spoke to Liam de Coronata at Plegmund's Bridge, and 
agreed to help him. Feel free to solve the following five problems in any order you 


|| wish; they are presented as an optimal path with minimal backtracking. Nate you do 


| not need to visit Coronata Vineyard at any point until the problem areas are neutralized. 
س شس‎ 


The sprawling Coronata vineyards and estate are east of Plegmund's Bridge. 
Coronata Vineyard is at the center of it all, with the five problem areas in the 
usually-idyllic lands to the north and east. 


PROBLEM AREA #1: MONSTER NEST IN THE 
NORTHWEST VINEYARD 


Take the road along 
the western edge of 
Coronata Vineyard, into 
the northern vineyard 
and prepare for some 
Archespore weeding. 

A couple of these 
oversized sunflowers 
have taken root at the 
foot of the vineyard hill 
Destroy all active foes, before dropping a bomb into their nest, and watching for 
the explosion 


PROBLEM AREA #2: THE FOREST 
HERBARIUM ABANDONED SITE 


Journey through 
Coronata Winery, and 
take the road heading 
east, into the woods 
toward an Abandoned 
Site; this is the Forest 
Herbarium that Liam 
was speaking of. It's 
been overrun by more 
Archespores! Deliver 
some slicing death to the tendriled plant life, before waiting for the peasant 
population to return. 


PROBLEM AREA #3: GUARDED TREASURE 
AT THE OVERRUN CAMP 


Journey roughly north, out of the woods along the main thoroughfare, to a 
ruined camp where more Archespores must be defeated, Slice through these 

beasts, and then examine the corpse of Liam's dead steward. On his person is a 
parchment to read, which reveals the vintner’s suspicions to be true! Someone is 
sabotaging the Coronata winery! But it isn't clear who. 


ITEM: Orders on elegant stationery 


DECIS 


area: This isn't tracked as the solution becomes clear during the completion of this, 

| and Secondary Quest: Wine Wars: Vermentino. You are encouraged to complete both 
tasks, as it reveals the answers you seek. If you completed Wine Wars: Vermentino 
already, Secondary Quest: Wine Wars: The Deus in the Machina begins. 


PROBLEM AREA #4: TREASURE HUNT AT 
PITTAPATTE RIVER CROSSING 


From the corpse of 

the steward, you can 
run along the road 

in a roughly easterly 
direction, following 
the curve of the path 
southeast toward Dun 
Tynne Crossroads. 
Before you reach there, 
you must reach the 
Pittepatte River Crossing, which is guarded by two Rabid Rock Trolls. Defeat both 
of them, before investigating the corpse at the northwest end of the crossing, 
near the large tree. Loot his remains for a letter and key. This updates the 
objective for this area, as well as starting a special Treasure Hunt: Coin Doesn't 
Stink, which is only available during this quest! The details for this Quest are 
located on page 452 (below) 


ITEMS: Let 


to Cosmo Cyrille, 


y 


PROBLEM AREA #5: PERSON IN DISTRESS 
NORTH OF TRADING POST 


From the river crossing, 


it's a short yomp E 
northwest, ino the 22 
woods to the wrecked БЕР 
Trading Post. Head north Н 
into the undergrowth, 


climbing a small hill 
and looking for a rock 
fissure and gorge that 
allows you to drop 
down into the earth. A small cave lies below, where three bandits have Liam's 
kidnapped herbalist. After swift, one-sided combat, you rescue the Herbalist, 
who asks if you'll accompany her to Coronata, Oblige, as you automatically arrive 
back at the Winery, and can purchase from her as she becomes a new merchant. 
In addition, you can ask about the "plague" that has befallen the area. 


SABOTAGE AND SOMMELIERS: 
CORONATA IS CLEAR! 


Once all five problems have been solved, return to Plegmund's Bridge, and speak 
with the Ducal Clerk. You can: 
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What the Deus?!: 

Tell him there's been 
sabotage going on, 
Depending on how 
many problem areas 
you've solved, you can 
mention these issues 
involve either or both 
vineyards. However, you 
have no proof, which 
must be given for the Ducal Clerk to act 


Irrespective of who's vineyard is in working order, at this point, the Clerk 
interjects, and orders the oversight of Belgaard to pass to the vintner(s) you 
made mention in your previous conversation choice. Notes are pinned around the 
winery areas regarding this proclamation. If applicable, the vintner who didn't 
receive Belgaard hopes you'll still help with their problems too, but the Ducal 
Clerk believes both Liam and Matilda need to see the new winery for themselves, 
Secondary Quest: Wine Wars: Belgaard (Part 2) now begins. 


ITEM: Crowns (700) 


# “I know the saboteur's identity”: If you've solved the five problems during Wine 
Wars: Vermentino first, then completed this quest, you had the option to complete | You can choose to ignore all of the Vermentino problems (and that quest), or you can 
Wine Wars: The Deus in the Machina (see page 454). If this occurred, you can complete them all; this is up to you. As you'll discover once Secondary Quest: Wine 
present exact evidence regarding who sabotaged both the wineries: Count Crespi ‘Wars: Belgaard (Part 2) begins, both vineyards must have their problem areas dealt 
himself! The running of the Belgaard estate now passes to both Liam and Matilda: ith anyway, but the choice of who technically owns Belgaard is up to you. 

It looks like they'll have to play nice from now on! — 


# Mention that Coronata vineyard is back to normal. Liam is most pleased, while 
Matilda protests that you've not helped her. 


de. It you've solved all five problems at Vermentino Vineyard, you can mention that 
is is back to normal, instead. Matilda is delighted, while Liam is crestfallen that 
you've not assisted him. 


SPOILER ALERT X 


COIN:DOESN'T STINK 


Search the corpse for a letter and a key; read the missive to discover there's а 
‘stash of coin hidden back at Coronata Winery. 


ITEMS: Letter to Cosmo Cyrille, 


Locations: Pittapatte River Crossing (Unmarked), Coronata Winery 
Characters: Cosmo Cyrille v 
Enemies: Rabid Rock Trolls 


CASHING IN ON COSMO'S COIN A CAREFUL DIG AMONG THE DUNG 


OBJECTIVE 


| OBJECTIVE: 


Head back to Coronata Winery, and move into the investigation area of the mini- 
map to begin searching for a pile of manure; one of the least savory spots to find 
treasure. On the southern edge of the area, where two peasants are doing some 
shoveling, you'll spot a small chest (which glows red if your Witcher Senses are 


| This Treasure Hunt is only available during Secondary Quest: Wine Wars: Coronata. 


— — . —— 
active). Gather some jewelry and cash, as this Treasure Hunt concludes. 


As part of Secondary 
Quest: Wine Wars: 
Coronata, you must 
remove а couple of 
Rabid Rock Trolls from 
the Pittapatte River 
Crossing. Once the area 
is quiet, inspect the 
corpse at the northwest 
edge of the bridge. 


POILER ALERT X X 
WINE WARS: VERMENTINO J 


Related Quests: Secondary Quest: tte VIOLENCE AT THE VERMENTINO VINEYARD 


Secondary Quest: Wine Wars: Coronata, Treasure Hunt: Don't e 
Candy from a Stanger, Secondary Quest: Wine Wars: The Deus in the 
Machina, Secondary Quest: Wine Wars: Consorting 
Locations: Plegmund's Bridge, Cooper's Cottage (Unmarked), 
Vermentino Vineyard (Unmarked), Sansretour Valley, Pavone Slope 
(Unmarked), Dantan Glade (Umarked), Herb Garden (Unmarked) 
Characters: Ducal Clerk, Liam de Coronata, 
Matilda of Vermeninto Augustine This Quest begins once you've spoke to Matilda of Vermentino at Plegmund's Bridge, 
Enemies: Archespores, Bandits and agreed to assist her. Feel free to solve the following five problems in any order 
J| you wish; they are presented as an optimal path with minimal backtracking. Note 
|! you do not need to visit the Vermentino Vineyard at any point until the problem areas 
are neutralized. | 
—— — 


Am 


The riverside 
Vermentino vineyards 
and estate are west and 
south of Plegmund's 
Bridge, across the 
bridge itself. The Castel. 
Ravello Vineyard is 
west of Vermentino 

and borders it. Use the 
five windmills to locate 
Vermentino itself. There are the five problem areas in the usually-bucolic lands 
surrounding it. 


PROBLEM AREA #1: TREASURE HUNT AT 
THE COOPER'S COLAC ES 


East of Fox Hollow, - 
and north of the Castel 
Ravello Vineyard is a 
small Cooper's cottage 
and a quaint garden, 
now besieged by a trio 
of revolting Rotfiends. 
Once they've been 
reduced to offal, you 7 

can search the area » 

around the cottage; between the foundation and the old oak tree is the corpse 
of the Cooper. Pry the following from the body, which begins a special Treasure 
Hunt: Don't Take Candy from a Stranger. This is only available during this quest, 
and the details are located on page 454 (below) 


ITEMS: Augustine the Cooper's Journal, Key to chest in 
sunflower fields 


PROBLEM AREA #2: GUARDED TREASURE 
AT SANSRETOUR VALLEY 


OBJEC TIVES: 


Continue south, passing through Vermentino Winery itself and the five windmills, 
and follow the path into Sansretour Valley. Head into the woodlands by the 

river, within spitting distance of the Cockatrice Inn, to find a camp overrun by 
Archespores. Slaughter the plant life, before checking the corpses of the dead 
workers here. One body has a brass кеу and fancy letter to look over. 


ITEMS: Letter on elegant stationery, Heavy brass key 


| 1 ⁵˙— — 
| area: This isn't tracked as the solution becomes clear during the completion of this, 
| and Secondary Quest: Wine Wars: Coronata. You are encouraged to compete boh 
tasks, as It reveals the answers you seek. If you completed Wine Wars: Coronata 
| already, Secondary Quest: Wine Wars: The Deus in the Machina begins (see page 454). | 
دش‎ 


PROBLEM AREA #3: 
ABANDONED SITE ON PAVONE SLOPE 


South of the strange 
island in lake Celvay, 
south of Chuchote 
Cave, is a rolling 
hillside known as 
Pavone Slope; an area 
recently abandoned 
after Matilda's workers 
were slaughtered by 
Archespores. Slay 

the tendrilled monstrosity stil here, so the peasantry may reclaim the area 
for Vermentino. 


PROBLEM AREA #4: 
ABANDONED SITE AT DATAN GLADE 


North of both Astre 
Castle Ruins and 
Chuchole Cave is an 
abandoned site known 
as Dantan Glade, where. 
Matilda's work force 
where busy felling trees. 
before the camp was 
invaded by Archespores. 
As expected, two of 
these foul plant hybrids are still active, and must be cut down. Only then will the 
workers return. 


PROBLEM AREA #5: PERSON IN DISTRESS 
AT THE HERB GARDEN 


West of Fox Hollow, on 
a normally tranquil path 
through the forest, is 

a kidnapped armorer, 
held in the herb garden 
that a trio of bandits 
have attempted to 

raze, When you're done 
beating them to death, 
you rescue the armorer, 
who's most thankful, and asks if you'll accompany him back to Vermentino. 
Oblige, as you automatically arrive back at the Winery, and can purchase from 
him as he becomes а new merchant. In addition, you can mention that bandits 
aren't his only problem. 


SABOTAGE AND SOMMELIERS: 
VERMENTINO NO LONGER A NO-GO! 


E OBJECTIVE 


Once all five problems have been solved, return to Plegmund's Bridge, and speak 
with the Ducal Clerk. You can: 


What the Deus?!: Tell him there's been sabotage going on. Depending on how 
many problem areas you've solved, you can mention these issues involve either 
or both vineyards. However, you have no proof, which must be given for the 
Ducal Clerk to act. 


de. “I know the saboteur's identity": If you've solved the five problems during Wine 
Wars: Vermentino first, then completed this quest, you had the option to complete 
Wine Wars: The Deus in the Machina (see page 454). If this occurred, you сап 
present exact evidence regarding who sabotaged both the wineries: Count Crespi 
himself! The running of the Belgaard estate now passes to both Liam and Matilda: 
It looks like they'll have to play nice from now on! 


E, 
26 
55 
8? 


EM 


# Mention that Vermentino vineyard is back to normal, Matilda is most pleased, 
while Liam protests that you've not helped him. 


de. Mf you've solved all five problems at Coronata Vineyard, you can mention that it is 
back to normal, instead. Liam is delighted, while Matilda is crestfallen that you've 
not assisted her. 


Irrespective of who's vineyard is in working order, at this point, the Clerk 
interjects, and orders the oversight of Belgaard to pass to the vintner(s) you 
made mention in your previous conversation choice. Notes are pinned around the 
winery areas regarding this proclamation. If applicable, the vintner who didn't 
receive Belgaard hopes you'll still help with their problems too, but the Ducal | 
Clerk believes both Liam and Matilda need to see the new winery for themselves. 1 
Secondary Quest: Wine Wars: Belgaard (Part 2) now begins. 


ITEM: Crowns (700) 


r ener fu Costs Was Eee Ota 
complete them ali; this is up o you. 4 
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DANGER ALERT SPOILER ALERT Ж 


DON'T TAKE CANDY FROM A STRANGER 


Locations: cooper s Cottage (Unmarked), Vermentino Vineyard (Unmarked) 
Characters: Augustine Tonneliay 
Enemies: Rotfiends 


This Treasure Hunt is only available during Secondary Quest: Wine Wars: Vermentino: 


As part of Secondary 
Quest: Wine Wars: 
Vermentino, you must 
dispatch a trio of 
Rotfiends from the 
Cooper's Cottage, 
north of Castel Ravello 
Vineyard. Once the 


While you're attempting to complete the Wine Wars quest, or independently of 
the quest, set off in a southeasterly direction, entering Vermentino Vineyard, 
and south across the main gathering area (the well), to a patch of sunflowers 
area is secured, and long grass. Use your Witcher Senses to uncover a locked chest under 
inspect the corpse the sunflowers, and gather a haul of florens as your reward, as this Treasure 
between the cottage and the old oak tree. Search the body for a journal Hunt concludes. 

and a key; read the missive to discover there's a stash of coin hidden 


somewhere in а sunflower field CTEM: Pine = сз с —— eas) 


ITEMS: Augustine the Cooper's Journal, Key to chest in 
sunflower fields 


(OOOO DANGER ALERT POILER 


WINE WARS: THE DEUS IN THE MACHINA 


Related Quests: Secondary Quest: Wine Wars: Belgaard [Part 2), OBJECTIVES 
Secondary Quest: Wine Wars: Coronata, Secondary Quest: 11 
Wine Wai fermentino 

Locations: Tesham Mutna, Abandoned Storehouse (Unmarked) 

Characters: Ducal Clerk, Liam de Coronata, Matilda of Vermentino 

Enemies: Archespore 


TAKING STOCK OF THE 
ARCHESPORE SAPLINGS 


OBJECTIVE 


This optional quest begins when you've made a thorough sweep of both the Guarded 
Treasure locations during Wine Wars: Coronata and Wine Wars: Vermentino. You need 
| to have acquired and read all the letters (the Orders on elegant stationery, and the 


Letter on elegant stationery). When the information is correlated, and the brass key Enter the warehouse cellar, working your way to the earthen-floored rear of the 
| from the corpse you found the elegant letter is obtained, this quest commences. structure, where a sapling seems to have germinated. Fight off the Archespore, 


then make a careful sweep of the chamber for a crate with a stock-taking report. 
The report makes illuminating reading, as it reveals who the saboteur is! 


ITEM: Stocktaking report 


At any point from now on, you can return to Plegmund's Bridge and speak with 
the Ducal Clerk and both vintners. Exclaim the following: 


Due east of the ruins 
of Tesham Mutna, 

in the far southeast 

of Toussaint, is an 
Abandoned Storehouse 
in Caroberta Woods. The 
Archespore saplings 
that were planted on 
both Liam and Matilda's 
lands should be 
‘somewhere around here. Begin your search by looking for the doorway under the 
wall, leading to the warehouse cellar. 


# "Lknow the saboteur's identity": You can present exact evidence regarding who 
sabotaged both the wineries: Count Crespi himself! The running of the Belgaard 
estate now passes to both Liam and Matilda: It looks like they'll have to play 
nice from now on! This allows both of them to own a stake in the Belgaard 
winery. Before Wine Wars: Belgaard (Part 2) can be started once all problems in 
Vermentino and Coronata have to be resolved. 


WINE WARS: CONSORTING 


Related Quests: Secondary Quest: Wine Wars: Coronata, 
Secondary Quest: Wine Wars: Vermentino, Secondary Quest: — 
Wine Wars: The Deus in the Machina, Secondary Quest: Wine War: 
Belgaard (Part 2) 

Locations: Coronata Vineyard (and surroundings), Vermentino Vineyard 
land surroundings], Belgaard Vineyard 

Characters: Ducal Clerk, Liam de Coronata, Matilda of Vermentino 


STRANGE BEDFELLOWS 


DANGER A 


KO OO 


AW/ 


Related Quests: Secondary Quest: Wine Wars: Coron: 
Secondary Quest: Wine Wars: Vermentino, Secondary Que: 
Wine Wars: The Deus in the Machina, Secondary Quest: 
Wine Wars: Consorting 

Locations: Coronata Vineyard land surroundings], Vermentino Vineyard 
land surroundings), Belgaard Vineyard, Hortense Estate, Tilly Field 
(Unmarked) 


. 


Characters: Ducal Clerk, Liam de Coronata, Matilda of Vermentino, 
Gregory Pyxide, Master Blacksmith 
Enemies: Endrega Workers, Endrega Warrior, Giant Centipedes, Bandits 


BLUDGEONING BANDITS AND 
ERADICATING INSECTS 


OBJECTIVE 


Кел... 


| This Quest begins once ONE of the following has occurred: 


| Wine Wars: Coronata is complete OR 
Wine Wars: Vermentino is complete OR 
Wine Wars: Consorting is complete. 


Feel free to solve the following five problems in any order you wish; they are 
|) presented as an optimal path with minimal backtracking. Note you do not need to 
Visit the Bergaard Vineyard at any point until the problem areas are neutralized. 


Down south in the Caroberta Woods, the Ducal Clerk presents your vintner chums 
with a brand new challenge; one that will take both their collective competence 
as vineyard owners: The restoration of Belgaard Manor and its surroundings! 
What was supposed to be a wondrous gift and source of moneymaking to Liam 
or Matilda is more of a mill-wheel around their necks, especially as they re now 
in this together! The Clerk speaks of workers dying on their rounds, monsters 
prowling about. You're asked to help, naturally. Agree or bargain а better fee; 
then the quest begins. 


__ WINE WAF WARS: BELGAARD ( 


SILER ALERT X X. 
0 


| OBJECT 


This Quest begins once one of the following has occurred: 


# You have completed Wine Wars: The Deus in the Machina and spoken to the 
Ducal Clerk, who awards the Belgaard winery to both Liam and Matilda. 


| # This quest automatically replaces Coronata and Vermentino quests if they have 
not been finished yet before Wine Wars: The Deus in the Machina is concluded. 
— 


Over at the Belgaard Vineyard it seems both Liam and Matilda understand that 
working together, especially with all the additional troubles the Belgaard winery 
is experiencing, is the only course of action. However, they stil require all of the 
problems in their respective vineyards to be solved. If you haven't solved the five 
problems in Coronata, and the five problems in Vermentino, now is the time to 
attempt them. When both their territories are restored to working order, you are 
paid your agreed sum, and this quest concludes. 


SPOILER ALERT X X 
(PART 2) 


PROBLEM AREA #1: VINEYARD 
INFESTATION IN THE WINE ORCHARD 


Just northeast from 
Belgaard Manor itself, 
down the hill in the 
wine orchard, is a 
Vineyard infestation; it's 
alittle more than a case 
of blight, as a trio of 
Endrega Workers and a 
Warrior have made their 
nest among the grapes. 
Tackle these giant insects and drop a bomb down into their nest to ensure the 
infestation is wiped out 


PROBLEM AREA #2: 
ABANDONED SITE AT TILLY FIELD. 


Due south of the 
Belgaard Vineyard, 

and southeast of the. 
Hortense Estate is Tilly 
Field, where some of 
the finest wines in 
Toussaint were being 
readied to grow before 
an infestation of Giant. 
Centipedes. There are 
four of these colossal pests to remove from this farmland, after which, Belgaard’s | | 
workers return to till the land. 


PROBLEM AREA #3: MONSTER NEST AT 
THE STONE OUTCROP 


Almost due east of Tilly Field, and southeast of the village of Francollarts, is а 
small outcrop of stone, where many of the walls dotted around Toussaint was 
quarried from. Now this area is home to four Giant Centipedes and a nest to 
bomb. Remember you have the ground above and around the nest to retreat and 
attack from, if melee combat gets too sticky. 
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PROBLEM AREA #4: GUARDED TREASURE 
NEAR GELENSER FARM 


On the hillside just 
west of Gelenser Farm, 
there's some wonderful 
views of Beauclair, 
though the small camp 
and mine workings 

at this location has 
recently been overrun 
by—what else?—a trio 
of Giant Centipedes! 
After slicing them into smaller sections, you can check the camp itself; near the 
tent are the horrific remains of Gregory Pyxide, the geological surveyor who met 
his end here. Gather some crowns and a letter from the mess pertaining to be 
his corpse. 


PROBLEM AREA #5: PERSON IN DISTRESS 
AT THE RIVER BANK 


The final problem area to solve is a kidnapped Blacksmith along the river bank, 
northeast of Termes Palace Ruins, Sure enough, the fellow is in trouble, and it's 
up to you to remove the threats. In this case, five bandits are ready to be split 
арап; watch for the archers, including one in the large tent. When you're done 
beating them to death, you rescue the blacksmith, who's most thankful, and 
asks if you'll accompany him back to Belgaard. Oblige, as you automatically 
arrive back at the Winery, and can purchase from him as he becomes a new 
‘merchant (and can craft Master-level weaponry!) In addition, you ask how he 
was captured. 


DANGER ALERT 


THE WORDS OF THE PROPHETS ARE WRITTEN 


OQO 


|! \paw/ 


Related Quests: Scavenger Hunt: Grandmaster Manticore Gear 
Locations: Prophet Lebioda Statue 

Characters: The Great Beggar 

Enemies: The Great Beggar 


c E 
|| This Quest is accessible at any point during your adventuring across Toussaint. I is 
recommended you begin this quest during Scavenger Hunt: Grandmaster Manticore Gear: 


While inspecting the monumental statue to the great prophet Lebioda in the 
Sansretour Valley (along the western shores of this river), head into the silent 
temple itself, just west of the statue. The place is seemingly empty, but a quick 
crack of the weakened (and sealed) archway wall allows passage into a 
hidden vestibule, 


Here, you awaken a tormented spirit; a specter of the Great Beggar, who 
Immediately attacks. Treat him as you would a specter (in terms of coating 
your blade in specter oil), but watch his staff attacks. Step back so you aren't 
staggered by his area-of-effect shockwave, and parry his staff strikes. 


DETHRONING EST EST WITHA 
BOTTLE OF PLONK 


Back at the Manor, 
stride onto the 

Stone balcony for an 
incredible view, and 
inform Liam and Matilda 
that their problems with 
the Belgaard winery 

are over. Now they are 
deeded the place, they 
seem to have grown a 
little fonder of each other, and after handing over your payment, they gleefully 
tease you to return here in three days. Either Meditate or return when the quest 
objective updates, and return here, where you're honored by the vintners offering 
to name a variety of wine after you! Choose the name of the wine as you wish, 
and expect crates of it to show up at Corvo Bianco periodically, now this quest is 
finally over, 


ITEMS: Crowns [900], Geralt of Rivia, Butcher of Blaviken, 


White Wolf [wine] 


SPOILER ALERT X X 


ON_SARCOPHAGI 


Using Quen to absorb 
these magical attacks, 
and following up with 
swordplay (or Aard), 
allows you to dismiss 
this strange specter. 


Search the room. Aside 
from some Manticore 
Witcher gear on a small 
table in the raised area, 
there are also bones of the Great Beggar, and reading material in a nearby chest 
that revealed that this wandering hermit had foretold Lebioda's coming, until his 
fate was sealed. Literally 


ITEM: Bones of the Great Begg 


Gather the bones, 

and locate the empty 
sarcophagus to the 
side of the entrance 
chamber (the one with 
its lid slightly open), 
and inter the bones 
there, so the spirit of 
the great beggar may 
finally rest. The quest 
now concludes, but further revelations about the beggar can be found during the 
scavenger hunt 


SECONDARY QUESTS: DUN TYNEE, MAR AURBREBIS, 


&THE CHAMPS 


Related Quests: Contract: Bovine Blues 

Locations: Ardaiso Quarry, Lebioda's Footsteps [Five Locations], 
Prophet Lebioda Statue 

Characters: Foreman Pafnuzio, Workers, Merchant, Architect 

Enemies: Bandits, Wolves, Spriggan, Kikimores 


| This Quest is accessible once Witcher Contract: Bovine Blues is completed 
|, (see page 452). It automatically begins after the conclusion of that quest. 
ا‎ 


Now you've solved the 
mysterious flying cow 
of Ardaiso Quarry, you 
can return to speak 
with Foreman Pafnuzio 
at his lean-to hut on 
the lowest level of 

the sprawling Ardalso 
Quarry. Dotted around 
this gigantic hole in 
the ground are supremely-carved sections of stone that appear to be part of a 
gargantuan monument. Previous chats with the Foreman have revealed worker 
caravans taking these sections to the build site have simply vanished: Ask 
Pafnuzio what that means, and he tells you more than a dozen wagons reached 
the building site, but five were lost along the way; including tools, food, building 
materials, and even the chief architect! Pafnuzio begs you to help quickly; he has 
some hard taskmasters financing the creation of this monument to Lebioda. 


S ECON DARY QU ESIS 


DANGER ALERT 


OO 
1 \paw/ 


Locations: The Gran'Place, Albertus Grotto (Monster Den) 
| Characters: Auguste Monnart, Lucien Monnart, Hugo Monnart, Hunt 
Enemies: Kikimore Workers, Kikimore Warrior, Hunters. 


SAINT'LEBIODAS FOOTSTEPS 


New map locations marked with a statue of Lebioda appear on your World 
Map (and this guide's maps) to indicate places where transports carrying 
materials needed to finish Saint Lebioda's statue or engineers responsible 

for its construction have run into trouble. For each one you provide with aid, 
another section of the giant statue shall be erected, until finally a wonder of the 
world is unveiled! 


Feel free to approach each of the five Lebioda map areas in any order you wish; the 
following lists each in a numbered path based on Secondary Quest naming, though 
you can investigate each of the five transports at any point during your adventures 
across the Vedette Valley into the Sansretour Valley. As soon as you reach each 
Caravan Transport group, a new Secondary Quest begins. These are detailed below. 


OBJECTIVE: 


This optional objective 
enables you to locate 
the Prophet Lebioda 
Statue signpost, and 
inspect the massive 
monument to the 

deity currently under 
construction. It matters 
по! when you visit this 
construction site (though before the last Transport Caravans is recommended, 
or this objective isn't available any more). If you've finished Bovine Blues and 
опе of the Trasport Caravan quests, Foreman Pafnuzio is there, fretting about 
construction costs and deadlines to make. This gives you а chance to simply 
stare at the monumental statue, at any time during construction. 


SECONDARY 
‘QUESTS 


H 


| This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 
or at any time afterward, The quest can begin in one of two ways: 


You can read the following missive pinned to a Notice Board, such as the one at The 
Gran'place (Beauclair) entitled "Armed Escort Wanted!" which requests a hired hand 
to protect an exploration into the Albertus Cavern. 


You visit the Albertus Cavern itself, an unmarked cave complex, and meet two of the. 
brothers Monnart at the entrance. 
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The three brothers. 

Monnart are currently 

requesting help from 

а known Monster Den 

deep in the western 

Gorgon Foothills 

Territory, due north 

of the Rioux-Cannes 

Outpost, and reasonably 

easily accessible from 

the Beauclair Palace Signpost, and a romp northwest. Atop the hill the cavern 
is buried under, expect an encounter with a flock of Harpies. This is optional, 
‘and you can dash in from the opposite direction if you wish. Step into the hole 
in the ground known as Alberstus Grotto, where you hear two voices screaming 
for help. 


Auguste and Lucien 
Monnart arrive panting 
from inside the cave, 
claiming their brother 
Hugo is still inside. You 
сап optionally ask why 
they are here, what 
attacked them, if they re 
the ones that wrote. 

the notice (if you you read it), and then agree to help (for an increased fee if you 
wish). Though their answers are vague (they don't know what attacked them, for 
example), you can't tell if they're being purposefully evasive, or are simply out of 
their depth. Enter the cave. 


‘Auguste Monnart Lucien Monnart 


‚ OBJECTIVES: 


Though the Knights Errant deemed this area safe, they obviously missed the 
Kikimore nest you uncover as you progress into the large subterranean cavern 
Expect around five Workers and a Warrior to contend with. Afterward, burn any 
gg clusters you see, use Aard to break through some rubble in the southeast 
wall if you wish, and conduct a thorough search of the immediate cavern area. 
There's a tunnel high above you at the end of the large initial cavern (to the 
southwest), but i's for exiting back here. Close to some eggs, at the southern. 
end of the chamber, you can discover the following: 


* A dropped sword with fresh blood on the blade. Was this Hugo's weapon? 
* Atrail of blood. It could be that Hugo is wounded. 


Follow the trail of blood, climbing up a rocky ledge and look for a hand print that 
hasn't even dried, Follow the splatters of blood into a cavern with a natural hot spring. 
In fact, the water in this pool is so hot, it's likely to boil you alive without protection! 
Thouogh you could cast Quen and dive in, ignore the water for a moment, and work 
your way to the right (northwest), passing the stalagmites daubed in blood, to a 
‘secondary cavern where you spy a man slumped against the rock wall. 


PARTS UNKNOWN 


| OBJECTIVE 


Hugo Monnart. 


Hugo doesn't look happy, and he's even less thrilled when he sees you, thinking 
you're here to “finish him off" after his brothers attacked him. Answer as you 
wish, before Hugo explains his father, Victor Monnart (a famed cognac distiller), 
forced his three sons to work together before he passed. 


To this end, he broke down his fabled still into three parts, hiding each one with 
a message to each son regarding a part's location. When Hugo's brothers learned 
the last part of the still was hidden here, he was “cut” out of the business. 


An argument ensues, which woke the beasts, and the brothers fled for the 
surface, while Hugo hid here. You can ignore the story about the stil, or ask 
more about it; choose the latter, and Hugo tells you the stil is likely to be in this 
caver; at the bottom of that hot pool. You can agree to help find the still part in 
return for a discount on his cognac. 


# If you couldn't care less about the still, you simply skip the following objective, 
and escort Hugo out of the cavern. 


# Ifyou agree to find the still, the following objective becomes active: 


| OBJECTIVES: 


Walk toward the edge of the boiling lake, and use your Witcher Senses from the 
dry land to peer into the depths until you spot the red glowing still filter, This way, 
you can minimize the swimming you need to do in this highly-damaging water. 
Now cast Quen, so you're not boiled alive. Dive into the lake, retrieve the stil 
and surface again quickly, before returning to Hugo. He promises a discount once 
the tavern gets up and running, and offers a small reward for your troubles. 


ITEMS: Still fitter, Crowns [100] 


END: MANAGING THE MONNARTS 


You return to the surface, and spy Auguste and Lucien conversing with a group 
of meaty-looking gentlemen. Hugo is sure these are hired thugs sent to kill him. 
He asks if you wouldn't mind Killing everyone, then (after you question him) asks 
you to spare his brothers. Answer with one of the following: 


THE BROTHERS GRIM 


[| OBJECTIVE 


de "Yeah, I'l make sure you're not hurt.” You draw your weapon, and much to the 
confusion of the other two brothers, you teach everyone some decency; a fight 
is automatically assured. Although you may notice you're attacking a group ol 
Huntsmen, and not bandits. Slice your way around six of them, including a couple 
of archers you may need to chase and slaughter, 


Auguste and Lucien lie wounded (but not dead; you automatically made sure 
your incapacitating blows didn't kill them), and Hugo tells you the split between 
him and his brothers is now more of a fissure. This also occurs if you didn't 
fish out the stil filter. He's off to hang a shingle in the market and sell wine. Or 
perhaps leave Toussaint altogether. Whatever the case, you part ways and the. 
quest concludes. 


Afterward you can find Hugo running a small stall in the Gran'place. He doesn't 
have much to offer but relates the aftereffects of the brothers’ feud. 


THE BROTHERS KIN 


# "No one dies. Not today.” With you by his side, Hugo and his two brothers bury 
the hatchet, figuratively for once, as their little altercation in the cavern has lead 
them to realize they must work together as Father wished it. You can ask about 
the "muscle" they brought with them; Auguste explains these fellows are some 
hunters they saw nearby, and who came to aid them. All that remains now is the 
payment for your services. The quest then concludes. 


ITEM: Crowns (300) 1 


Afterward, assuming you found the stil filter, you can visit the three brothers 
Monnart over at the Clever Clogs Tavern in Beauclair (pictured), which now has 
three additional barkeeps; though speak to Hugo if you want to purchase some 
discounted cognac. 


Oo DANGER ALERT 


| \paw/ 


Along the road running 
north and east from 

Fox Hollow is a wooded 
hillock where one of 
the caravans has been 
stopped by bandits. The 


Related Quests: Secondary Quest: Big Feet to Fill 
Locations: Lebioda's Footsteps (Location #1) 
Characters: Workers 

Enemies: Bandits 


BRINGING DEATH TO THE pipe 
WOODLAND BRIGANDS безе foes Hep te 


workers by identifying 
and slaying the seven bandits in the area. 


At least two of them are archers, and the low stone wall along with the wagons 
blocking your path means moving to the bushes and long grass to complete the 
culling is a fine idea. Afterward, one of the workers speaks to you, and prepares 
to set off for the build site now that you've rescued everyone. 


DANGER ALERT 


IC TT A 
BIG FEET TO FILE THE 5 
The architect is leaning 
Related Quests: Secondary Quest: Big Feet to Fill on the second wagon, 
Locations: Plegmund's Bridge, Lebioda's Footsteps [Location 82] — 8 alittle farther along 
Characters: Workers, Architect the bank to the main 


river's edge. The last, 
HAIR OF THE WOLF more cunningly-hidden 
" worker is behind а 
OBJECTIVE е Î small thicket of bushes 
— EERE 4 by the water, on the 
river's edge overlooking 
Plegmund's Bridge. If you can't find any of these workers, use your Witcher 
Across the Plegmund's Bridge on the western banks of the river, you spot one of ^ Senses to listen for pulses of sound from their snoring. Once all five fellows have 
the wagons by the northwest shoreline. Investigate, and it appears а quintet of shuffled to an upright position, the architect mentions a broken wagon that will 
workers are sleeping off the mayhem of a previous night's drinking. Approach be repaired, concluding this search. 
and talk to each of the workers and raise them from their slumber. The first three 
are easily spotted on the beach. 


OQ DANGER ALERT 


1. \Baw/ 


Related Quests: Secondary Quest: Big Feet to Filt 
Locations: Lebioda's Footsteps (Location #3) 
Characters: 
Enemies: Wolves, Spriggan 


OBJECTIVES: 


jorker 


This fearsome monster 
CROSSING A SPRIGGAN'S THRESHOLD of the woods turns its 

$ attention on you! Face 
this frightening foe in 
combat, learning the 
techniques detailed 
on page 749 of the 
Bestiary if you need 
help defeating it. With 
the Spriggan cut down, 
use your Witcher Senses to inspect the burrow in the ground the beast was 
interested in. You coax a worker out, and complete this task. 


Ata crossroads close to an inlet shore of the river, almost due north of Castel 
Ravello Vineyard, is a right mess, signs of carnage and three prowling wolves to 
slay, Afterward, an examination of the area is in order, using your Witcher Senses. 
Something strong smashed the horse's bones. A second horse is ripped to 
shreds. And there are tracks in the long grass; deep prints and blood; someone 
was trying to get away. Follow the prints heading roughly southeast, until you 
stumble into a Spriggan attempting to burrow into a dirt mound. 


SECONDARY 
QUESTS 


am 


459 


460 


Locations: Lebioda's Footsteps (Location #4) 
Enemies: Kikimore Workers, Kikimore Warrior 


[| OBJECTIVE 


The fourth transport caravan group seems rather off course; deep in the Vedette 
Valley on a road equidistant between The Silver Salamander Inn (to the west) 
and Trading Post (to the southeast). As you approach, the camp shows signs of 
attack. Conduct a brief examination using your Witcher Senses: 


• Near a burned tent are blood marks; lots of blood. 


* On the road are Kikimore tracks. 


BANDITS AT TWELVE O'CLOCK 


The last transport of 
workers has run into 
problems along the 
western river shore, 

just north of the build 
site, The area is easy to 
support, as the workers 
galleon is moored by the 
river, which is teeming 
with bandits, There are 
Six of them who have trussed up the workers with rope. Cut down the bandits. 


| OBJECTIVE 


Now cut loose the merchant tied to a nearby tree, 
who is rather nonplussed by the idiocy of his 
captors; what did they hope to steal; hammers or 
hunks of stone? No matter; this group is now freed. 


Merchant 


BIG FEET TO.FIEL: THE FIFTH GROUP 


SPOILER ALERT X X. 
y 


Pass the dead horse, 
following the tracks 

in a roughly north to 
northeast direction, to 
the edge of a swamp. 
Look north to see the 
continuation of the 
tracks across the water, 
leading to a Kikimore 
nest. Dash in with lgni blazing, and reduce the two Kikimore Workers, and single 
Warrior to burning piles of goo. Then incinerate the revolting egg sacs they've 
laid. When combat is over, conduct a final search; а worker's corpse sits on the 
nest, near piles of bones. This is what became of the missing workers here. 
Other workers will transport the remnants of this caravan to the build site. 


SPOILER ALERT XX 
су 


Related Quests: Secondary Quest: Big Feet to Fill 
Locations: Lebioda's Footsteps [Location #5) 
Character lorkers, Merchant 

Enemies: Bandits 


CONCLUSION: BIG FEET FILLED 


| OBJECTIVE: 


Once ай five smaller 
Secondary Quests 
involving the five 
transport caravans have 
been concluded, you 
can finish this quest by 
heading (or returning) 

to the Prophet Lebioda's 
Statue, and meeting up 
with Foreman Pafnuzio 
once more. He is more than thrilled that the statue has finally been completed, 
and now towers above you both. It has already started to attract pilgrims from 
across Toussaint. You're handed your reward and the quest concludes. 


ITEM: Crowns (800+) 


SPOILER ALERT XX 


This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, or at any time afterward. The quest is completely unmarked, and it is recommended you visit Lac 
Celavy as soon as possible, so you are more fully aware of your objectives as early as you can. There are three ways to begin this quest: 


|| sit the Tourney Grounds, and overhear two knights talking about adventures, and a strange hermit on a lake in the Gorgon Foothills. This automatically starts this quest. 
Or visit the unmarked Lac Celavy due west of Corvo Bianco Winery, and just south of Chuchote Cave, and stumble upon the hermit yourself. 


г visit Beauclair's notice board 


г а note summoning al brave knights to an isle on Lac Celavy. 


Related Quests: See below | OBJECTIVES: 


Locations: Lal y (Unm ) 
Characters: P. , Bors, Hermit of Lac Celavy of the Lake 


CHIVALRY ISN'T DEAD 
[OBJECTIVE 


This pond has a few surprises, not least the fact 
you aren't getting your feet wet! Sitting on the 
pond on an even smaller island is a ragged-clothed 
hermit. The hermit seems strangely powerful but 
benevolent. In fact, he has been here since time 
immemorial, and can testify to the extraordinary 
nature of the lake. He watches over а "sword. 
Hermit of Lac Celavy most wondrous;" a blade only grasped by one who 
possesses the five chivalric virtues. The hermit then 
deems whether you have proved yourself worthy. 


When you first arrive at 
the Tourney Grounds, 
usually when you're 
trying to find Palmerin 
to take you to the 
Duchess after fighting 
the Bruxa at Corvo 
Bianco during Main 
Quest: The Beast of 
Toussaint, you may spot 
two knights having a conversation under a tree. Percival (who stands under a 


tree) and Bors (on horseback) chat about the latter's journeys, and Bors mentions FPAs poit, tne hermit ists tne times during your adventuring in Toussaint where 

an isle floating on Lac Celavy, where destiny calls, He gallops off. You can't talk 

s үйү art the pn 8 ES p. ˙ meto el 
|| proved lacking. For those virtues you have not yet proven one way or another, а 

Within the Gorgon Foothills їп west Toussaint, south of Chuchote Cave, is a lake of | rather nebulous objective is given; you must wait for a chance to prove yourself 

azure blue water. When you find Lac Celavy, be sure to take in the view of Beauclair l chivalrous in each virtue. ü j 

to the south, and an odd, wooded island to explore on the lake itself, Swim across, 

and look for a smaller pond of vivid blue water within the island Itself When the conversation with the Hermit concludes, earn some experience points 
by reading each of the five carved stones, and learn about each chivalric virtue, 
Then this open-ended quest continues: Within many the other Toussaint-related 
quests you undertake (or have already undertaken), your decisions reflect 
whether you prove yourself worthy of the sword or not. The following table 
shows which quests have an effect on this: 


VALOR, HONOR, WISDOM, COMPASSION, AND GENEROSITY 


This table shows a number of occasions where you can prove your chivalric virtues. You only need to complete one choice for each virtue (not all of them), for a total 
of five choices from this list. Note that if you decide not to complete every single available choice to prove a particular virtue, this quest fails. 


CHIVALRIC CHOICES: A TABLE 


О GOOD DEED С 


PROVE YOUR PROVE YOUR PROVE YOUR 
QUESTS COMPASSION PROVE YOUR HONOR GENEROSITY PROVE YOUR VALOR WISDOM 


MAIN QUESTS 


Ur те riddle of where. 
АКА 
Samou Outs ne Pace” 


Main Quest: 
The Boast of Toussaint 


Disenchant the Wight Spoon 
Collector (eating without spoons) 
so she transforms into Marleno 
(Trastamara Estat) 


Main Quest: La Cage au Fou 


SECONDARY 
‘QUESTS 


um 


Main Quest Where Children To, the bootblack over 500. 
Toys Wasto Away s Bona o 


Give Roderick ot Dun Tynne 
Р something о press against his 
Main Quest: Capture ho Caste | шеру и bianna, 


saving his Ме (Dun Tynne Caste) 


Main Quest: The Night of Long 

Fangs (Part 1) 

Main Quest: Beyond Hi Obtain Syanna's ribbon trom the 
and Dale Lire Fint Gir (Fablesphere). 


Main Ovest: Tesham Мила 
SECONDARY QUESTS 


Secondary Quest 
Equine Phantoms 


Promise to help Hugo Monnart, Promise to help Hugo Monnan, 
Secondary Quest and tel him TI make sure you're and ell мт “No one dies. Not 
Father Knows Worst not hurt”, defeating the hunters today”, and solvo the situation 
and his brothers (Albertus roo peacefully (Albertus Grotio). 
Alow Hughes de Saberre lo | Do not allow Hughes de Saberre 
Secondary Quest Goodness, y | keep the Reginald statue's to keep the Reginald statue's 
N "appendages" (Beauciain). appendages” (Венда. 
Secondary Quest Let Martene Trastamara stay at 
The Hunger Game. Corvo Banco. 
Secondary Quest A Knight's Tales Mica on rog an proper 
is Ep to 


461 


PROVE YOUR 


PROVE YOUR 


PROVE YOUR 
QUESTS COMPASSION PROVE YOUR HONOR GENEROSITY PROVE YOUR VALOR WISDOM 
‘Secondary Quest: A Portrait of the Purchase the painting for 1,000 | Defeat the Griffin 
Witcher an an Old Man Crowns (Beauctain). (Duchaton Crest). 
Tel Cares Lazaro he 
— | 


‘Secondary Quest: Turn and Face 
the Strange 


Bac Cut To Wale e 


Contract: Big Game Hunter 


Contact Sone hes Lr 
ee Fon de Gu dog 
Contract: Feet Cold as ice the with Grottore (Spriggan) 
1 Grote Grotto). 
Oo not kill locaste the Basilisk, 
‘then refuse to accept the 
Contact Mutual of Beauctairs | Do not kii ee tho bass. e coin CounBofis di | Ки tocaste the Bask 
Wid Kingdom (Venn Rocks) Soharess ges you requesting t | (Vern Rocks) 
`6 given to the family of the dead 
merchant (enn Rocks) 
the pendant found on 
Contract: The Tulo Monstar | 90 body ot Jean-Luc back the Monster of To 
10 Madame de Bourbeau  (Shaelmaar) (Marcescent Forest). 
dMarcescent Forest) 
OTHER QUESTS: 
Duet Fists ot Fury. Win me competion (eat the 


Gwent Quest: To Everything, Тит, 
Tur, Toumament! 


‘Win the Tournament (The 
Pheasantry Inn, Beauciar). 


Treasure Hunt: But Other Than 
That, How Did You Enjoy the Play? 


Summon the Phantom of 
Uygad Amphitheater) 


| OBJECTIVE 


This quest continues, and only updates with the previously-listed objective when 
you prove yourself worthy regarding the five virtues. Now return to the hermit 
оп the lake, who deems the five virtues dwell in your heart. However, the sword 
deserves the hand of a master; now you must prove your combat skills. When 
you agree, the hermit stands, creates an impenetrable wall of water around you 
both, and stands to face you in combat! 


THIS IS THE LAST TEST. WHAT ARE YOU 
MADE OF? 


OBJECTIVE: _ 


With no way out (walls of water prevent you from leaving), your final test is 
against the Hermit. Win, and the sword he guards is yours. Lose, and you cannot 
claim this weapon and must try again. 


/ d 


Blue Staff Attack: At close combat range, the hermit employs his wooden staff with 
glowing blue gem as a physical weapon. He employs quick single strikes to the left 
and right, single heavy overhead strikes, as well as multiple rapid strikes. Simply 
рату and counter or dodge these close range attempts to hit you, as you would a 
normal opponent's strikes. 


Vanish in the Mist (Defensive): He may avoid combat, or move to another part of the 
lake by simply vanishing in a column of water, only to appear a few moments later, 
usually to begin conjuring a water tornado. Simply scan the area until you see him 
again, rolling or dodging away if you're in the path of a large-scale attack. 


Vanish in the Mist (Offensive): Sometimes, after vanishing the hermit appears 
extremely close to you, conjures a water spout or uses his staff, and can stagger 
you, so be prepared for this. 


Invisibility: Occasionally, (and usually if you've struck him a few times), the Hermit 
simply blinks out of existence, with only his blue glowing staff orb showing. Simply 
look for that, and launch a ranged attack to coax him back to show himself. 


Water Bolt: With his left hand outstretched, he pushes a bolt of water forward to strike 
you almost instantly, like a snowball. This projectile doesn't deal heavy damage, but it 
is fast. It can be parried or dodged. After the bolt, he sometimes summons one Or two 
ground waves that splash in a circular target; dodge both of them. 


Water Vortex (Horizontal): А more pronounced version of the bolt, the Hermit 
launches a twisting column of water directly out from his staff, in a long cylindrical 
attack that can knock you back or stagger you. Dodge left or right of it. If cast at 
close range, this pushes you back and staggers you. 


Tornado Storm: The Hermit's most impressive attack is when he whips up the water 
surrounding him into а maelstrom of vapor and slowly walks toward you inside this 
raging storm. There's little to do except get out of the way here (dodging is better 
than running as the storm sucks you in and heavily damages you), and follow up 
with a ranged attack (or Igni) after the storm dissipates, and the Hermit 

is recovering. 


This fellow, much like the onen Mage you may have encountered during Hearts of Stone Main Quest: Evil's First 
Soft Touches (page 286) is an extremely dangerous and competent foe, and becomes more potent at longer 
distances. Close the distance between you both, so fewer large-scale attacks can be launched by him. 


When you can easily leap in with a sword strike, employ Aard or Ai to temporarily stagger and incapacitate him, 
and immediately strike with two or three fast attacks, or a single, nasty strong attack (like Rend). Then retreat 


(roll or dodge) before you're caught by him reacting. 


‘Axil and Aard are also excellent for interrupting the Hermit at range, before he launches one of his spectacularly- 
brutal water conjuring attacks. Ai is better, as it Питтохес the Hermit no matter what the range. 


You can repeat this technique for as long as you can cast Aard or Axil (before needing to 


rest your Signs), and 


catch him in a continual “stagger loop" where you cast Aard or Axil, leap in and strike with your sword, then cast 
‘again. Igni also works to a lesser extent. Continue with this “attrition” plan, and don't get too greedy with the sword strikes! 


Once the Hermit succumbs to your superior sword and Sign play, the walls of 
water surrounding you vanish, and the Hermit slowly descends into the lake. A 
soothing woman's voice speaks to you, holding the Aerondight sword aloft above 
the water. Tis the Lady of the Lake, whom you met long ago. Perhaps you'll keep 
her sword safe this time? 


SECONDARY, QUESTS 


d Quests: Secondary Quest: Wine Wars, Scavenger Hunt: 
School Gear, Scavenger Hunt: Griffin School Gear 
Main Locations: Ducal Camerlengo (Unmarked), Arthach Palace Ruins, 
Mont Crane Castle, Tulasens Caves 
Characters: Ducal Camerlengo, Knight Errants 
Enemies: Bandits, Hanse Dogs, Bandits, Antoine “Starling” Straggen, 
Filibert Fourfingers, Loth Halfbreed 


DUCAL CAMERLENGO: ON THE MONEY 
[s 


Occasionally, when you've adventured through Toussaint and completed a particularly 
heroic deed, you receive a message entitled either "Reward from the Ducal 

| Camerlengo" or "Knight for Hire". The following information details exactly what 
deeds you can undertake, and what rewards to expect. You can also start this quest by 


К the Ducal Camerlengo himself, in the Knights Dormant Square (Веаџсіаі). 
— — ت‎ 


G THIS SECONDARY QUEST 


Location 


Abandoned Site The Silver Salamander Inn 


VEDETTE AND SANSRETOUR VALLEY 


The silver sword is left floating above the water for you to take. After gathering 
this fabled relic, you fall into the lake, but the dip is worth it; this weapon 
charges up for each successful hit you inflict, until it becomes fully loaded, and 
always deals critical hit damage. This quest now concludes. 


ITEM: Silver Sword (Relic): 


\erondight 


: BEAUCLAI R(C ITY) 


The Ducal Camerlengo, who monitors bandit activity and pays Knights Errant for 
protecting the Duchy of Toussaint, has his offices on Knights Dormant Square 

in Beauclair. Look for the building with the sign bearing the same name, in the 
square close to The Gran piace, across the palace bridge (eastern side). Step into 
the Ducal's office and speak with him. The Ducal sells rare books, is proficient 
at gwent (beat him to claim the King Bram card), and can give you additional 


information on the coin he pays the knights. Visit him whenever you like, Request 


coin from him once you've performed any of the 15 heroic deeds (which each 
net you 100 Crowns). In addition, other bandit-heavy locations are totaled, 
though those don't net you profit from the Ducal. The following table details the 
locations to find: 


Enemy Type Threat Level 


Hanse Base ‘Arthach Palace Ruins. 


Person in Distress Villa Vedette 


Location 


DUN TYNNE, MAR AUBREBIS, 


Location 


Abandoned Site. Basane Farm. 

[Abandoned Site Freinte Docks (Unmarked) 

Hanse Base Mont Crane Castle Bandit Horde 
Knight Errant in Distress Mont Crane Castle (southwest) Bandits 
Person in Distress East of Casteldaccia Abandoned Estate Bandits 


GORGON FOOTHILLS 


Enemy Type 


Ё 


SEC 


QUESTS 


Abandoned Site Cutterin Manor (Unmarked) 
Abandoned Site Cooper's Slope (Unmarked) 

Abandoned Site Fox Hollow Bandits 
Hanse Base Tulasens Cave (Unmarked) Bandit Horde 
Knight Errant in Distress East of Tulasens Cave 


ht Errant in Distress ‘South of Seidhe Llygad Ampl 


Location 


Abandoned Site 


CAROBERTA WOODS 


Enemy Type 


463 


464 


© HEROIC DEED #1: 
PERSON IN DISTRESS (2) 


Just like Velen, Toussaint is having trouble with bandits kidnapping victims to 
hold for ransom or for other nefarious purposes. Consult the previous chart and 
this guide's Atlas to find the two locations where a Person in Distress is being 
held. As the bandits there (which number up to eight) don't attack the victim, 
employ your usual bandit-slaying techniques. After freeing and speaking to 

the victim, claim your reward: Note there are two other Persons in Distress in 
Toussaint, but these aren't part of this quest. 


ITEM: Crowns (100 per Person in Distress) 


HEROIC DEED #2: 
KNIGHT ERRANT IN DISTRESS (3) 


Throughout Toussaint, there are three Bandit Camps with an additional area of 
concern: a valiant but overwhelmed Knight Errant that must be rescued. The 
three camps are pinpointed in the Atlas, and are located in the following areas: 


Location 1: A forward fortification west and a little south of Mont Crane Castle 
in The Champs-Désolés Territory. The thick ruined walls can prevent complete 
accessibility, but the area is relatively open and the Knight Errant easy to reach. 


Location 2: North о! us 
Fox Hollow, in the gently ; 
‘sloping woods east 

and a little north of the 
Tulasens Caves Hanse. 
The area is surrounded 
by defensive stakes, 
and there are only two 
entrances, so check the 
area first so you can 
reach the Knight Errant in time. 


Location 3: South 
of Seidhe Llygad 
Amphitheater, in the 

far southern reaches 

of the Gorgon Foothills, 
southwest of the Seidhe 
Llygad lake area. The 
camp is close to the 
lake shore, and is 
reasonably easy to 
infiltrate. 


In each location, expect three bandits. Your job is to stop the bandits from killing 
the Knight Errant (which they can easily do after about four attacks). Shrug off 
attacks yourself and reach the Knight Errant as quickly as possible, or the victim 
is likely to die. You can progress even if he dies, but you would then need to kill 
all of the bandits and loot the container. 


HERR 


V4 


{ Ty some or ай of the following to ensure each Knight Errant is saved: 
* Reach the Knight Errant and interrupt the enemies specifically attacking him, so 
they focus on you. 


| 

| 

| = Опе enemy fighting the Knight Errant usually buys you some time, but your friend 
| cannot cope with two or more enemies. 
| 

| 


Your Signs become extremely important here; incapacitate your foes with Aard 
and igni (stagger multiple targets). Use Ахі to a lesser extent (as it only affects а 
single foe until bolstered with Abilities), 

: Other plans are to use bombs that stagger ог stop foes from moving, such as 
Northern Wind. Your Knight Errant friend is unaffected by these. 


Normal bandit camps, with no Knight (or other victim) to save, are not rewarded. 
if cleared. 


After the battle, assuming the Knight Errant lives, you are thanked, and can visit 
the Ducal Camerlengo for your pay 


ITEM: Crowns [100 per Knight Errant in Distress) 


@ HEROIC DEED #3: ABANDONED SITES (7) 


Throughout Toussaint, there are 11 places (usually villages, wineries, or taverns) 
that have been overrun by monsters or bandits, and clearing seven of these 
forms part of this quest. Just like the Abandoned Sites you encountered in the 
Northern Realms, entering such a location and slaying all the adversaries allows 
the peasantry to return, sometimes with an added merchant, Fortunately, some 
(but not all) Abandoned Sites also allow you to collect payment from the Ducal, 
аз well as the coin you receive from the grateful villagers. In the example shown 
above, Geralt is seen removing over a dozen bandits to The Silver Salamander 
Inn (Vedette Valley Territory) can reopen for business. 


Some abandoned sites, such as Dantan Glade in the Gorgon Foolfills which is 
being plagued by Archespores, does not offer a Ducal reward if cleared. However, 
other locations (even those not populated by bandits) do offer the Ducal reward, 
such as Cutterin Manor (west of Chuchote Cave) which is being terrorized by a 
fearsome Spriggan (pictured) 


© HEROIC DEED #4: HANSE BASES (3) 


The toughest job, if you're helping the Knight Errants, is the clearing of three 
huge bandit bases. These take considerable time, preparation, and skill to 
emerge victorious from, and the odds are the most overwhelming you've 
ever faced! 


Each of the three Hanses is а base of operations for an infamous outlaw gang 
commanded by a particularly unhinged leader. These bandits are well-organized 
and when attacked, they call for help from neighboring camps. To prevent this, 
kill bandits running with torches (that show up on your mini-map) toward signal 
fires (also on your mini-map). Your goal is to kill the hanse's leader. Once this 
occurs, the Knights Errant take over this location, and you can claim a reward. 


ITEM: Crowns (100 per Hanse] 


In each location, you should expect upward of 20 bandits, and around 10 Hanse 
Dogs to face. Some bandits have long swinging hammers, while others сату 

shields. Tucked away in a separate area of the camp is the Hanse leader himself; 
a particularly hardy specimen. Your job is to remove all enemies from the Hanse. 


INGWHANSE 


L'TACTICS 


Each Hanse base has some particularly troubling topography to navigate, and 
specific advice is given below. However, there are some general pieces of pertinent 
advice to follow before every Hanse massacre: 


* Only Witchers of Level ag and over are recommended to try these 
Hanse assaults, 

* Look at the guide's Atlas maps for the general area surrounding the Hanse, and 
methodically remove any bandit camps that are nearby. f you need to retreat, 
you don't want to run into further trouble. Ensure the Hanse is the only bandit- 
related area left in the vicinity. 

* Consult the Atlas for each Hanse to pinpoint the exact location of the Hanse’s 
signal fire; keeping your foes to a minimum is the recommended strategy here. 

* When launching a raid into a Hanse, your overwhelmingly important plan is to 
stop the torch-carrier before he reaches the signal fire. It's even worth shrugging 
off some damage while pushing through to reach the bandit with the torch. 

‘Study the layout of the Hanse and read up on the exact route the torch-carrier 
takes, so you can stop him before he lights the signal fire, and 20 or so more foes 
соте to slice you into morsels for their hounds. 

* Bombs that freeze foes are particularly useful (like Northern Wind), and can 
help you reach a fleeing torch-carrier (by incapacitating those between you and 
the target), 

* Deal with the torch-bearer himself by casting Ахй, confusing him so he stops in 
а daze, and then cut him down; this is the easiest way to deal with the torch- 
carrier by far 

* Other methods of stopping the torch bearers include using explosive-tipped 
crossbow bolts, northern wind followed up by crossbow shots, or other ranged 
attacks. Sprinting up behind and slashing with your sword works, but is far less 
effective as you need to be very close to the torch-carrier, and he usually has а 
head-start on you. 

* There is only one torch-carrier and one signal fire. Once you nullify the carrier, 
the only way reinforcements arrive is if you "accidentally" set fire to the signal 
fire with Igni. Some Witchers prefer a challenge, and leave the torch-carrier or 
light the fire themselves! 

* Once the torch-carrier is slain, take your time and slay foes without becoming 
surrounded, stopping to check your mini-map for stragglers before progressing 
further into a Hanse. 

* After dealing with the torch-carrier, gradually retreat. It's worth fighting in 
surroundings you're familiar with than dashing further into these strongholds 
and alarming yet more foes! Find areas such as stairs or courtyards, or corridors 
where a minimal number of foes can be faced at once. 

* Remember you cannot jump high or climb ladders during combat, so don't rush 
into dead-end areas with no way out of them except through an overwhelming 
bandit force. 

* Ав you haven't seen as many foes attack at one time before, area-of-effect 
attacks (such as your Witcher Mutations, and improved Aard, Ax gni, and 
Yrden), as well as bombs, are all excellent choices to soften up multiple foes at 
once. The carnage can be immense! 

«Aer all of the footsoldiers are culled, the Hanse isn't cleared until the leader 
is faced. Expect a tougher bandit, but one that succumbs to your usual combat 
tactics If you're having trouble, just use Axil and cut him down. 

* Check the Hanse afterward; there are always high-value diagrams, armor, and 
other trinkets that make this prolonged bloodshed worthwhile! 


(© HANSE BASE #1: ARTHACH PALACE RUINS 


Located at the very 
northern part of the 
Vedette Valley Territory, 
this old elven ruin 
slowly sinking into 

the marsh features a 
central island, shallow 
waters you can fight 
in, and a few scattered 
bandit camps. 


HANDLING AMANS B 
ARTHACH ACE 


* This base can be struck from ай sides, which is helpful and allows much more 
flexibility to your ranged attacks. If you're overwhelmed, you can retreat out ot 
the mayhem to rest before returning. 

* The signal fire here is on the north side of the base, on an open but raised ruined 
bridge walkway. The torch-carrier starts outside the central structure, before 
running into the west arch, and north across to light the fire, 


* Attacking from the west allows you to easily intercept the torch-carrier, daze him 
with Ахї, and cut him down. 


» Defending the bridge walkway with the signal fire at the end of it (where e. 
chest with the Witcher diagrams is) can be dangerous if you're swarmed with 
foes, as you can't leap off with your sword drawn, though you have opportunities | 
to cause mass casualties as the foes cluster on the bridge. 

* Darling in and out of the center of the arched ruins is a good way to quickly 
reach foes (rather than navigating around the swamp exterior) and the arches 
‘make good cover from archers, 

* The swamp (particularly the large trees) can also help you thin out groups of — | — 
bandits to tackle at once. The biggest help (a wide open space) can also be a 
hindrance as it's easy to get swarmed. 

* Try leading groups of foes to the raised walkway bridge to the south; it has no 
low walls to get stuck noar, and the ridge can easily be fallen from. This allows | 
you to use the low stone walls to protect you from archers, and cluster foes so 
you can use area-of-effect projectiles or signs. | 

* Antoine “Starling” Straggen is the leader of this Hanse. When combat is abated, 

climb the ladder on the south stone walkway, move along the rickety wood 

balcony, and face him on the upper central area of the ruins. He uses a heavy 

two-handed hammer. But if you use Ахї, he's less of a threat. Check his area for | 

some notes of his machinations 


* Once the Hanse is cleared, Knight Errant forces appear to take over this position. 
Expect a deep discount from a Journeyman Blacksmith that is now at this location, 


B 

m.; 
$5 
КЕЕ 

(©) HANSE BASE #2: MONT CRANE CASTLE 8H 


Resilient against the winds of Mont Crane is the sprawling castle atop this. 
mountain, in the northeastern part of The Champs-Désolés. Expect the majority 
of combat to occur within the crumbling walls of this fortification. 
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* The two roads to the west and south of the castle are each patrolled by bandits 
оп horseback; tackle these enemies (one рай; one group of three) before 
assaulting the castle itself. 


* Charge into the lower courtyard, and a torch-bearer tries to flee up the steps. 
Concentrate on him first if you aren't wanting to face reintorcements. Expect 
around six foes in this lower area. 

* You can use the gap in the exterior battlements left of the main gate, below the 
ballista, and with some careful jumping you can leap up, past the ballista, and 

| тоге easily catch the torch-carrier. 


* Try to keep the torch-carrier in the lower courtyard (by blowing him up, using 
ranged weapons, or sprinting and hacking at him). 
* If you ignore the torch-bearer, the fire is usually lit when you reach the upper 

| bailey and fight for a minute or so; a large walled area of grass with tents at the 
top of some long stone steps. Around 12 reinforcement foes charge in up the 
steps behind you, and may overwhelm you. 

‘Charging the signal fire isn’t feasible, as it's too far away and high up to reach 
before the fire is М, so cut down the foe running as early as possible. 

* You may wish to actively encourage more foes to arrive, to gain additional 
experience and enjoy much more carnage! If you do, retreat to the northwest 
ruined castle chambers, where you have cover and foes (plus their hounds) can 
only approach one at a time. 

» Stealthy Witchers may wish to enter the lower courtyard, turn right, and climb 
up through a ruined tower to reach an upper covered deck where you have more 

| cover, and access to the top of the main open stairs to the upper bailey, though 

| thls isn’t the best way to catch the torch-bearer. 

| * Well-timed bombs thrown at the reinforcements streaming up the steps can 

| cause mass casualties, especially if you quickly switch from a Northern Wind 


bomb to an explosive or Igni blast. Drop area-of-effect magic or bombs at the top. 
‘of the steps, when the foes show up en masse. 

* Fighting in the open usually makes you susceptible to archers, though by now 
your activity point allocation should make ranged attacks moot. М you need to 
hide from the archers on the upper bailey, dip below the wall on the stone stairs 
at the upper bailey entrance, while coaxing foes into an easily-dispatched group. 

| * Fitting on the signal tower spiral steps is unwise, especially at the top, as you 
can easily fall after being struck by a foe. Incapacitate enemies with Northern 
Wind, Signs, or crossbow bolts to lessen the chances of losing your footing. 
= Need to Пее? Leap trom the upper bailey, down to the lower courtyard, and back 
up to the stream, using the high castle walls as cover. 


• Remain in the northwest castle ramparts after the main fighting has died down, 

| find a ladder, and climb onto the wooden platforms, facing a couple more 
armored foes as you reach a second ladder, and more platforms leading all the. 
way to the top. 


* This is where Filibert Fourfingers — the Hanse leader — resides. He is clad in 
heavy armor, and tough to hack apart easily, though you can parry and push 
him back toward the red explosive barrel, then light it with Igni ог а flaming 

| crossbow bolt (or explosive bomb). Or just Axi his brain. Then check his perch 

for some notes. You'll find some orders from Filibert at the nearby Knight Errant. 
| in Distress. 


f 
* Once the Hanse is cleared, Knight Errant forces appear to take over this position. 
| Expect a deep discount from a Journeyman Armorer that appears at this location. 


ITEM: Journal bound in worn leather 


(© HANSE BASE #3: TULASENS CAVES 


In the far northern climes of the Gorgon Foothills, north of Fox Hollow (which is 
an Abandoned Site full of bandits, and a recommended culling spot before the 
Caves are assaulted), is a deep gorge in the wooded hills. You can fall to your 
death from above. A better plan is to assault from the river, into the mouth of a 
small cave. 


* Though the map marker of this Hanse shows it just south of a deep fissure 
leading to a shallow underground stream, the only real way to actually engage 
the foes in this base is to search the river to the southwest, and uncover a small 
bandit camp at the cave mouth. Tackle the four foes here before heading into the 
cave. Note there's a second cave entrance to the east of here, but it has an iron 
gate that is locked and cannot be accessed now. 

* Watch the left side of the stone passage; you don't want to fall into the rock- 
walled streams of this Hanse at any time, as it's difficult to get out, and you'll 
attract unwanted attention. 


* Reach the first wooden footbridge, before sprinting across and through tho first 
set of foes, focusing on the torch-carrier. He runs up the long right-curving path, 
then up the wooden steps to the signal fire at the top of the open cave fissure. 
Use Axil before he reaches the steps to ensure this doesn't happen. 


* Now turn your attention to the assembled bandits. As the cave complex is dark 
and confusing, а good idea is to face foes where you killed the lorch-carrier, 
retreating back to the first wooden bridge and using that narrow opening to 
funnel foes into your attacks (so you aren't overwhelmed). Retreat to the cave 
mouth if you wish; then stay bandits in a much more manageable manner. 


* The steps up to the signal fire are difficult to navigate, and you can easily be 
swamped by foes. As the only way to escape is a death plummet, stay away from 
here (even if the signal fire is about to be li) 

* There are side passages, the watery stream below, and other small bridges 
and ledges to explore. Do this after combat, and not before, to minimize risk of 
becoming Юз! or trapped. 

* Head roughly south, passing a waterfall gorge to your left as you cross a wooden 
bridge, push open an iron gate, and enter the lair of Loth Halforeed, the Hanse 
leader in these parts. He favors a sword and shield. You should favor an Aii 
flummoxing and quick murdering. 


* Once the Hanse is cleared, Knight Errant forces appear to take over this position, 
with a Journeyman Armorer (found in the north part of the cavo). Search Loth's 
corpse for his notes and a key to unlock the southeastern cave exit, off this area, 
allowing a quick access out to the river. 


ITEMS: Rust-covered key, Loth's diary 


00 DANGER ALERT 


| \BIWGOODNESS, GRACIOUS, GREAT BAL 


Locations: The Gran'place, Art Gallery (Unmarked), Hughes de 

Saberre's House (Unmarked) * 
Characters: Art Curator, Reginald d' Aubry, Hughes de Saberre, Rosalinda 
Enemies: Cuckold 


GETTING A FIRM GRASP OF THE SITUATION 


| OBJECTIVE 


| This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 
or at any time afterward. The quest can begin іп one of two ways: 


| You can read the following missive pinned to a Notice Board, such as the one at 
The Gran'place (Beauclair) entitled "Wanted: Discreet Specialist", which refers to a 
particular sensitivity and knowledge of modern sculpture, and сопсет the statue. 
of Reginald d'Aubry. 


| You visit the Art Curator, an exhausted curator who is busy turning away 
sustomers from his art gallery on the promenade above the wine tavern, close to 
i tho Gran'place Signpost. 


From the Notice Board at The Gran’place, head east 
down the cobblestone street that curves right, onto 
a promenade over the Adder and Jewels winery 
below. Visit the Art Gallery of Rolande de Flakfizer, 
who is busy turning away guests as his Reginald 
d'Aubry exhibit is closed until further notice. After 
he recognizes you, he hopes you might help with a 
somewhat delicate matter, and he pays well. Agree, 
and he beckons you behind the door. 


You are shown a massive granite statue of the fabled Reginald d'Aubry, a giant 
among lovers and a puncturing swordsman to boot. He also diddled harps and 
other organs. And speaking of organs....it seems someone has made off with the 
statue's dangly bits! This is a terrible theft for the tourist-attracting Rolande, as 
anyone who strokes the baubles are granted unparalleled virility, Optionally ask 
for more information about Reginald, before questioning Rolande about possible 
suspects ("everyone") and when the theft took place (in the last few hours). Tell 
Rolande you need to look around. 


RESCUING REGINALD D'AUBRY'S ORBS 


| OBJECTIVE 


With your Witcher Senses, make a thorough inspection of the, uh. .. “area” 


* The statues bits and bobs were sawn off; this was a precision castration. 
* There's a dried blood stain at the base of the statue. 


* The arched rose trellis at the top of the steps has a piece of coat fabric caught 
on it, with a heavy cologne smell, That might lead somewhere. 


| OBJEC TIVE 


‘SECONDARY 
QUESTS 


am 


Head down the steps, turn left, step through the door out onto the promenade, 
and make a left turn (facing northwest). Jog up the cobblestone thoroughfare, 
passing the Gran' place signpost, make a left turn past the Notice Board, turn 
right (west) at the edge of the market, and a right (north) up the stone steps just 
past the Perfumery. Step onto the curved street and head up a few townhouses 
to a door where some particularly loud rutting sounds can be heard. 
GETTING TESTE WITH OLD MAN HUGHES 


Access the door, and you open it to discover an older gentleman going at it with 
a younger woman. She runs off to get a towel, while Old Man Hughes blusters 
about his predicament. 
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He gets a little annoyed when it's discovered you're not Rosalinda's husband. 
Answer as you wish, mentioning the man's virility, and casually dropping 
Reginald d'Aubry into conversation. Hughes is ready to drop everything, when 
you hear shouting. It's Rosalinda's husband, and he's shocked Rosalinda would 
have two lovers; and both at the same time! The cuckold isn't about to let you. 
fish in another man's pond, and steps to you, prompting the following: 


* "Not gonna repeat myself": You don't have time to tell the cuck again that 
you're not in flagrante delicto with his wife, so you let your fists do the talking: 
Punch him on his arse, and he leaves. 


* (Ахї) You quickly flummox his brain, and he agrees that it's time for him to 
leave, and he obliges. 


Hughes asks Rosalinda to leave, then admits he stole the stones. You'd never 
believe it, but they work! He's been at it three times today and counting! That's 
more than the entire last decade! Hughes pleads that you and he come to some 
arrangement to keep the granite knackers, prompting the following: 


+ "Fine": This leads to Epilogue #1. 
# "Willing to lend them to you": This leads to Epilogue #2. 
# "Nope. Needed to take епт": This leads to Epilogue #3. 


EPILOGUE #1: ABSOLUTELY KNACKERED 


| OBJECTIVE: _ 


You agree to let Hughes have the cojones, in return for his discretion and a bag 
of coin. He hands you a down payment, and tells you to return in a week for 
twice the amount. 


Now return to Rolande, and explain you haven't been able to find Reginald's 
happy sack; they were destroyed. Rolande is confused as they were made of a 
material not known to corrode, and this will send his art gallery into receivership! 
Chin up, Rolande; it's а moot point now. 


ITEM: Crowns (50) 


OBJECTIVE 


Leave the art gallery, and adventure, mooch around, or meditate for seven 
entire days until the quest objective updates. Return to the Hughes house for 
your additional coin. You find Rosalinda weeping at the front door, and a note 
hammered into the wood, announcing the passing of Hughes. Oh well, he died 
happy. This quest now concludes. 


EPILOGUE #2: NEVER MIND THE BALLOCKS 


| OBJECTIVE 


You agree to let Hughes have the “meat and two veg,” but only for a single day; a 
compromise he is more than willing to agree to. Leave the residence, Meditate or 
adventure for 24 hours, then гешт to the townhouse. You're told to keep your voice 
down, as Louisa is the “happy recipient” this time and has an inexhaustible appetite. 
You're given the granite gonads, and a fond farewell. Epilogue #3 now begins. 


ITEM: Reginald Statue s Genitals 


EPILOGUE #3: PICKING SOME PLUMS 


OBJECTIVE 


Whether you asked for Reginald's dangler and acorns immediately, or came back 
one day later, you should now have it in your possession. It is a simple matter of 
returning to the art gallery, heading up the steps to the statue, and speaking to 
the Art Curator once more. Lob oda s luscious lips, it's really them! You receive а 
wonderful reward, a scale model of Reginald to proudly display in Corvo Bianco, 
and even better, you can stroke Reginald at no charge! The Art Curator hammers 
the fruits of your labor back into place. Wait a couple of hours, and optionally 
return to Reginald and see him fully rebuilt. You can reach out for the tickle 

if you like, too! This grants you the “Power of Reginald" which lets you sprint 
whenever you are out of combat for one hour, as well as increasing your stamina 
regeneration. Helps explain Hughes’ exploits, doesn't it? 


ITEM: Reginald Figurine 


SPOILER ALERT Ж 


F SHEERS AND A WITCHER I SING g 


While Le Papillon serenades you with verbose verse, resist the temptation 

to throttle him and follow him out of the barber's, and roughly south out of 
Beauclair, passing through the Orlemurs Cemetery and Lebioda Gate, and along 
the road heading south. When you reach the general area where Jean-Louis was 
searching for ingredients, La Papillon shows he's a lover, not a fighter, and leaves 
you to lop the head off an unruly Archespore. 


* |. WHEN THEY DISCOVERED A PLOT... 


| OBJECTIVES 


Locations: Nilfgaardian Embassy, A Cut Above Hairdressing Salon 
(Unmarked), The Barber's Cave (Unmarked) Рм 

Characters: Le Papillon, Jean-Louis Ludovic 

Enemies: Archespore, Beau Duvall, Squires 


THERE WAS A BARD NAMED PAPILLON 


№ This prompts more. 


This Quest is accessible after the tournament part of The Warble of a Smitten Knight treacly tunes from La 
{| quest is concluded, on the raised promenade above the lake docks, just south of the Papillon as you follow 


| Nifgaardian Embassy. | him to the second 
less — - мА]. location where Jean- 
Louis was picking 


While walking the upper promenade just south of 
the Nilfgaardian Embassy, by the closed barber's 
shop known as "A Cut Above,” you're stopped by 

a dandy named Le Papillon, a troubadour you тау 
remember. He greets you using the name you used 
during the tournament, Le Papillon is a devoted 

fan of Dandelion, and prone to interrupt you with 
verses, especially as you're about to undertake a 
Valiant rescue mission as La Papillon's coiffer, Jean- 
Louis Ludovic, has gone missing. Optionally ask for more information about the 
barber, then agree to look into it, bargaining up the bard if you wish. The shop is Ө: 
currently closed. Open it up again with a quick blast of Aard on the front door. 


WHOSE SINGING IT DRONED ON AND ON... 


flower petals. Sure 
enough, a basket is 
found in this meadow, 
with the same smell. 
as the pomade. Close by are some trampled grass, multiple footprints, and a 
sprinkling of blood! Use your Witcher Senses, and follow the trail of footprints 
roughly south, down a hill, to a rocky outcrop and a cave entrance, Here, the trail 
goes cold. 


Oh good, more singing. Head into the cave, and the flickering shadows gives Le 
| OBJECTIVE | ^ Papillon cause to quieten down a bit. This is fortunate, as you can hear voices 
DERE: а from below. Drop down, and listen to а helmeted knight vent some of his own, 
decidedly less lilting poetry, on Jean-Louis, who has given him a haircut he's 
extremely displeased about. 


AND BROUGHT A BARBER BACK TO 
HIS SALON 


Conduct a thorough 
search of the interior of 
“A Cut Above" Barber's 
shop, beginning with 
the customer chairs 
and mirrors: 


[OBJECTIVES __ 


H 


There are empty 
pomade jars; they As you arrive, Beau 
stink more than La 2 Duvall (for that is the 
Papillon's poetry knight's name) turns 
his frustrations onto. 
you, once he threatens 
Head upstairs to continue your search: to snip off something а 
little more permanent 


SECONDARY 
QUESTS 


* The scissors are dull; they haven't cut hair for a while. 


* The chest at the foot of the bed hasn't been touched, so there's no forced 


that's attached to the 
ntry here. There 
entry here. There's another empty jar of pomade, too. barber. Intervene with 
* Over by the window is a сойтег log listing hair styles long out of favor in one of the following: 


Novigrad. His last client was a Lady le Pompidou, but there are no leads there. 

Of greater interest is a map sketch; it seems to indicate (after you request 

Le Papillon shut up) the barber went out to find ingredients for his pomade. 

Gather the map. de. "Hair grows back," which infuriates Beau and he orders his men to battle you, 
five-on-one. Cut them down, including his entourage of squires. 


# “Doesn't seem chivalrous,” which causes Beau to challenge you to a duel; one- 
on. one. Cut him down, while his entourage of squires watches. 


Jean-Louis is suitably impressed that his hide's been saved. Alas, Le Papillon 
is allowed to finish his bard's tale, which you can critique with enthusiasm or 
HE HELPED (NOT ALOT)... derision, Then comes the matter of payment. Of course, La Papillon has no 

— — = funds, and it falls to Jean-Louis to provide you some crowns. Visit him at “A Cut 
Above" and receive a discount in hair and beard grooming, too, The quest then 
concludes. You can now select a unique haircut, called the Queen's pageboy, if 
you so choose. 
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SPOILER А 


PAPERCHASE 


Locations: The Gran’ place, Cianfanelli Bank (Unmarked), 
Perfumery (Unmarked) 

Characters: Vineyard Owner, Bank Clerks, Marianne, Bank Customers, 
Giacomo Cianfanelli 

Enemies: Bank Customer, Dwarven Bouncers 


| This Quest is accessible at any point during your exploration of Toussaint, though it 
is easiest to complete when you're exploring the streets close to the Blacksmith's 


and Armory, just south of The Gran'place Signpost. 


Do you remember your first exploits in Beauclair, 
many years ago? The Vineyard Owner standing close 
to the Armory and Blacksmith's shops just south of 
The Gran'place Signpost certainly remembers, and 
he's been good enough to pay you for the services 
you rendered now that he's out of his bind. As you 
off gallivanting around elsewhere, the merchant 
placed your funds in a savings account at Cianfanelli 
Bank; it should be a substantial sum by now, and it 
will be simplicity itself to withdraw the funds when 
the need arises. 


Vineyard Owner 


| OBJECTIVE 


Head north, through 
the market stalls and 
pass the Notice Board, 
to the area close to The 
Gran place signpost. 
Look for the imposing 
stone building to your 
left (west), and enter. 
Inside, the place is 
quiet, save for the quiet 
snoring from one of the clerks. 


WE LOOK AFTER YOUR COIN AS IF IT WERE 
OUR OWN! 


| OBJECTIVE 
5 


Head to Window 3 (the different clerks have plaques to read to determine where 
they are), where you're greeted by a reasonably cheerful clerk. You can optionally 
change coin to Crowns (something which can be done irrespective of this quest), 
but you're really here to "withdraw some coin." She asks your name, then goes 
off to find the relevant records. You wait. She returns with news; “extraordinary 
circumstances” prevent you from accessing your account, as the holder is dead. 
The note is clearly in error, and the account can be activated, providing you 
acquire the correct documentation; Permit A38. That can be found at Window 1 


Cross the foyer, passing the Bank Customer on the window bench, open the 
door by the plaque that reads “Window 1" and enter. Speak to the clerk at 
Window 1, who doesn't seem quite as cheerful. Request Permit A38 from her, 
and you are informed this is the wrong window, Answer as you wish: You're told 
to calm down (or you'll rupture a vein), and the clerk recommends you check 
upstairs in records. Or downstairs, in the archive, One of them should have 

the documentation. Your jaunt to the records or archives departments can be 
completed in either order: 


| OBJECTIVE 


Quickly stroll north, then down the marble stairs down and around to the Archives, 
across from the vault. Visit the Bank Clerk in this room, and you're asked curlly 
what you want. Request Permit A38. Fiddlesticks! He's just run out! But not really, 
he doesn't have this form because this is the Archive! You can try to optionally 
“make a small donation,” but the clerk is taken aback. How dare you! 


BJECTIVE 


Quickly wander south, then up the marble stairs, and north toward the Records 
office, passing two waiting customers. Speak to the Bank Clerk despite the 
protests, and ask if this is the place to get Permit A38. It certainly is! Simply hand 
over your Form 202. Which of course, you don't have. After asking again, the 
Clerk explains this is all reasonably simple; Permit A38 can only be issued upon 
presentation of Form 202, as stated specifically in Ordinance N60. Window 1 
should have Form 202. 


On your way out of the Records office, one of the bank customers isn't about to 
let you get away with cutting in front of him. Answer him as you wish, until he 
threatens to pummel you. After а pregnant pause, one of the dwarven Bouncers 
orders you to fight outside. On the forecourt, put your dukes up, and throw 
punches at the Bank Customer until one of you falls on your derriere. 


THE CUSTOMER IS ALWAYS RIGHT! 


| OBJECTIVES 


Return to the ground floor of the bank, and head to Window 1 
deserted. Examine the window, and the smell of hair pomade, and follow the trail 
of scent across the foyer, to a locked door leading to Window 3. You can hear the 
clerks nattering behind the door. Speak to them to learn that they are on their 
break and will serve you when they are done. It would behoove you to stop being 
rude, and wait until the clerks have finished their break. 


which is 


[ OBJECTIVE: _ 


Look around the foyer 
for a bit. Sit down next 
to the Bank Customer 
you haven't punched, 
who sits near the 

door to window 1, 

to the side of the 
entrance. You strike up 
а conversation; count 
yourself lucky, as this 
fellow has the challenge of locating Certificate Р! At this point, the customer asks 
if you're up for a round of Gwent. You can: 


# Agree, wager, and win or lose a bout of Gwent. This is your only opportunity to 
play the Bank Customer. 


# Mention that he knows his way around here; he recommends some finesse and 
subtlety to get what you need. 


After the game or the chat, the clerk at Window 1 returns from her break. 


| OBJECTIVES 


Return to Window 1. You may, if you wish, head out of the bank, and locate 
the Perfumery that's a couple of buildings away to the southwest, enter, and 
purchase either some Flowers or Perfume, before returning to Window 1 
Request Form 202, admonishing the clerk as she could have told you this 
information beforehand. She asks for your name, before looking it up in the 
ledger. You're then informed that Form 202 cannot be issued; the applicant in 
question has been declared officially dead. 


Resist the temptation to burn Beauclair to the ground, and instead rely on your 
wily charms. You can 


* (Give flowers or perfume) The clerk is taken aback, but pleasantly surprised 
at your gift 


* Tell her you're really here to see her, and lay on the charm about visiting her. 


Either option does the trick, and she goes off to fetch the bank owner, Master. 
Cianfanelli himself. 


RED TAPE, OR RED MIST 


| OBJECTIVES 


A few minutes later, the Bank Clerk returns with Giacomo Cianfanelli himself 
He apologises for the delays, and you mention the permits you've had to find. 
Cianfanelli starts stalling, prompting you to ask what happened to your coin. He 
tells you proper paperwork is needed, and you resort to showing him the scroll 
detailing the Duchess’ request, and to act as her personal emissary. You demand 
access to your account! 


This seems to do the trick. Follow the dwarf downstairs, to the vault with the 
guard at each side. Cianfanelli unlocks the gate, and tells you which vault your 
deposit box is in. Head inside, inspect box 256 (the last one on the right)... which 
is empty! 


You turn and see the two Bouncers preventing your progress, and Cianfanelli 

оп the other side of the vault gate, explaining that because of your “deceased” 
status, it was decided that the monies in your account would be spent; on 
stocks, bonds, vineyard investments. Cutting to the chase? They don't have your 
money. You can: 


** Tell Cianfanelli he has a week to recover your funds. This leads to Epilogue #1. 
# Inform Cianfanelli you'll rip the coin out of his throat. This leads to Epilogue #2 or #3. 


EPILOGUE #1: FULLY VESTED 


| OBJECTIVE 


You leave the bank. 
Waiting outside the 
bank for seven days to 
pass, or meditating for 
that length of time, is 
arduous but possible. 

A better plan is to 
simply continue your 
adventuring, returning 
every зо often until you 
spot Giacomo outside the steps. Speak to him; he has your coin, and he thanks 
you for the trust you showed. As an apology, he also includes a blade, “The 
Reckoner,” and he apologizes for the whole minging kerfuffle. The quest then 
concludes, and you may change monies at the bank whenever you wish. 


EPILOGUE #2: AGITATED AND TESTED 


OBJECTIVE 


You remain in the locked vault with the two dwarven guards, and must batter the 
both of them into submission. After some dwarf slaying, search the body to secure 
an overty-large key, use it to unlock the vault, and sprint up the steps. You find 
Cianfanelli in the foyer, extracting your funds. He hands them over, though they 
aren't as much as you thought. But that's taxes and inflation for you. The quest 
then concludes, and you're asked not to return here again, your face having been 
added to the banned clients board. 


ITEMS: Massive Key, Crowns (200) 


EPILOGUE #3: BROKE AND HUMILIATED 


If you engaged the dwarves in a fight and lost, you are thrown out of the bank 
into the cold, cold rain. A meager coin pouch is thrown after you, all you're going 
to get. Your handsome mug is added to the banned clients board and you'll get 
nothing else from the bank. 


ITEMS: Crowns (200) 
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ООСО DAN 


ALERT 


| BAWA PORTRAIT OF THE\WITCHER AS AN OLD MAN 


Locations: The Gran'place, Beauclair Palace, Rosetree Hill (Unmarked), 
Duchaton Crest (Unmarked) sd 

Characters: The Painter, Pierre-Auguste Moustacherois 

Enemie: lekkers, Griffin 


CAPTURING A GLORIOUS CHIAROSCURO 


OBJECTIVE 


| 


| This Quest is available after the tournament during The Warble of a Smitten Knight 
The quest begins when you visit the painter standing at the southwest corner of the. 
| market square. 


After being called out һу 
а gushíng painter in the. 
southwestern corner 

of the market square 
south of The Gran’place 
Signpost, stop and 
listen to the man gush 
over your “attributes,” 
The fellow isn't looking 
for a date, but a fellow 
with your jawline to model for him. Naturally, you'll be compensated for your 
modeling services, He requests you meet him at noon, near the western gate by 
the Palace, where you'll both venture off to find the perfect vista. 


{ OBJECTIVE: 


When you reach the western gate (unmarked, but very close to the Beauclair 
Palace signpost), the painter mounts his steed, and gallops off down the palace 
gardens on a winding pathway. Follow him as he talks about losing his favorite 
paintbrush to that damnable hack Pierre-Auguste Moustacherois (his cat). He 
‘soon halts his gallop near the top of Rosetree Hill, and you both walk the rest 
of the way to the top. A group of noblefolk are busy having a picnic, which тау 
impede the painter's ability to find a spot at which to paint you. 


But an even worse fate has befallen the painter; the painting supplies he left 
here have gone missing! You can optionally ask about using different paints or 
that you're not going to look for them, but you are quickly rebuffed. If you tell the 
painter you won't look for them, you fail this quest. Time to look around. 


| OBJECTIVES: - 


It seems the noblefolk 
are standoffish, but 
aren't maliciously hiding 
the paints themselves, 
forcing you to look 

û little farther afield, 
behind a small thicket 
just a little further along 
the path. Here, you 

find some spilled paint, 
which reeks to high heavens of turpentine. Follow the smell to а set of clear, 
but curiously-small footprints. Track the scent trail over a broken fence, and 
down a steep, grassy hill where another stain can be spotted. Continue roughly 
northeast, then right and up to the mouth of a cave. 


Enter Rosetree Hill Cave, an unmarked area cut into the hillside under the vista. 
There are paint drops here too, and the scent trail continues into the cavern 
where a group of Nekkers turn and charge you. Slay all five before continuing 
the inspection. Why did the Nekkers steal the paint? You find an empty paint 
container, splatterings of paint on the rock wall, and finally the painting 
accessories. They aren't in too bad of a state. On the cave wall itself, it seems 
the Nekkers have shown some rudimentary artistry, painting a fight between 
them and a—troll? Return to the Painter with the news; he couldn't саге less 
about the cave daubings, and isn't happy that so few of his paints are intact, but 
he's ready to paint now. In fact, he's secured a superior spot! 


PAINT ME LIKE ONE OF YOUR 
BEAUCLAIR GIRLS 


| OBJECTIVE 


Stroll back to the 
horses, mount up, 

and ride the Gorgon 
Foothills, winding your 
way along narrow 
paths and trees, to 
Duchaton Crest; a high 
diff offering impressive 
views of the Palace 
and most of Toussaint. 
When you dismount, the Painter sets up his easel and asks how you'd like to be 
immortalized on canvas. 


‘Answer with one of the following: 


$ On horseback. You'd like Roach to be in the painting, but the Painter's prancing 
filly is used instead. With sword raised aloft, you hold the pose. 


# Heroic. You'd like to stand, sword in hand. With a snarling grimace, you clutch 
your blade in both hands, and hold the pose. 


A Reclining. You'll йе down, so you can nap while he works. You rest, propped up on 
your elbow, and hold the pose. 


You have one additional chance to change poses before the painting begins. 


| OBJECTIVE 


At sunset, the Painter 
yells "Griffin," which 
you're sure he's 

adding to the painting 
afterward. But the terror 
in his shriek indicates. 
he's seen the real. 

thing; a swooping beast 
circles the crest you're 
standing on. The Painter 
flees for cover, while you must use the previous Griffin-killing knowledge to drop 
the beast. Seek Bestiary information on page 750 if you need it. 


After the battle, the Painter wrestles with the artwork and easel, having saved 

the work, but isn't about to reveal an unfinished masterpiece just yet. You're to 
meet him back at the market square, tomorrow after midday, where all will be 
revealed! For now, he asks whether you want to see the Griffin in the painting. 

Answer. 


de "Yeah, paint it in,” and the painting includes the vanquished beast. 


de "Rather not have the griffin in the painting,” and the painting omits the beast 
entirely. 


You're given a fee for saving the day, and the painter parts ways with you. 


ITEM: Crowns (300) 


ARTIST LICENSE AND CREATIVE EMBELLISHMENTS 


Meditate or adventure until after midday the next day, or until your quest 
objective updates, before you return to the market square just south of 
Gran piace Signpost. A crowd has gathered to view this masterpiece, though 
there's more tittering than you're expecting, The painting is finally revealed, in 

its fully glory! In fact, there may be too much glory! You don't quite remember 
having this little clothing when you posed, and when the painter asks how you 
like the picture, answer how you wish. Even if you offend the painter by detesting 
this artwork, he still offers you the picture for sale. At a special discount too! 
Depending on your previous choices, the painting for sale will look like one of the 
six following pictures: 


DANGER ALERT 


Griffin and flo 


You can purchase it for 1,000 Crowns (after which it can be hung in Corvo 
Bianco), refuse, or return when you have enough coin. The quest then concludes. 


ITEM: Portrait of Geralt 


SPOILER ALERT Ж 


ЕГ LL DEATH. DO YOU PART 


Locations: The Gran place, Clever Clogs Tavern (Unmarked), Orlemurs. 
Cemetery (Unmarked), Temple Cemetery (Unmarked), Libioda’s Gate, 
Beauclair Blacksmith (Unmarked), Gwent Friendship Society Tomb _ 
(Unmarked), Coopers’ Gate, De Corentin Residence (Unmarked) 
Characters: Charles Lanzano, Louis de Corentin, Margot de Corentin, Trentin 
| Enemies: Grave Robbers, Archespore 


"ARRGHH! HAAAAWK! WHOOOO! 
FEEEEEERRKK! 


OBJECTIVE 


After obtaining a notice of impending madness due 
to lack of sleep, head over to the Clever Clogs Tavern 
in the Lassommoir District of Beauclair, to help out 
the sleepless fellow, a man named Charles Lanzano. 

2 He's being kept awake at night һу a horrendous 


h racket, and the Ducal Guard has done nothing to 
help. Optionally ask if the noises occur regularly, 
Charles Lanzano before (optionally) bargaining up your fee and 


agreeing to this quest. 


| This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, “Ù 
or at any time afterward, The quest can begin in one of three ways: 


You can read the following missive pinned to a Notice Board, such as the one at 
The Gran Place (Beauclair) entitled "Contract: Quarrelling at the Cemetery,” which 

| refers to an infernal racket coming from the nearby Orlemurs Cemetery, and offering 
payment for some peace and quiet. This is the optimal path, and shown below. 


| You visit Charles Lanzano, a tired chap who can't get to sleep, and who resides in 
the Clever Clogs Tavern (Lassommoir District of Beauclair). 


| You head to Orlemurs Cemetery itself, then up into the Temple Cemetery (the walled 
area between Leboida's Gate and Metinna Gate), in the southern part of Beauclair 
(Lassommoir District), and after nightfall, you hear strange sounds from around the 
‘main crypt. At this point, you can investigate. = 


Remember! If you begin this quest without speaking to Charles Lanzano, be sure 
to find him and let him know once the quest is successful, so you can collect ап — | | 


QUESTS 


SECONDARY 


473 


474 


STRANGE SOUNDS AFTER SUNSET 


The Temple Cemetery (which is the upper walled graveyard, rather than the 
lakeside crypt further south) is due east of the Clever Clogs. Enter via one of the 
iron gates, and start some snooping. This can be done at any time of day. The 
following evidence is found 


* Tracks! Leading to the foot of the chapel wall, where you discover trampled 
grass and a pair of bloomers. Not the kind of moaning you're looking for! 


* An open grave! Thing is, grave robbers don't usually wail and moan 
that much. 


It seems your trail has gone cold, as there аге no more physical signs to find. The 
place is eerily quiet, though there are grave robbers to seek out in the catacombs 
beneath the Temple Cemetery. Meditate until after sunset, and begin your 
searching anew. Head to either set of steps leading down into the catacombs, 
‘and you chance upon sounds of muffled fighting. It's coming from down below! 


OBJECTIVES: 


Enter the catacombs by pushing open the gate, and move immediately to the 
crypt door on your left; this is where the noises are coming from. The place is 
weirdly empty, though a thorough examination of objects using your Witcher 
Senses reveals the following: 


А smashed pot in one corner, as if someone threw it against the wall 


A tomb plaque of one Louis de Corentin. The flowers in his tomb are pretty 
fresh, so the funeral wasn't that long ago. 


A tomb plaque opposite of one Margot de Corentin. 


A gold urn; no grave robber worth their salt would have left this, so they aren't 
the cause of this, 


Perhaps this isn't the place after all? The objective reverts back to finding the 
source of noise in the catacombs. Leave the de Corentin crypt, and start your 
descent down into the deeper catacombs. Wait! The sounds are back! Time to 
search the crypt again! 


TILL DEATH: DO YOUR PART 


OBJECTIVES: 


Step into the crypt 
again, and you decide 
to find a hiding spot 
behind the statue, so 
you can find out once 
and for all what is going 
on. A fierce argument 
breaks out between 
two departed spirits; 
the ghost of Louis de 
Corentin (a gambling degenerate, if you believe his wife), and Margot de Corentin 
(a Lebioda-bothering zealot, according to her husband). The only thing they 
agree on is that you're intruding into their squabble, Answer as you wish, The 
row continues, and it seems the only sensible course of action is to remove one 
of the couple from their internment. You can either state this, or ask whose crypt 
you're standing in, but both have equal rights to this usually peaceful rest. Then 
comes the bargaining: 


Margot de Corentin says that if you side with her, you'll be told where Louis 
hid his lucky Gwent cards, Intriguing, 


А clearly-furious Louis de Corentin, who was murdered because he actually 
needed those cards, says he'll tell you where the cards are. ..if you side 
with him. 


The objective updates, and it seems you have a choice to make (which you 
cannot go back on), You can: 


# Side with Louis de Corentin, and remove Margot's urn from the crypt. This begins 
Path 1. 


# Side with Margot de Corentin, and take Louis’ urn from the crypt. This starts 
Path 2. 


PATH #1: SIDING WITH “THE GAMBLING 
HEATHEN”, LOUIS. 


| OBJECTIVE 


Choose to side with Louis, and locate Margot's urn, behind the ghost of the 
Lebioda devotee. Margot appears, and pleads that if you truly must remove her 
from her resting place, that she should be deposited somewhere more pleasant. 
She wishes to be buried with her mother, in the old cemetery, just outside the 
city walls, and beneath the outspread arms of a chestnut tree. 


Exit the de Corentin Crypt, and head out of the Temple Cemetery, moving south to 
Lebioda's Gate, and the "old Cemetery,” also known as the Orlemurs Cemetery. 
You're looking for a tombstone bearing Margot’s mother's name, Micheline 
Belrose, at the family tomb here. tis located just by the southern entrance arch 
Inspect each gravestone until you find the one bearing the Belrose name, and put 
the urn there. 


ITEM: Urn with ashes of Margot de Core: 


Back at the de Corentin Crypt, Louis is nowhere to be found. You possibly 
expected as much from this cad. The objective updates, and Louis remains 
hidden until you gather up his urn, and threaten to remove it. 


ITEM: Urn with ashes of Louis de Corentin 


Louis appears, admits to being a fraud, and has no idea where the hidden stash 
of Gwent cards are! But he'll think of something as a reward. and remembers а 
swordsmith by the name of Trentin, who had promised him a blade after he was 
skinned in a game of Gwent. Alas, Louis passed on before claiming this prize. 
Why not collect it in his stead? And just like Louis, Trentin's wife would summon 
Master Mirror himself if she found out her husband partook in such gambling; so 
you have all the verbal ammunition you need. 


PATH #1: BLAGGING THE BEAUCLAIR BLACKSMITH 


Once inside the chamber, head down the stairs, where you disturb a trio of Grave 
Robbers. After a conversation that seals their doom, dispatch the three of them 
(with relative ease), and then use your Witcher Senses to secure a spot on one of 
the tomb ledges to place Louis’ um on. Don't forget to acquire a book of Gwent 
verses before you leave! 


ITEMS: Gwent Card: Skellige Storm, 


оок: Ode to Gi 


POH H HAUT WH WHO G GORS THERE” J 


I you haven't spoken to Charles Lanzano yet, you're stopped by a frightened guard 
and asked about the noises in the catacombs. After describing what you found out, 
the guard makes mention of Lanzano and the Objective “Find Charles Lanzano at 
the Clever Clogs” begins. This occurs only if you chanced upon the noises without 
| properly starting this quest. You can finish up Margot's objective, or speak to Charles 
[site aes conclusion) at any time you wish, Back at the de Corentin Crypt, Margot is thankful for your help, and describes the 
— wo path leading to where the stash of buried Gwent cards is hidden. She describes 
a path to the chest, hidden under a rose bush, before asking where her husband 
ended up. Answer her before you leave the cemetery. 


OBJECTIVE 


Visit the Beauclair Blacksmith, in the rather well- 
to-do shop Trentin owns next to the Armorer, 
equidistant between the Nilfgaardian Embassy 

and The Gran'Place. Head upstairs, and explain 
that you're here for Louis’ sword. Mention the 
Blacksmith's Gwent habit, and he soon realizes he 
must give the sword over. Once in your possession, 
Trentin asks whether you might wager some coin Trent 

for a game of Gwent? Agree or reject his offer (you 

cannot play him later, but he's got no unique rewards, so whether to engage in a 
game is up to you), and this Path concludes, 


PATH #2: HIDDEN CARDS IN HAUTEVILLE 


| OBJECTIVES: 


ITEM: Swor 


Forged in Fire 


PATH #2: SIDING WITH "THE SAINTLY 
SHREW", MARGOT. 


| OBJECTIVE 


Choose to side with Margot, and locate Louis' urn, behind the ghost of the gambling 
degenerate. Louis appears, disappointed you fell for "that pious tarts drivel.” He 
has one request, that his remains are set їп the chamber of the Gwent Friendship 


jety of Beauclir, where departed members of the cub are laid to rest 
болиу ини меп GORE members one dn rs Ho e Head north, into the Hauteville District of Beauclair, and walk through Coopers' 


Exit the de Corentin Crypt, make a long left turn into the entrance to the lower Gate, heading downhill to the east. Turn right (south), and look for the red-walled 

catacombs, head down the curved steps, and across the first mausoleum area, house with the sign of the tree; the De Corentin Residence. The side gates tothe 11 
into a subsequent corridor until you spot a sign on the right wall that indicates garden are barred, forcing you to walk in a clockwise direction around the house, 
the entrance to the Gwent Friendship society. up some stone steps, and to climb up some crates to the low roof, | 


Corentin 
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Drop down into the garden, which is barred for a reason; an Archespore is 
lurking in the undergrowth! Once it's been chopped into more manageable 
segments, continue your search. If you remember what Margot told you, she 
mentioned the chest was buried beneath the rose bushes. Look there, in the 
southeast corner of the garden, and sure enough, the stash is found! Gather both 
the Gwent cards. Afterward, look for the small chest on the west side by the door, 
which holds the Garden key, allowing you to unlock either iron gate, and depart 


The Paths now merge. 


ITEMS: Gwent ca Bruxa, Gwent cari 


Garden key 


Barclay Els, 


CONCLUSION: CATACOMBS CLEARED (OF SCREAMING SPOUSES) 


| OBJECTIVE: __ g А 1 


Head to the Clever Clogs, and find Charles Lanzano upstairs. Explain that you 
solved the noise problem. He's very excited, asking what “ancient filth” was 
entombed deep in the catacombs, You can answer: 


#* "Actually, just a marital spat": Charles is sorry to have bothered you, and 
rewards you. 


de "Yeah. Tough job, barely survived": Charles is amazed at your code that forbids 
you from revealing all the gruesome details, and rewards you with a premium. 


The quest then concludes, providing you've claimed your reward from the ghost 
you sided with 


ITEM: Crowns (50 or 100) 


'URN AND FACE THE STRANGE 


Related Quests: Main Quest: Scavenger Hunt: Grandmaster Griffin Gear 
Locations: Lebioda’s Gate, Orelemurs Cemetery (Unmarked), om 
Valley of the Nine [Unmarked], Ruins of Dol Naev'de (Unmarked) 
Characters: Postboy, Yennefer of Vengerberg, lor Triss, depending 
on your relationship in The Witcher 3], Professor Moreau, Jerome 
Moreau 
Enemies: Drowners, Guardian Panthers, Gargoyles, Pale Widow Centipedes 
Required Items: Crossbow (you can use bombs instead) 


OLD PARCHMENTS AND OLD FRIENDS 


| This quest is brought to your attention during your first visit to Beauclair, where you 
|| receive a missive from Yennefer of Vengerberg (or Triss. There are three possible 

letters based on player's actions in TW3. Romancing Yen gives a letter from Yen, 

romancing Triss a letter from Triss, and romancing both or neither provides a letter 

|| from Yen, but less amicable than the first one). During Main Quest: The Night of Long 
Fangs, this quest stalls, and a new objective, “Before continuing with Professor 

| ‘Moreau, fight off the vampire attacks,” prevents you from continuing this quest 

| Until after the completion of Main Quest: Tesham Мола. (Only the cemetery part in 

\ Beauclair, you can proceed with the quest if you have the objective "Search for the 

| entrance to the professor's laboratory in the flooded ruins of the Valley of the Nine." 


* — . — 


While on your 
adventures, usually 
when entering one of 
the town squares or 
courtyards in Beauclair 
for the first time (such 
as the wonderful stone 
wishing well close 
to the Pheasantry 
Inn just north of the 
Nilfgaardian Embassy), you are stopped by an urgent missive carried by a small 
child. Shoo him away or pay him five crowns for his troubles. The letter is from 
your old friend Yennefer or Triss, who has discovered references to a "Professor 
Moreau of Beauclair" who conducted research into Witcher mutations. It seems 
his journal, which was laid with the Professor's remains in his tomb, makes 
mention of a secret laboratory! Furthermore, Yennefer or Triss has provided a 
partly-legible map with which to begin your search. 


The old cemetery just north of Lebioda's Gate is where the Professor's grave is 
located. Find it at the foot of the sprawling oak tree, close to a weeping woman 
named Vivienne (if Main Quest: The Night of Long Fangs has been completed) 
who mourns her slain knight Guillaume the Hapless. She isn't relevant to this 
quest. Examine the open grave to her left. The headstone is carved with Elder 
Speech, but his journal has been stolen, and the professor is in no shape to help 
you (after you examine his skeletal remains). 


| OBJECTIVES . 3 t ГГА ГНЕЗОӨТЇМСб+ӨЕРЯЗО!#МАЕУ ЭЕ 


The ruins have intermittent looting places where you might find skeletal remains, as 
well as small ore deposits. Feel free to loot as you go. 


Use your Witcher Senses to discover a set of shallow footprints leading away „DE. 
from the grave, but the trail is lost when you reach the road. Only the map can DOL NAEV'DE: GUARDIAN PANTHERS 


further your progress, while the headstone referenced "Aelirenn" and "Dol 
Naev'de," as well as "Valley of the Nine." After checking the map, it seems the 
Sansretour River flows through the area where the Valley of the Nine once lay. 


THE ELVEN OBSTACLE COURSE 


| OBJECTIVE 


‘Almost due east of the cemetery, along the southern shore of the Sansretour 
River, between the Mere-Lachaiselongue Cemetery and Toussaint Prison, is a 
stretch of water with something mysterious hidden beneath the surface, Take a 
boat or swim out to the investigation area, and dive down. Beware of Drowners 
(notch a crossbow bolt if you need to retaliate). 


Head down the steps, dropping down to another impressive bridge structure, 
and walk into the circular platform, which suddenly seals up, and two Guardian 
Panthers transform from stone to flesh. Treat them as you would a normal fight 
with a big cat (see Bestiary entry on page 719), though these are specters, 
and require a different oil to coat your blade with. When both guardians are 
dispatched, the magical barrier dissipates. 


[| OBJECTIVE 


You discover the sunken remains of an elven ruin! Not only that, but if you 
swim around to the north side of the main, cross-shaped structure, there's a 
shimmering portal, ready to transport you into the ruins, Swim in, if you dare! 


DOL NAEV'DE: BRIDGE OF SPIKES 


| OBJECTIVE 


You appear inside the 
ruins of Dol Naev'de, 
and must start 
exploring. Optionally 
check the entrance 
area for some skeletal 
remains to loot, then 
press forward, down 


SECONDARY 
‘QUESTS 


Continue east, up the steps, and into a chamber with a hole in the floor to your 
right, near a candie-filled altar to a long-forgotten deity, Ahead, the corridor 
continues to another hole, before a rock fall prevents your progress. Drop into the 
some steps, passing a sagging floor to discover a small mining tunnel underneath, some implements, 
second skeleton near and (using your Witcher Senses) some blood-soaked rags from a wounded 
some rock ore you can loot. Head to a large cavern, and a bridge of floor spikes. grave robber, near a lanter. Head along the tunnel of broken walls moving 
southwards, passing a skeleton, until you find Professor Moreau's diary lying in} 
an extinguished camp fire, close to a crossbow, | 
| 


At the first and second floor tile of spikes, time your walk to step over the spikes 
as they are retracting, 


At the set of four Ше spikes moving in unison, use Quen to protect yourself, walk ITEMS: Professor Moreau's diary, Crossbow 


across the first two when they retract, then jump across the rest. 
It seems the robber triggered a trap, as in front of you is a glant, globe-like 
boulder that has fallen through the floor. Climb it, and peer into a circular 
chamber with a Guardian panther statue in it. It doesn't take a genius to figure 
out you have another fight on your hands! 


At the set of six tile spikes moving in unison, use Quen, walk across the first 
two tiles when they retract, ignore the “path” of spikes and instead leap over 

the stationary spikes ahead of you, Alternatively, avoid the spikes altogether by 
dropping down a ledge on the right shortly before them. Use your Witcher Senses 
to detect the grave robber's passage and go right or left, parallel to the bridge. 


At this point, you can turn right and continue your descent. Or, you can optionally 
use Quen, and make a quick couple of jumps (with a гой to finish) across a large 
number of moving spikes to a chest with some better loot inside, at the end of 
the bridge. 
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‘Once you've dispatched the Guardian panther and the magical barrier recedes, 
head south, into an adjoining chamber with some particularly unsafe flooring! 
Watch you don't fall to your death as you inspect the remains of this bridge 
balcony over a high chasm, and locate the following using your Witcher Senses: 


* Acolumn with rope tied to one end, and the other down below on a ledge you 
can't reach. 


* Alocked door at the south end of the balcony. If you've read the notes, they 
mention "four protruding stones." 


* Four protruding stone blocks, poking out of each of the walls, which glow red 
when you use your Witcher Senses. 

Produce your crossbow (or return to where you find the diary notes and grab the 

crossbow there), and aim a bolt at each of the four protruding blocks. You can 


alternatively use bombs, or even Aard, on the first three, the last one being out of 
reach. The locked door rumbles open: Success! 


DOL NAEV'DE: CHAMBERS OF PORTALS 


OBJECTIVES 


Step through the arched door you just unlocked, and into a large and ornate 
circular chamber of many arched alcoves, with a central cowled statue to gaze 
at. Don't gaze for long though; а Gargoyle transforms from stone to attack! 
When you've demolished this foe, search it for a gargoyle paw. Now peer around 
the statue with your Witcher Senses, and place the gargoyle paw on the vase- 
shaped plinth. It slowly descends, triggering... portals. Great. 


ITEM: Gargoyle paw 


| OBJECTIVE 


Portals have appeared in many of the alcoves on this level, and the two circular 
balcony levels above you. The only way is up, and as you'd expect, all but one 
of the portals on each level progresses you forward; while the others deposit 
you back where you fought the gargoyle. The path to further your progress 

s as follows: 


First Chamber: 

Level 1: East Portal: 
Take the portal one 
alcove clockwise from. 
the room entrance you 
came from. The central 
cowled statue faces 
this portal. 


Second Chamber: Level 2: North Portal: Though it isn't immediately obvious, 
you appear in a completely different circular chamber of portals! If you compare 
the ground area below you, you can see there's more rubble and rocks in this 
chamber, and more eerie blue light compared to the orange light of the first 
chamber. Hop over the broken stone balcony you're on, to the ground, and climb 
the large fallen boulders the central statue is looking at, just left of a ground 
portal. Take the portal on the balcony above (head north). 


Third Chamber: Level 3: Northwest Portal: You appear in a brand new circular 
chamber (peer down and you'll see vegetation below). Remain on this upper 
stone balcony, and run clockwise around the edge of it, ignoring the first two 
portals on your left, and leaping the gap below you. Land on the subsequent 
section of balcony, the one the statue is facing. 


CH-CH-CH-CH-CHANGES 


| OBJECTIVES: 


You've reached the laboratory of Professor Moreau. Now to conduct a search 
into exactly what he was researching. Discover the following using your 
Witcher Senses. 


A vat with the remains of an unwilling test subject. 


А piece of intriguing machinery; a contraption looking a litle like an iron 
maiden, but you lack the knowledge to start it up. 


A bookcase with tomes on mutations and genetics. There's also a long, carved 
shelf with a row of preserved organs. 


A megascope with five entries to view. Entries #2 and 44 are missing the. 
required megascope crystal. Assuming you've gathered the crystals, you can 
watch the late Professor explain his findings at each major point during his 
experimentation period. 


First Entry: The start of the Professor's great endeavor, begun to help save his 
on, Jerome. A device has been devised to study mutations in the hopes to 
reverse those that have plagued his child. 


Second Entry (Crystal required): Despite applying toxicity to his experimental 
subject, Moreau records no overdosing symptoms. His mutations allow better 
toxicity toleration! 


Third Entry: Research indicates the mutation must be applied continuously, 
and to prevent this from killing his subjects, he adds the albumen of a 
mutated giant centipede egg. 


Fourth Entry (Crystal required): A method is discovered by which one type of 
mutagen may be transmuted into another through the addition of ingredients, 


Fifth Entry: All the years of experiments are for nought! Each "cure" that was 
applied only deepened his mutations, further augmenting his speed and 
strength. What was a failure for Moreau could be a boon for you! 


ITEMS: Megascope crystal (2), Book: Witcher Mut: 


entipedes 


It seems centipede 
albumen is likely the 
catalyst to help with 
your pursuance of 
augmenting yourself 
with the Professor's 
mutations. Look for the 
open cage door near 
the bookcase, and step 
through the hole in the 
wall to where the professor's centipedes have burrowed. Enter the cave and 
slaughter the two Pale Widow Giant Centipedes. If you're having trouble, consult 
the Bestiary entry on page 735. Head to the back (roughly south) of the cave, 
climb a rock ledge to an upper tunnel, and face a third Pale Widow. This one 

is guarding three egg sacs. Use your Witcher Senses to spot them, gather the 
albumen (only one is needed) and retum to the laboratory. 


| OBJECTIVES: 


Locate the contraption 
that looks a little like an 
iron maiden, and open 
the hatch in the back, 
placing the albumen in 
there. The contraption 
opens up, but doesn't 
start up. Enter your 
Inventory Menu, and 
remove all your armor 
and swords, You can keep your pants and boots if you suffer from gymnophobía. 
Step into the contraption, and hold your breath. . moments later, you are imbued 


with powerful new capabilities; mutations that normal men could never even 
hope to acquire! Welcome to the mutations system! 


To leam more about Mutations, open the Character Panel Menu, and you' see a new 
Mutations Panel, as well as four additional ability slots! This brings the total number 
of abilities you can use at once from 12 to 16. Enter the Mutations Panel Menu, 

and discover 12 powerful new Mutations you can research using Abilty Points and 
Greater Mutagens. | 


Learn more about all the Mutations, including recipes to obtain different Mutagens, 
and alchemy to change а mutagen's color, in the Training chapter of this guide, on 
page 44. 


Acquire Ability points to spend on Mutagen research by leveling up, finding Places of 
Power, and completing two quests. See page 60 for more details. 


| 
| 
Complete Secondary Quest: No Place Like Home, improve the Corvo Bianco | 


Greenhouse, and grow herbs specifically tailored to creating Mutagens. Look for that 
‘quest on page 242. 


OBJECTIVE 


All that remains is to leave this elven ruin, and you're fortunate that an exit 
portal is accessible at the end of the laboratory corridor to the northeast. Find 
the crystal on the right wall, and charge it using a blast of Aard. This opens the 
portal. Step through, and you appear underwater, on the opposite side to the 
portal you entered the ruins from. This quest concludes, though you're only 
getting started researching your Mutations! 


EXTREME COSPLAY 


This Quest is accessible at any point during your exploration of Toussaint, though 
| itis easiest to complete when you're heading from the Mere-Lachaiselongue 
Cemetery to the Trastamara Hunting Cottage during Main Quest: La Cage au Fou. ^ 


On the tree-lined hillsides of southwest Caroberta Woods, just off the main road 
between Francollarts and Gelenser Farm, is a side track leading to the entrance 
to the Doren Alma Estate. At the threshold of the estate entrance, a merchant 
named Gaston is tending to a slumped knight, though when you arrive the knight 
has already passed on. Gaston the merchant explains he heard screams, Answer 
as you wish. Tell Gaston you plan to figure out what killed the night if you wish 
to start this quest. Gaston plans to tag along too, 


SECONDARY 
QUESTS 
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480 


The "knight" was wearing a breastplate that looked like an antique. Use your 
Witcher Senses to uncover a blood trail leading to the house on the hill. Approach 
the Doren Alma Estate. 


To the left of the door is a spot where the knight fell, breaking his legs. The helm 
sits there, near the ruined gate the knight didn't quite manage to break apart. 
Fortunately, you have Aard to cast, and the door splinters open. Enter the 

estate grounds. 


BREAD AND WINE 


| OBJECTIVE 


The tiered formal gardens show signs of a struggle. Use your Witcher Senses, 
and follow the trail of clues: 


* Animmolated man slumped by the 
main door. 


• Overturned tables and benches show signs of seating for a banquet. 
• A dead servant, stabbed to death with some blows taking place after death. 
• A small table with silver tableware and Elven engravings, 


* "Between the statues is another corpse; this one punctured with great force. 
He wears an identical breastplate to the dead “knight” on the high road. 


* Another corpse shows signs of throat massacre with a mighty blow. By the 
body is a sword and shield that look ceremonial. 


* Either side of the "throne" chair are ceremonial bowls. 


© Over by the far corner, on the two benches are a bowl of fruit and а book. 
Gather the book, and read it if you wish. 


ITEM: Book: Civil War in Toussai 


* Near the fountain (which contains florens) are burn marks and a 
strong stench. 


* A slumped corpse at the foot of the steps shows puncture wounds. He's 
wearing elven attire. 


| OBJECTIVE: 


‘Once you examine the patch of burned ground, you can start to follow the smell 
of burning, 


* At the top of the steps is a corpse of a man who fled while on fire. 
* At the foot of the manor house is a scorched doublet. 


* There are sounds from inside the house. Follow the smell of burning to the 
rear door, and knock on it. A clearly fearful man, still bearing signs of soot, 
peers out. Ask him whatever questions you wish. He is Lord Durand Fucher- 
Plamondon de Savarin, chairman of the Society of Friends of the History of 
Toussaint. He is in this current predicament because of "spirits." The society 
was in the middle of staging a scene (the elf Divethaf paying homage; the 
surrender of Toussaint's last elven king) when he saw fire and fled. You 
‘surmise the society accidentally summoned a specter. In order to rid Durand 
of this menace, the reenactment needs to be performed again. With a Witcher! 


DIVETHAF AND CONQUER 


OBJECTIVES: 


A few hours later, Durand de Savarin has set up the lower grounds for the newest 
reenactment, and is playing the part of King Ludovic. You will play the Aen Seidhe 
ruler. But everyone must be in costume! While Gaston reads from his book, you 
are tasked with lighting all the torches in the garden. These are either side of the 
main path, between the statues, and two are either side of the fountain. 


P OBJECTIVES: _ 


Gaston reads the next passage, which talks of a gift of elven wine and bread. Use 
the large offering plates to place both items, which are gathered from a small 
chest on the left side of the garden near one of the torches, 


ITEM: Elven bread and wine 


| OBJECTIVES: 


Another passage is read aloud, as you locate an elven sword and shield. Both 
are located between the torch and the last statue on the right side, near Gaston. 
With both sword and shield in your Quest Items part of your inventory menu, 
equip them both (the sword takes the place of your steel weapon, and the shield 
sits next to the mask in your pocket). Draw the sword, and use the quick-access 
menu to equip the shield, as you would a torch or crossbow. 


Er. 
DIVETHAF'S GOLEMS 


| OBJECTIVE 


After you knee! before 
Durand, and the 
play-act comes to a 
crescendo, Gaston 
notices the garden 
statues are shuddering 
slightly. Then they 
spring to life! There are 
six to fight; four armed. 
with long pikes and two 
with spells offering ranged combat. Treat these entities as you would ghostly 
bandits, and don't forget to reequip your best sword before starting cut down 
this squad of statues. 


After combat concludes, Durand appears to know what these statues were; 
they once stood in the palace of Divethal and he only recently acquired them. 
These were his golems. Gaston has a few choice words for elves, which you 
can disagree with or ignore before you leave. Durand won't let you leave empty- 
handed; he hands you some coin before this quest concludes. 


GWENT QUESTS ^ 


OVERVIEW: A GAME WITHIN A GAME 


From the revolting inns of Velen to the spectacular Royal Castle at Vizima, it seems anyone who is anyone is enjoying the dwarven card game known as Gwent. 
However, this enjoyable pastime can become hopelessly addictive when you realize there are a large number of cards to find to bolster your deck, improve your 
chances of victory, and complete your collection. While innkeepers and merchants may sell some cards, the following quests allow you to gather many high-value 


cards, which are critical to your collection. 


Before you start your search for Gwent cards, here are a few tactical tips to help you: 


/ ON THECARDS*GWENT'COLLECTING TIPS 


Gwent cards are acquired in a number of ways. Be sure you thoroughly 
Inspect the Complete Card Checklist (starting on page 782), and the Gwentlefolk of 
the Northern Realms (page 800) to further your search. In general, remember to find 
cards from the following places: 


In your Base Deck: You begin with a fair number of cards (mainly from the Northern. 
Realms deck) which you should employ in your initial games. 


Purchased: Some cards can be bought from a vendor (a merchant, innkeep, or other 
‘shop owner) at a variety of locations. 


Won (Randomly): Some cards are won when you find a Gwent player, challenge 
them to a game, and beat them for the first time. You claim their card, which is 
random, Most of these Gwent players are no-name fans of the game, and almost 
always merchants, armorers, blacksmiths, herbalists, and the like. 


Found: When a player becomes “indisposed,” usually through death, you may find 
their cards left behind. 


Won (Specifically: Gwent Quest): Some cards are acquired during the Gwent Quests 
listed in this chapter. You face individuals in the different realms, one after the other, 
and acquire their cards when you beat them. 


Won (Specifically, Secondary Quest): There are cards to acquire during a couple of 
Secondary Quests too. These are listed in the adjacent table. Secondary Quest: High 
Stakes is primarily about completing a Gwent tournament, and thus detailed in this. 
section of the guide. Other Secondary Quests have Gwent cards or tournaments as a 
small part of an overriding quest, and are listed in the Secondary Quest chapter. 


There is a simple pleasure in challenging Gwent players across these lands, and 
learning from them. Before returning and fleecing them for a card and coins, obviously. 


OFF THEC 


N TO HOLD 'EM 


You may be wondering what happens if someone who is holding a unique Gwent 
card becomes “Indisposed” (usually by dying). Do your chances of gathering cards 
vanish? Not usually; any foes that die or depart an area leave their cards in the place 
they are usually found, or give you their cards automatically, 


For example, you may be attempting to locate Lambert, one of the Gwent players to 
challenge during Gwent Quest: Old Pals. Usually, you challenge him either at Kaer 
Morhen, or during Secondary Quest: Following the Thread, at the Seven Cats Inn. 


However, if you started the Gwent Quest after Main Quest: The Battle of Kaer 
Morhen, and didn't have an opportunity to talk to Lambert, he may have departed for 
pastures new. Fortunately, his card is still available (in this case, in the great hall at 
Kaer Morhen, by Lambert's bed). 


PLAYING FOR R (INN) KEEPS 


Locations: The Alchemy Inn (Oxenfurt], Inn at the Crossroads, 
The Kingfisher Inn (Novigrad) 
Characters: Stjepan, Innkeep, Olivier 


Olivier ‘The Kingfisher Inn (Novigrad) Monster 


Nitfgaardian Empire. 
Inn at the Crossroads (Velen: Mudplough) | Nifgaardian Empire 


OFF THE CARDS: DON'T BE COY: PLAY MY GAME! 


‘Sometimes you'll be chatting with a particular character in the hopes of starting a 
Gwent bout, but the conversation topic never comes up. Why? Because you either 
have to exhaust all other conversation topics first, or you've visited the character out 
of order, and there are previous characters to win cards from first. Remember this! 


AVAILABLE QUESTS 

There are a total of ten quests specifically related to Gwent, and all of them are 
freeform in nature. In addition, there are five Secondary Quests where one or 
more Gwent cards form part of the reward structure, and are usually the only 
chance of obtaining specific cards, Secondary Quest: High Stakes is detailed 
after the Gwent Quests. The other Secondary Quests are in their appropriate part 
of the Secondary Quests chapter Finally, when you visit the Duchy of Toussaint, 
there are two more Gwent quests involving the brand new Skellige Clans deck, 


NDARY QUI 


| Page 7 

Q9 secondary Quest: Gwent: Playing innkeeps 481 

‘Secondary Quest: Gwent: Velen Players 482 

‘Secondary Quest: Gwent: Big City Players 483 

Secondary Quest: Gwent: Old Pals 484 

Secondary Quest: Gwent: Playing Thaler 485 

Secondary Quest: Gwent: Skelige Style 485 

M Secondary Quest: Gwent: Collect ‘em All 486 

* Secondary Quest: High Stakes 488 

ә Secondary Quest: A Dangerous Game 205 

ә Secondary Quest: A Matter of Life and Death 207 

ә Secondary Quest: Following the Thread 385 

v Secondary Quest: Shock Therapy 419 

LJ Secondary Quest: Gwent: Using your Loaf* 351 

v Secondary Quest 491 
‘Gwent: To Everything — Tum, Turn, Tournament! 

LJ Secondary Quest: Gwent: Never Fear, Skellige's Неге! 492 


licates an unmarked quest that does nol appear in your Quest menu) 


ll X X J 


This quest becomes available when you visit Stjepan the Innkeep of the Alchemy Inn, 
| Oxenturt. Feel free to start this quest as early as possible, during Act о! the Main 
| Quests when you are frst exploring Velen. ا ا‎ Olivier 


GWENT 
QUESTS 


481 


482 


STJEPAN: ACTION AT THE ALCHEMY INN 


їп areas where there's an inn—the more populated villages and towns across 
Velen, Novigrad, and Skellige—there is sometimes an innkeep with some Gwent 


cards to sell or win. However, some Innkeeps are particularly proficient at Gwent, and have a unique card to play for. The first one to 
choose is Stjepan. Visit the second city of Oxenfurt, and locate the Alchemy Inn (toward the center of town) to challenge him. Remember 


to purchase the cards he has for sale at the earliest point (to augment your deck). 


‘Stjepan favors the Nilfgaardian Empire. Beat him, and claim the following card. Afterward, you can challenge the remaining two Innkeeps 


in either order. 


M: Gwent Card: Yennefer of Vengerberg [Neutral Card] 


INNKEEP: CROSSING PATHS AT THE CROSSROADS 


[OBJECTIVE 


Innkoop 
(Nillgaardian Empire Deck) 


Journey to war-torn Velen, and locate the Inn at the Crossroads in southern 
Mudplough territory. After talking to the Innkeep about the Baron and his men 
and purchasing the Gwent cards he has for sale, speak to him again and 
request a game of Gwent. When you beat his Nilfgaardian deck, you receive the 
following card: 


ITEM: Gwent Card: Menno Coehoorn (Nilfgaardian Empire Deck) 


з Crow's Perch, Benek, Oreton, Midcopse 
Characters: Baron Phillip Strenger, Old Sage, Boatwright, Haddy 


me quest becomes avalable when you visit Baron Pil Stenger ftr completing | 
| Main Quest: Bloody Baron. It is advisable to challenge the Baron before starting 
‘Secondary Quest: Return to Crookback Bog (as this is when the Baron's fate is 

‘sealed, and he becomes "indisposed"). 


| Start the quest by visiting the Notice Board in Crow's Perch, and read the notice. 
| ented “Gwent: Looking for New Players" This prompts you to find the Bloody Baron | 
‘and begin your first bout. Of the four available players in Velen, the Baron may | 


Old Sage 


(Sota Pk راا‎ 
| | 
dI Ж ИВИ Е СИ с.) 
Vernon Roche, 
Haddy Midcopse bee No Eredin: Bringer 
of Death 


“Boat either the Old Sage or the Boatwright (or both) to acce: 
**Beat the last of the four players and finish the quest to claim the Eredin card 


| OBJECTIVE: 


Stjepan 
(Mitgaardian Empire Deck) 


OLIVIER: THE CARDS ARE STACKED 
AT THE KINGFISHER 


; OBJECTIVE 


Head to Hierarch Square, and locate the Kingfisher 
Inn at the northeast corner of the square. Enter 
and speak to Olivier; make sure you purchase all 
the Gwent cards he is selling too! Then challenge 
Olivier to the final match. If you already completed 
Secondary Quest: Now or Never, Olivier may be 
indisposed. I this is the case, you cannot purchase 
алу cards from him, but you can claim his unique 
card; check the back room in this Inn. Beat Olivier's 
Monster deck and you receive the final available Gwent card for this quest. 


ITEM: Gwent Card: Tibor Eggebracht (Nilfgaardian Empire Deck) 


Olivier (Monster Deck) 


THE BLOODY BARON: DON'T BE A STRENGER 


| OBJECTIVE 


After reading about a local Gwent group, first on 
your “to fleece" list is the Bloody Baron himself; 
you'll find him in his main hall in the upper 
stronghold at Crow's Perch. However, if you started 
Secondary Quest: Return to Crookback Bog, finish 
this up first, and once the Baron has met his fate, 
look for a tiny chest on a sideboard in the hall 
instead, which has notes of who is next to face. 
Whether you challenge the Baron or not, you receive 
the following card, and the ability to challenge both the Old Sage of Benek, and 
the Boatmaker of Oreton. 


ITEM: Gwent Card: Sigismund Dijkstra (Northern Realms Deck] | 


Baron Phillip Stronger 
(Northern Realms Deck) 


OLD SAGE: THE SOOTHSAYER SUBMITS 


Journey to the eastern 
hamlet of Benek, and 
locate the Old Sage 
sitting outside his 
cottage. Bring some 
food with you in сазе 
the geezer requests 
some sustenance. The 
Old Sage has a quest 


ITEMS: Gwent Card: Crone: Weavess (Monster Deck] 


(Secondary Quest: The Truth is in the Stars), but it doesn't need to be completed first. Challenge him and secure the following from his Monster deck. Then you can 


challenge Haddy. 


BOATWRIGHT: DON'T BET ON THE BLACK ONES 


| OBJECTIVE 


HADDY THE CARD PRODIGY: HADDY-NUFF YET? 


Boatwright 
(Wilfgaardian Empire Dock) 


In southern Velen, on the northern shore of Lake Wyndamer, is a Boatwright 
who's happy to challenge you to a Gwent battle. Perhaps it's the Black Ones 
who have commandeered the village that persuaded him to pick a Nilfgaardian 
Empire deck? It matters not; claim victory and the following card. At this point, 
you can also challenge Haddy. 


ITEM: Gwent Deck] 


etho of Gulet [Nilfgaardian Emi 


THE FREE CARDS OF NOVIGRAD 
VIMME VIVALDI: DON'T BANK ON IT 


j OBJECTIVE 


‘Some libelous claptrap on the Hierarch Square notice board accuses Vimme Vivaldi of being a cheat. While this isn't the case, he is а 
tough opponent. Head over to his bank (where you can also exchange Orens for Crowns) and beat him in card combat. Only then can you 
‘add Vesemir to your deck! Retrieve the card, and then head to challenge the next opponent. 


ITEM: Gwent Card: Vesemir [Neutral Card] 


mo bustling free city of Novigrad has a few extremely proficient Gwent players. 
Feel free to speak to them about other matters, or start this quest by reading 

|| the notice pinned to the board in Hierarch Square (in front of the Kingfisher inn), 

| mentioning that тте Vivaldi is a cheat. 


1 
| 
| Itis advisable to challenge Sigismund Dijkstra once you complete Main Quest: | 
| Count Reuven's Treasure, and definitely before Secondary Quest: Reason of State. | 
|| If not, Sigismund is indisposed, leaving you one less player to challenge and you 

| receive Nis card automaticaly | 


You can also try playing this quest as early as possible (before meeting Dijkstra): 
The quest initially concludes after you beat Marquise Serenity, but don't despair; 
‘once you finally find Dijsktra and complete Count Reuven's Treasure, you can pick up. 
this quest again. 


To the west, in the village of Midcopse (where you 
first set eyes upon Keira Metz), there's talk of a child 
prodigy, and sure enough, you find him playing in 
the grass on the south side of the village, Challenge 
Haddy to a game of Gwent, and better him to obtain 
his unique card. You also receive an Eredin Leader 
card for completing this quest too (usually from 
Haddy, or from the Old Sage or Boatwright if you 
didn't challenge these players in the order shown), 


Maddy 
(Northern Realms Duck) 


ITEMS: Gwent Card: Vernon Roche [Northern Realms Deckl, 
Gwent Card: Eredin: Bringer of Death (Monster Deck; for 
completing quest] 


Locations: Bank of Vivaldi (Hierarch Square), Passiflora (Gildorf), 
Bathhouse (Gildorf), Scoia'Tael Trader Camp [Unmarked] 

Characters: Vimme Vivaldi, Marquise Serenity, Sigismund Dijsktra, 
Scoia’Tael Trader 


ra 


Vimme Vivaldi 
(Scola Toot Deck) 


No 
Marquise Nifgaardan | | 
Serenity Passiflora (Gildorf) Empire. No | Morvran Voorhis 
Sigismund Northem 
Distra" | ae (Bo) Realms E [panim 
Camp outside. Cirila Fiona 
ы Novigrad City, Elen Rianno 
M northwest of. ScoiaTael No and Francesca. 
Lucian's Windmill Findbair: The 
in the woods. Beautiful" 


"If Dijkstra is Indisposed. the Scoia Tel trader is the sole player 
"Beat four players and finish the quest to claim the Francesca Findabair card 


е last of 


GWENT 
QUESTS 


483 


484 


MARQUISE SERENITY: PLAYING AROUND WITH THE MADAM 


OBJECTIVE 


Journey to St. Gregory's Gate by the bridge to Temple Isle, but stay in Gildorf and visit the high-class brothel 
Known as Passiflora. Aside from extra-curricular activities to try, and a number of cards you can purchase 
from the Marquise herself, Serenity can also be challenged for her unique card. Win, and claim the following: 


ITEMS: & ‘ard: Morvran Voorhis (Nilfgaardian Empire Deck] 


SIGISMUND DIJSKTRA: 
CUTTING HIM OFF AT THE KNEES 


| OBJECTIVE 


Once Main Quest: Count Reuven's Treasure nas 
been completed, and you're on good terms with 
Sigismund Dijsktra (but long betore the madness of 
Secondary Quest: Reason of State), journey to the 
Bathhouse (under the long, elevated cobblestone 
walkway south of St. Gregory's Gate). Challenge this 
portly spy to a game, and gather a special Northern 
Realms card for your troubles. Should Dijsktra 

be indisposed, this card is awarded by the next 
player automatically. 


ITEM: Gwent Car 


Esterad Thyssen (Northern Realms Deck] 


Locations: Rosemary and Thyme (Novigrad), Temerian Partisan Camp; 
Saven Cats Inn, Kaer Morhen, Nowhere Inn 
Characters: Zoltan Chivay, Vernon Roche, Lambert 


[2 snna J 


| Perhaps the most difficult of the Gwent Quests involving specific individual players, 
|| fining the player in question is half the battle here! Therefore, it's worth checking at 
each quest objective (below) for exact times and quests to finish before each 
| is faced. 


Zoltan Chivay No Etme 

Vernon Roche | Partisan Camp рүн Yes Soesenthessis 
(бизне) — 
Seven Cats Inn, 
Kaer Morhen, 

umet М n Эш s Triss Merigold 
(Novigrad) 


SCOIA'TAEL TRADER: WILD WOODLAND PLAYER 


The only Big City 
player left is actually 
outside the city, in the 
woods to the west 

of Farcomers, on a 
forested hillock above 
the woodland trail 
northwest of Luclan's 
Windmill, Locate this elf 
and his band of merry 
non-humans. If you remember Geralt's past exploits, this elf was saved, and is 
suitably happy to see you. Buy anything you need, then claim your final cards 
after a triumphant Gwent bout. You receive the Trader's card (Cirilla), the card for 
finishing the quest (Francesca Findabair). 


ITEMS: Gwent Card: Fiona Elen Riano (Neutral Card), Gwi 
Francesca Findabai 


OBJECTIVE 


Find Zoltan outside the 
Rosemary and Thyme, 
once the brothel is 
back in the hands of 
Dandelion, after Main 
Quest: A Poet Under 
Pressure is complete 
(you can play Gwent 
during this quest 

while you wait for 

the ambush). Don't forget to help Zoltan during Secondary Quest: A Dangerous 
Game, especially as there are three additional cards to gather as rewards during 
this quest! Or, wait until after you finish Secondary Quest: A Deadly Plot. Locate 
Zoltan, challenge and crush him, and claim the following: 


ITEM: Gwent Card: Eithne [ScoiaTael Deck] 


VERNO N ROCHE: LAMBERT: AN EFFUSIVE END TO AN ELUSIVE HUNT 
A PATRIOT... AND A REAL SON-OF-A-BITCH 


| OBJECTIVE 


| OBJECTIVE 


Lambert is a slippery customer at the best of times, 
and his Gwent-playing access is no different! One 
option is to continue until Main Quest: The Final 
Trial has concluded, and play him in Kaer Morhen. 
Another option is to begin Secondary Ouest 
Following the Thread, and corner Lambert during 
this quest (usually as you're walking with him to 


Journey east of Oxenfurt, into Gustfields Territory, 
and locate the Temerian Partisan Hideout, between 
quests that involve Vernon Roche, or just after the 
completion of Secondary Quest: A Deadly Plot. Find 
Roche around a campfire, and challenge him to a 
bout of Gwent. If you decided not to intervene when 


Dijkstra takes over after the Radovid assassination, a location). Prior to Main Quest: The Battle of Kaer Lambert (Scola Тае! Deck) 
Roche is killed and no longer accessible, but his Vernon Roche Morhen, you may also find Lambert at the Nowhere 
card can be found at the resistance camp. (Northern Realms Deck) Inn (Novigrad). After this quest, Lambert either departs with Keira Metz, or dies in 


the battle; find the card in his bedroom in Kaer Morhen's Grand Hall. Or gather it 


Note that if you discovered Thaler before you defeat Roche, Thaler wil join this e. tie Gwent bout. The quest then concludes 


quest as well rather than having his own as detailed on the following page. 
Gather the following once you win: 


ITEM: Gwent Card: Saesenthessis (Scoia'Tael Deck] 


ITEM: Gwent Card: 


riss Merigold (Neutral Card] 


SPOILER ALERT Ж; 


Locations: Troll Cave (Unmarked), Nowhere Inn | OBJECTIVE 
Characters: Thaler 


Thaler appears later on in your adventure, Whether 
— 7 not you've challenged the other Gwent players, 

You must begin Secondary Quest: A Deadly Po, and complete it for Thaler to | once you start Secondary Quest: А Deadly Plot, you 
become availabe to play. If you ignore Thaler during this quest, attempt to find him are tasked with rescuing Thaler himself. Once freed 
at The Nowhere Inn (Novigrad), or prior to Secondary Quest: Reason of State to, | from the Troll Cave (located in the woods northwest 
avold disappointment. ) of Hanged Man's Tree), but before the quest 

ends, a new quest called “Gwent: Playing Thaler” | 
commences. Challenge this foul-mouthed spy toa Thaler (Scola Тае! Deck) 
game, and claim your hard-fought prize. 


ITEM: Gwent Card: Geralt of Rivia (Neutral Card) 


i 


WILD ISLANDERS: UNIQUE CARDS & 


Locations: Kaer Trolde, Kaer Trolde Harbor, Gedyneith, Kaer Muire. 


Characters: Emrion, Crach an Craite, Sjusta, Gremist, “Madman” Lugos 


‘Trolde Harbor; it mentions that the druid Ermion is a keen Gwent player, and happy 
|, to give lessons. Head to him, first. 


me only possible confusion is that “Madman” Lugos is likely to be indisposed the 


further along your adventure you are, and three players tend to move around the island | 
of Ard Skellig too, so check your world map and the following information carefully. It's 
wise to conclude this quest before Main Quest: The Battle of Kaer Morhen. 


Crach an Crate | Kaer Trolde Monster Yes | Draug 
г den the Tailor | Kaer Trolde Harbor Î Northern Realms. No E) 
Mir the chaos of wrangling 00 Рав to play with, this questi relatively | бетә chen IE | No | Mysterious Ei 
| эгидип. cos he wild and windswept sland of Ard Selig you fnd al | 5 кє "— 
five of the Gwent players for this quest. Begin by visiting the Notice Board in Kaer | Oe oF Ka Monstar Yes Tene 
| Muire 4 Katakan" 
| 


е last of the five players and finish the quest to claim the Emhyr var Emvels: 
The White Flame card 
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ERMION: A DUEL WITH A DRUID 


OBJECTIVE 


Ermion is your first 
Challenge on the isle 
of Ard Skellig. He can 
be found in a variety of 
locations depending on 
your questing, but it's 
usually available inside 
Kaer Trolde's great 
banquet hall, or over at 
Gedyneith. Challenge 
him to a bout, win, and claim the following card. Afterward, he makes mention of 
Crach, Sjusta, and Gremist as possible future opponents. If Crach is indisposed, 
you skip his bout. You are free to challenge Crach, Sjusta, and Gremist in any 
order you like. 


(Monster Deck] 


\ Саг 


CRACH AN CRAITE: TAKING A CRACK AT CRACH 


Crach an Crate can be found in Kaer Trolde keep, 
or by the harbor if you're intending on utilizing him 
during the last part of the Main Quest. If you've 
finished the Main Quest, and he's "indisposed," 
and you receive his card automatically. Otherwise, 
pick a (card) fight with your friend, and secure the 
following card. 


Crach an Craite (Monster Deck) 


ITEM: Gwent Card: Draug (Monster Deck] 


“MADMAN” LUGOS: FINAL CLASH AT CLAN DRUMMOND 


| OBJECTIVE 


ITEMS: Gwent Card: Vampire: Katakan [Monster Deck], Gwent Card: 
Emhyr var Emreis: The White Flame (Nilfgaardian Empire Deck] 


Locations: Everywhere! 
Characters: Almost everyone! 


| This quest begins the first time you obtain any Gwent card to add to your collection. 
| A better question would be; “when does this quest end?" See below. Í 
— — 


SJUSTA: TAILORING YOUR GWENT DECK 


OBJECTIVE: _ 


Before you leave the 
settlement of Kaer 
Trolde, take a stroll past 
the Herbalist, and look 
for the tailor's shop on 
the right (east) side of 
the main thoroughfare 
before the New Port Inn. 
Challenge this portly 
purveyor of fine island 
threads to a bout of Gwent, obtaining the following card: 


ITEM: Gwent Card: Yaevinn (Scoia'Tael Deck] 


GREMIST: A GWENT PLAYING TEMPEST FOR THE 
CROTCHETY ALCHEMIST 


[ OBJECTIVE: 


The crotchety and tiresome old druid, Gremist, is 
puffing on a pipe in the general vicinity of the sacred 
oak, by a small cave and pond. He's initially reluctant 
to even talk to you, until you complete Secondary 
Quest: Practicum in Advanced Alchemy. Once this 

is over, approach him regarding a possible game of 
Gwent, and goad him into a bout. Win the following 
from him: 


бет! 
(Nillgaardian Empire Deck) 


ITEM: Gwent Card: Mysterious Elf [Neutral Card) 


Your final opponent on the Isle of Ard Skellig is the 
unpredictable “Madman” Lugos, Jarl of Kaer Muire. 
He's best approached before he takes a side during 
Main Quest: The Sunstone. Find him at his keep 
(Kaer Muire), or arguing with other ans at Kaer 
Trolde. Another option is to speak to him at the end 
of Secondary Quest: The Cave of Dreams, on hls 
throne at Kaer Muire. Secure victory, and you can M 
claim both his card (the Vampire: Katakan), and an m 
Emhyr var Emreis when the quest is complete. Is this chap going by the new 
name “Indisposed” Lugos? Then search his room for the cards. 


тәп” Lugos 
ler Deck) 


This just might be the 
most difficult non- 
combative quest you'll 
ever undertake! То 
complete it, you must 
collect every single 
Gwent card with a 
unique name; a total of 
154 cards from the 223 
available. The other 69 
cards are duplicates. 


A rare example of a card collected in a quest, and picked up 
by looking for it: Almost all the Gwent cards are collected from 
sellers and players. 


OBJECTIVE: OBJECTIVE: 


edi pan d be ceo Le | h KOE wr tto rcu aU 
Meier Was | BET dann rco cs. 


For example, there are three “Ghoul” cards you can obtain (above), but you only Some cards, such as the three "Crones" cards, have an identical first name, 
need one for the quest objective. However, you should gather all three (and any but a different second name. For example, “Crone: Brewess," “Crone: Weave: 


other duplicate cards) if you want a more powerful deck and Crone: Whispess." In this case, all three Crone cards need to be collected. 
The Leader cards have this distinction too, so you'll need all of each faction's 
leader cards, not just one. 


GWENT CARD COMPLETION TABLE /¥ ITS ON THECARDS COLLECTIO! 


The following table reveals the totals for each type of card, as well as how 

each type is collected in a general sense. For specific locations, consult the 
Complete Card Checklist (page 782). Remember! Only the unique cards are 
nee 


The Complete Card Checklist in the Appendices chapter (page 782) has a list of how 
to obtain every single card, including all duplicates (so you can figure out which 
duplicate is easiest to get). All cards found during Hearts of Stone as well as Blood 
ded, not any duplicates. and Wine are Included, too. Good luck! 


Н i 

Н Г 
Base Dock (you start with thes) C5 КОЛЖ Е ЕНИ Ха ЕЛ8 0: ° 0 
Purchased from a Trader or Vendor (all Territories except Toussaint) № 10 4 2 15 2 2 2 n 2 qm 0 0 йй 
Won from a Gwent Payer (Merchant) al Tentories except Toussant Ys 5 з 0 9 0 9 0 2 0 15 | EE 
During Main Ouest: трепа Audience (rom Nobleman (page 153) wo | o ECE ECE ECA KE KU 1 joo} E 0 0 1 ЕЕ 
‘During Secondary Quest: А Dangerous Game (page 205) No 0 0 0 0 0 1 0 1 0 1 LUN ЫХ 3 59 
‘During Secondary Quest: A Matter of Lite and Death (page 207) No 0 1 0 0 0 0 0 0 1 0 0 a 
During Secondary Quest: following the Tread (page 385) No 0 0 0 1 0 0 0 0 0 0 0 0 1 
During Secondary Quest: Shock Therapy (page 419) No 0 0 0 0 0 0 0 0 0 1 0 0 1 
During Secondary Quest High Stakes (age 488) ЖЕЕ МАСС ТИРӘ ЕЕ ЕГИ ЕЧ (СК ГТА pike 4 
During Gwent Quest: Playing Innkeeps (page 481) No 0 1 0 0 0 2 0 0 0 0 0 0 3 
During Owent Quest Velen Players (page 482) „үа ү Реал ОТА. 5 
During Gwent Quest: Big City Players (page 483) No 0 2 0 0 0 1 0 1 1 0 0 0 5 
During Gwent Quest: Ok Pls (page 484) DN Lee 0 3 
During Gwent Quest: Playing Thaler (page 485) No 0 1 0 0 0 0 0 0 0 0 0 0 1 
During Gwent Ouest: Skelige Sie (page 485) САН ИЕШЕ ЛЕЗ ЕЕНУДЛ КЖЕ ЫГЫ ТГЛ ҮП! 6 
‘During Hearts of Stone (won from Player) No 0 2 0 1 0 0 0 0 0 1 0 0 4 
During Hearts of Stone (picked up; loose card) Fr жЕ? ° £ 
‘Base Deck, during Blood and Wine Secondary Quest: To Everything ~ 
Tum, Tum, Tournament! (page 491) No 1 0 0 0 0 0 0 0 0 0 1 2 24 
Won from а Gwent Player during ether Blood and Wine Gwent Quest [ | | } 
Never Fenr, Sagen Here! page 492) or Gwent Quest To Everything- MW з о.о 0 о 0 0 0 о о т" me 
Tum, Tum, Tournament! page 491) | | | l | { 
‘During Blood and Wine (picked up; loose card, Secondary Quest: € em sejene 
TW Death Do You Part, page 472) nene 0 0 a 
TOTAL = | con Pate} |н | „ „ „ „ spese e Te 
(* Neutral Card: Gaunter o bim can be either purchased or won during Hearts о! Stone Main (*** Scola tael Card: Barclay Els can be purchased (one of two diferent vendors, OR rewarded in 
‘Quest: Open Sesame, page 294) Blood and Wine Secondary Quest: Till Death Do You Part) 
("< Monster Card: Vampire: Breza can be either won ina Secondary Quest: A Matter of Ше and  (**** King Bran can be won during the Gwent Quest: To Everything - Tur, Turn. Tournament! OR 
Death, OR rewarded in Blood and Wine Secondary Quest: Tili Death Do You Part) by challenging a Player during Gwent Quest: Never Fear, Skellige s Here!) 
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Locations: St. Gregory's Gate, Passiflora (Unmarked), 
Northern Dock Warehouse (Unmarked, Kingfisher Inn (Unmarked) 


Characters: The Sneezing Scribe, Madame Sasha (Cantarella), 
Patrick Hazelnut, Bernard Tulle, Finneas, Count Tybalt, Tim Knott, Harald Featherbuns, 
Bramble Fruntenstroch 

Enemies: Bernard's Men 

Recommended Items: 1,000 Crowns. Above-average Gwent deck. 


— QUESTING DECIS! — 


J| This Quest begins when you locate a note on a Notice Board, such as the one in 


the upper square, close to St. Gregory's Bridge in Novigrad. You may also enter the 
| Passiflora and locate the Sneezing Scribe without reading the notice beforehand. 
—— 


Find the Notice inviting ай to the Passiflora 
(Novigrad's fanciest of brothels), where Count 
Tybalt is proudly hosting the fanciest of Gwent 
tournaments. There are fabulous prizes, and an 
entrance fee, as well as an above-average deck. 
Head across the upper square to the tall brick 
‘structure (the Passiflora), and push past the 
thronging crowds to the ground level, where a 
‘sneezing Scribe must be talked to. Show him: 


4 GWENT'MASTERYSA*"NECESSIT 


To complete this quest, you must be proficient in the finer and cunning art of 
Gwent card playing. Please consult the chapter of the guide devoted to Gwent 
(see page 92). 


Need to know where every single Gwent card is located, including those from Hearts 
of Stone and Blood and Wine? Then consult the “Gwent: A Complete Card Checklist" 
section in this guide's Appendix, on page 782. 


Need to know the ins and outs of the specific Gwent quests? Consult the Gwent 
* (Gwent Deck) Your above-average Gwent deck. It's not to be sniffed at. Quest section on page 481. 


* (1,000 Crowns) Your entry fee. You can't begin until you've paid it „ cd pon cen: ETE WT] 


If everything is in order, the riff-raff are expelled, and you're free to mingle with ‘Secure the four unique cards contained within this quest! 
the Gwent players and their entourages prior to the start. 


ALL HANDS ON DECK: INCREASING YOUR COLLECTION RATING 


GWENT CARD TO WIN 


(TOURNAMENT VALUE) 
Tibor Eggobracht (6) 
Inn at the Crossroads | Gwent: Playing. 
Barkeep (Velen) Innkeepe Manno Coehoorn (6) 
What constitutes an “above-average Gwent Deck? Well the sniveling scribe who ЕО EMEN Gwent: Volon Players | Latho of бше! (6) 


dictates whether you're ready for this quest has a special system that counts 
specific cards (that you've obtained by beating certain Gwent opponents), and he | Haddy the Gwent Í Midcopse (Velen) | Gwent: Velon Players | Vernon Rocho (6) 
assigns them a “Tournament Value." He keeps this information to himself; it is бобу 

never shared with you. The only information you receive is the previously-listed Marquise Serenity Passiflora (Novigrad) pec BC Morvan Voorhis (5) 
Objective, which distilis all of the ende s calculations Into an overall rating from ү 


1 to 5. Simply return to the Scribe with a “сштеп! collection rating” of five. Sigismund Diketra Bathhouse Wovgrad) wnt 000 gend Thyssen (6) 
Easier said than done! 

5098188 Camp Gwent Big City ola Fiona Elen 
The Scribe's secret card values can range from 0 to 7 points, depending on the | аав Mader (northwest of pes 
card's abilities and power. The adjacent table lists every Gwent card the Scribe Luins Windia} 
deems worthy of value. The higher, the better! To take part in this tournament, Zoltan зе and Thyme Gwent: Old Pals Eithne (6) 
the sum of your Tournament Value points in your deck must be bigger than 70 al 
(Which will update your Objective and increase your rating to 8 ) It doesn't à N 
matter if you have a few power cards, or a load of weaker ones. ene” o sido 

Troll Cave (northwest 

‘of Hanged Man's. 

Thaler Tree) or Nowhere Inn. Gwent: Playing Thaler | Geralt of Rivia (7) 
Novigrad) 
" А - Y Kaer Trolde or 
So what's the fastest way to reach a deck worth 70 “Tournament Value Points” or еле буда Gwent: Stenge Stl | Lashon 6) 
more? By beating the following opponents in the Gwent Quests listed previously Sielig) 
in this chapter, and in the following table! Of course, this isn't the easiest way Kaer Trolde (Ard 
h an Crate Gwent: Skelli 

to reach the total, as these Gwent players аге no pushover! So if you're finding Grach an Crate | Seog) bone БАЈ 


them too tough, look for cards listed in the "Powerful Cards to Find" table 
instead. However, as the tournament players in this quest are among the most 
proficient, you should take every opportunity to practice first. 


OBJECTIVE: _ Д ау || MEET AND MINGLE: 
ERI UE " Tz PRELUDE TO THE TOURNAMENT 


[OBJECTIVE — — 


The following table shows the cards that have a Tournament Value associated 
with them. Find these first! But where are they? Check the Complete Card 
Checklist on page 782 to find out! 


Complete Card Iss. 


CARD VALUE: STRENGTH | TOURNAMENT VALUE 
ag = i What about Tim Knott? Or Harald Featherbuns? Or even Bramble Fruntenstroch? 
= These are contestants too, but are faced by your main opponents in the opening 


Impenetrable Fog = 1 3/13 
— * Ы Not sure you'll win against this Halfling mushroom-picker? Then it's wise to save — | 
Clear Weather 5 1 EE KOAR DAN кА and ry Rad | 
Riordain 1 1 
Cahir Mawr Dyffryn aep Caellach 6 2 
= = 
Emiel Regis Rohellec Terzilf 5 2 $ 
Fire Elemental % П Did you lose any of your matches? Then Sasha comes over, asks about the deal, 
! must agree to it. he 
ка Emean эр Sy 0 2 D ина reed ed ر ت‎ 
Plague Maiden 5 2 S| 
Vesemir 6 2 
| Zoltan Chivay 5 2 
rachas Behemoth 6 3 
Crone: Brewess 6 3 
Crone: Weavess 6 3 
Dennis Cranmer 8 3 
Flavandrel 5 3 
VERA о E Madame Sasha Tim Knoll Harald Featherbuns 
Vampire: Garkain 4 3 
Vampire: Katakan 5 3 You meet one of the contestants; a comely woman 
Vilentretenmerth 4 3 named Sasha who talks to you about the rest of the 
жей $ 3 players, and their hangers-on. She tells you of Patrick 
j^ r E Hazelnut, who never goes anywhere without his 
three warrior women (with other talents, too). There's 
— 1 a Bernard Tulle, a Halfling farmer. There's Finneas, a 
Ийне о — half-elf who hates outcasts (rather odd, considering 
| Shilard Fitz-Dostorlon 4 5 Bramble Fruntens his lineage). And of course, there's Count Tybalt 
Sigismund Dijsktra 4 5 himself, who is reputed to be fabulously wealthy. Be 
| Wiss Merigold 7 5 Mingle in the room, visiting Patrick, Bernard, and Finneas, and discover Sasha's Ёй 
Yenneter of Vengerberg 8 5 overviews are very accurate. Then the Count appears. After laying down the rules, — & 
Drug 10 6 and randomly assigning your first opponent (Bemard Tulle), the tournament begins! 
Ете 10 D 
5555 10 б THREE BOUTS AND A BEATING 
71] 10 в Bil А 
Leshen 10 6 = 
Letho of Gulet | 1 в 
Menno Coohoom 10 6 
Morvran Voorhis 10 6 
Phiippa Eihart 10 6 
Saesenthessis 10 6 
Tibor Eggobracht 10 6 
Vernon Roche 10 6 
| Gira Fiona Elen Riano 15 7 
бегий of Rivia | 15 7 
| Kayran | 8 7 


Sit down and play your first match with Bernard Tulle, who is a most gracious 
loser. Should you win, you receive Bernard's unique card; this is the only 
‘opportunity to win it. 


ITEM: Gwent Card: Foltest: The Steel Forged (Northern Realms Deck} 
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Madame Sasha 
(MNillgaardian Empire Deck) 


Afterward, Sasha heads over for a talk. She won her round, too. She also asks if 
you're interested in hearing a proposition from her. Answer in the affirmative. Or 
don't; the next round starts anyway. 


Follow Sasha outside, where she asks whether you'd be interested in helping 
her steal the count's treasures. You also learn how she knows of you—through 
the sorceress Fringilla Vigo—as well as a different type of reward if you win 
the tournament outright. As luck would have it, you are paired with Sasha for 
your next bout, though she isn't about to give up without a battle of cards. Head 
upstairs to her table. Win, and receive the following unique card; this is the only 
opportunity to win it. 


ITEM: Gwent Card: Emhyr var Emreis: The Relentless 


(Nilfgaardian Empire Deck] 


| OBJECTIVE 


Your third bout is against the pompous ass Finneas. 
There's no time to save your progress; the bout 
commences immediately! You find his table, sit 
down, and give him another reason to hate mutants. 
Win, and receive the following unique card; this is 
the only opportunity to win it. 


Assuming you win, Finneas rants about how he 
wants to gouge out your devilish eyes. Stand up, and 
then knock Finneas about the place with your fists until he's unconscious. 


ITEM: Gwent Card: Francesca Findabair: Queen of Dol Blathanna 
| (Scoia'Tael Deck] 


FINAL BOUT: OUT FOR THE COUNT 


| OBJECTIVE 


The Count congratulates you on both your victories 
Now sit down with him, and win your final bout with 
the Count! Once you claim the title of Tournament 
winner, you can take the Counts unique card; this is 
your only opportunity to win it. 


ITEM: Gwent Card: Eredin: Destroyer of — | 


Worlds [Monster Deck] 


Count Tybalt 


FLEECING AT THE PASSIFLORA 


| OBJECTIVE 


Whether you win or lose, to the victor goes the spoils. . well, they would if they hadn't 
just been stolen! Sasha was in the same room as you, so she wasn't responsible. 


Agree to recover the coin with her. She immediately uses her verbal charms on а 
quard, which allows you upstairs to where the coin was stolen. 


Once the guard departs, use your Witcher senses to uncover the following: 
* A corpse showing wounds struck at odd angles. 
* Something heavy, dragged onto the terrace. 


* Head onto the terrace, turn right, and inspect a crossbow bolt with a line tied 
to it. The line has been cut; probably used to lower the sack of coin to an 
accomplice below. 


| OBJECTIVE: _ 


Descend through 
the Passiflora to the 
cobblestone streets 
outside, moving to the 
fountain (northeast of 
the building) where the 
other end of the rope 
may be found. Use your 
Witcher senses to spot 
it, and the faint smell 

of cinnamon. Follow the clouds of scent to a fallen crate on the nearby street. 
Sasha notices the guild markings belong to a trading company. She tells you 
where the ship had off-loaded its shipment of spices, 


BERNARD'S BAG OF CROWNS 


| OBJECTIVE 


Head to the northern side of the Docks district, and locate the last warehouse 
along the wharf. Sasha stands there, telling you there are six fellows of disrepute 
inside. With the front door locked, head around to the rear of the structure, 

and look for the loading window about the wooden scaffolding, Clamber up 

Onto it, into the warehouse, and drop down inside. A few moments later, you 
catch the thieves. 


It seems your diminutive Gwent opponent was picking more than just 
mushrooms in preparation for this heist. After revealing Sasha's true role in all 
of this, Bernard sets his goons on you, There's Bernard and his five men to cut 
down to a size smaller than a Halfling 


END: IT'S DEFINITELY ON THE CARDS 


Sasha wants half the loot. Accept her invitation for dinner at the Kingfisher Inn, and 
learn her true name, Cantarella (or at least, as close as you're going to get to know). 
At dinner, talk soon tums to heading upstairs. You can: 


* Agree, and spend some quality time in one of the Kingfisher Inn's bedrooms, 
uncovering more about Sasha. Almost all of her, in fact. 


* Disagree, and spend the night counting your cards, instead of girding your loins. 


The quest then concludes. 


Carnal Knowledge: Madame Sasha. 


ITEMS: Gwent Card: Foltest: The Steel Forged, 
Gwent Card: Emyhr var Emreis: The Relentless, 


Gwent Card: Francesca Findabair: Queen of Dol Blathanna, 
Gwent Card: Eredin: Destroyer of Worlds 


OVERVIEW 
There are three Gwent-related quests within the Duchy of Toussaint. The two main Gwent quests are covered in detail below. In addition, there is ап unmarked Gwent 
quest ("Using Your Loaf*") which is detailed during the Blood and Wine Main Quest section, on page 351 


Related Quests: Gwent Quest: Never Fear, Skellige's Here! 

Locations: The Pheasantry Inn (Unmarked] 

Characters: Count Martin Monnier, Dante d'Brado, Eric van Vrog, 
Agnetha Skold, Hamat ogn Dangbahli, His Excellency the 
Ambassador of the Empire of Nilfgaard Master von Hinn, Gromm, 
Argoin, Yaki Rafiberg, Herald Slama, Gwent Purists 

Enemies: Argoin, Gromm, Yaki Rafiberg 

Required Items: A Skellige Clans Deck [mid-quest) 


SKELLIGE CLANS INVADE THE GAME OF GWENT 


NIE 


1 This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 
| or at any time afterward. The quest can begin in one of three ways: 


| You can read a note pinned to a Notice Board, such as the one at the Gan piace 
(Beauclair) that reads "The Great Beauclair Gwent Tournament," which beckons 
interested players to register at the Pheasantry, and mentions a new Gwent faction 
developed by the organizer, Count Martin Monnier. 


[| Alternativ it can also be started by reading any of the Gwent Tournament Posters, 
which are hanging on various spots in the city. Or, you can start the quest by winning | 
l а Skellige Card from any of the Gwent playing Merchants in Toussaint, 


Visit The Pheasantry, 
head into this drinking 
establishment, and exit 
via the doors to the 
west, flanked by two of. 
Count Monnier's guards. 
This leads to an exterior 
гоо! veranda offering 
spectacular views of the 
palace and lake, and 
steps down to the lakefront thoroughfares (another way to reach the Count) After 
Monnier is finished speaking to Dante d'Brado (some toff of no importance to 
you), sit down to chat with the Count. He explains the tournament is to be more 
than a mere diversion; he wishes to spread word of his dearly-departed brother's 
brainchild: a new Gwent faction called Skellige (or Skellige Clans). 


You should ask him more about the faction, and where he got the idea from, 
and then agree to take part in the tournament. You are accepted, but on one 
condition; you must play using the Skellige Clans deck! After you understand 
each other, Monnier points to a fancy trophy (that would look great on your Corvo 
Bianco mantle), and hands over a basic Gwent deck. It Seems Моппіег' brother 
gave away or lost the best cards! 

ITE Skellige Clans Deck (Basel 
The new objective, to win interesting cards from players in Toussaint, is your next 
plan, up to a deck value of 24. Additionally, if you do not have the quest yet, you will 
get the Gwent Quest: Never Fear, Skellige's Here!, which will ask you to gather all 
remaining 19 cards from the Skellige Deck (see page 492). Once you have a deck 
worthy to play in the tournament, your objective updates again. 


Once you have a Skellige Deck King Bran himself would be chuffed to play 
with, return to The Pheasantry, and weave your way through the commotion at 
the main door (the only way into the inn). A group of Gwent purists lead by four 
dwarves are loudly protesting outside. Leave them to their seething rage, and 
speak to Count Monnier's Guard. Present your deck and he lets you in. 


Inside the inn, Count Monnier asks how you've found the Skellige Clans deck; 
answer as you wish, before he begins the introductions regarding the finest 
Gwent players from the farthest corners of the globe. These include an Ofen 
merchant, a lass from Skellige itself, and a Nilfgaardian Ambassador who'll be 
facing the winner in 

a semi-final. Before 
you begin, you can 
optionally ask what 
factions the others 
will play, and what the 
protestors are wanting. 
Then request that the 
tournament begins. 


TWO BOUTS AND ANOTHER BEATING 


Erie van Мод 
(Northern Realms Deck) 


Agnetha Skold 
(Scola 'tael Deck) 


GWENT 
QUESTS 


Em 


Baw] 


Namal ogn Dangbahli 
(Monstor Deck) 


The tournament begins! їп round one, Agnetha Skold faces Eric von Vrog, while 
you pit your wits against Hamal the Оеп merchant. Ната! has a side wager 
he'd like you to think about; he's taken with the silver ‘sword you have slung on 
your back. If you win, he'll give you a steel sword that is equally as precious, but 
if you lose. he gets your sword! You can: 


de. Refuse this crazy plan; you don't want to lose that sword! The Gwent bout 
continues as would a regular match. If you win, you progress to the next round. If 
you lose, you play no more matches, but this quest still continues (and the trophy 
won't be yours), 


$ Agree to this. The Gwent bout continues, and afterward, you must surrender your 
silver sword if you lose. However, if you win, receive one of the merchant's prized 
swords, Blave! 


ITEM: Steet Sword: Blave | 


Ld 


Are you concerned about losing a prized silver sword? Then simply swap it with any 
old silver sword you're carrying (or storing) before you head to The Pheasantry to 
begin the competition. That way, Hamal doesn’t get anything irreplaceable. Or you 
could reload your game. 


SWORD STORINGFORPUNAND GAMES 
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With the first bout out of the way, it seems Eric 

van Vrog and Agnetha Skold haven't had quite the 
civilized bout that you and Hamal enjoyed. Agnetha 
accuses Eric of cheating, but doesn't win any 
diplomatic awards with her tone. Both are ejected 
from the tournament (and you don't ever play either 
of them), The tournament continues. 


# Ifyou won against Hamal, you face Master von 
Hinn in the semi-final. Beat him, and you're one 
step closer to that trophy! Lose, and it remains out 
of your grasp, but the quest continues. 


# If you lost against Hamal, he faces Master von Hinn in the semi-final, 


"DEATH TAE ANY AND ALL NEW FACTIONS!” 


(Nillgaard Deck) 


Once the semi-final 
match is completed, 
there's a slight disruption 
to the competition, as 
the Gwent protestors 
have managed to 

break through the 
Counts guards, and are 
yelling relatively tame 
obscenities (for dwarves) 
from the opposite end of the veranda. You can answer their demands to stop using 
the Skellige Clans deck in any way you wish. It seems the dwarves think Gwent 

15 an ancient pastime with rules set ages ago; there should be four (and only four) 
factions, It's tradition! In fact, the leader of the dwarves feels so strongly about these 
convictions he's ready to “break heids" in defense of it. In fact, he's about to prove it! 


A bout of fisticuffs then breaks out, with you up against three dwarves, each with 
mucky mouths and fast fists. Pummel them and keep moving in this relatively 
confined area. Whether you beat them into submission or not, the conversation 
continues, and takes a less violent turn when you mention Zoltan Chivay. They 
know all about that rascal, and ask how he is. Answer as you wish. When 

alcohol is introduced into the conversation, the Gwent purists soften their tone 

a bit, and Yaki Rafiberg declares himself a participant in the tournament; he'll 
play the victor, if only to see whether this Skellige faction's worth—to use his 
vernacular—a “flamin’ bag o shite,” or not. 


A GWENT MASTER AND A GRAND PRIZE 


Before the party-crashers get their chance to 

play a round of Gwent, you must face off against 
Count Monnier (if you beat Master von Hinn in the 
semi-final). This is a dream come true for him; 
two finalists using his brother's deck! Win, and the 
trophy is yours! Lose, and the trophy isn't yours. 
Either way, the Count is most pleased that this has 
become a legitimate Gwent faction, 


Yaki Ratiberg (Gwent Рип, 
Scola tae! Dock) 


Or as Yaki Rafiberg would describe it; “a bundle 

of pish!” He saunters in, and sits down at the table to challenge the victor. This 
doesn't affect your trophy rights, but if you've beaten Monnier in the final, you 
have a sit down and can school the dwarf at his own game, Win, and the dwarf 
accepts the Skellige Clans is a great addition to the game. Lose, and it takes 
Count Monnier to convince him of this. The quest concludes with a toast to 

the premiere of the new faction. Answer the Count as you wish, claim a small 
reward, and a large trophy. 


If you won against all the opponents (including the dwarf) and you do not 
have the second leader card for the Skellige Deck yet, Count Monnier will git 
it to you. If you won against everybody but already have it, he will double the 
prize (1000 crowns) 


ITEMS: Crowns (500), The Victor's Cup. 


Related Quests: Gwent Quest: To Everything ~ Turn, Turn, Tournament! | 


GATHERING OF THE CARD CLAN 


| OBJECTIVE 


This quest automatically starts after you meet Count Monnier on the veranda 
‘adjoining The Pheasantry Inn, by the lake in Beauclair, and agree to build a 
strong Skellige Clans deck. As the Counts brother gave away or lost many of the 
key cards, you must face local Gwent competitors and win the missing cards to 
bolster your deck, and gain tournament practice to boot. After agreeing to this, 
the main Gwent Quest: To Everything — Turn, Turn, Tournament! updates, and this 
quest begins. 


This Quest is accessible during Secondary Gwent Quest: To Everything - Turn, Turn, 
Tournament. However, you can challenge the 19 Gwent players that offer Skellige 
{ cards at any time during your adventures in Toussaint, and each win counts toward 
"the total cards you need and will start the quest, even if you do not have the Gwent 


KE 3W. 4 #3: INNKEEP AT THE TOURNEY TAVERN 


INTERESTING TING PEOPLE Location: Tourney Tavern (Unmarked) 


Nearest Signpost: Tourney Grounds 
Gwent Deck: Scoia'tael 


There is another objective, "Win interesting cards from players in Toussaint (card value. 
‘must be at least 24)” that is also now active, as part of Gwent Quest: To Everything — 
Тит, Tum, Tournament! This simply allows you to track how many cards you need to 
collect to have a "minimum deck" that is allowed in the Tournament. 


However, a "minimum" deck isn't likely to win the tournament, so it is recommended 


you collect the full complement of 19 additional cards to bolster your deck fully. Innkeep 
A tull Skellige Clans Deck consists of 43 cards: 24 from the Base Deck that Count 

Monnier gives you, and 19 you win during this quest. #4: BLACKSMITH AT BLACKSMITH'S FORGE 
It isn't necessary to play as the Skellige Clans faction when acquiring the 19 

additional cards to add to the 24 cards Іп your Base Deck, but it is worth practicing Location: Blacksmith's Forge 

to ensure you have a complete knowledge of how all the Skellige Clans cards work Nearest Signpost: Tourney Grounds 


(with their specific and group abilities). To this end, you should: Gwent Deck: Skellige Clans 


* Consult the Gwent Training chapter of this guide, starting on page 92, which Card Awarded: Young Berserker 
details all necessary tactics when using the Skellige Clans Deck, 

Visit Corvo Bianco Vineyard (which you own), speak to your Majordomo 
Barnabas-Basil Foulty, and ask if he'd like а Gwent game. You can choose any 
deck, at three different strengths, to play against; this can really sharpen your 
Gwent skills before the tournament! 

The 19 cards you must win can be collected їп any order; the list below shows 
the optimal path for the least amount of back-and-forth maneuvering. Also listed 
is the location of each player, and the "Gwent Deck" they use when playing you. 
Remember you can bet to win each bout as you go, meaning this quest can allow 
you to win a sizeable amount of crowns (up to 100 crowns per match) 


Once all 19 cards have been won, this quest concludes. 


‘© Despite the name, you don't need to actually visit the Isles of Skellige to accrue #5: ARMORER AT ARMORER'S TENT 
and bolster this deck! 
Location: Armorer's Tent 
Nearest Signpost: Tourney Grounds Г 
SKELLIGE CARD HOLDERS: Gwent Deck: Nilfgaardian Empire | 
CASTEL RAVELLO VINEYARD Card Awarded: Skellige Storm 
A single Gwent player is known to carry a card you need; find her in the peasant 
quarters behind the main mansion, in the Sansretour Valley. 
#1: HERBALIST AT THE HERB STORE 
(CASTEL RAVELLO VINEYARD) SKELLIGE CARD HOLDERS: 


THE COCKATRICE INN 


Challenge the Іппкеер at the Inn that resides on a bridge between Sansretour 
Valley and Sansretour Marsh Territories. 


Location: Herb Store (Unmarked) 
Nearest Signpost: Castel Ravello Vineyard 


GWENT 
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Gwent Deck: Nilfgaardian Empire 
Card Awarded: Clan Brokvar Archer 


#6: INNKEEP AT THE COCKATRICE INN 


alist Location: The Cockatrice Inn 
SKELLIGE CARD HOLDERS: Nearest Signpost: The Cockatrice Inn 
TOURNEY GROUNDS Gwent Deck: Skellige Clans 


Card Awarded: Clan Drummond Shield Maiden 
There are four Gwent players carrying cards you crave. All are at the Tourney 
Grounds along the southern edge of Sansretour Valley. 


Inokeep 


SKELLIGE CARD HOLDERS: FLOVIVE 


Location: Barber's Tent The following Gwent player holds a card in the village of Flovive, in the southern 


Nearest Signpost: Tourney Grounds parts of Sansretour Marsh Territory. 
Gwent Deck: Skellige Clans 


Card Awarded: Skellige Storm 


#2: BARBER AT BARBER'S TENT 


'he Barrel and Bung Inn (Unmarked) 
ignpost: Flovive 

Gwent Deck: Northern Realms 

Card Awarded: Cerys 
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SKELLIGE CARD HOLDERS: #11: PIERRE THE TAILOR AT THE TAILOR WORKSHOP 
BEAUCLAIR (ALL DISTRICTS) 


The following ten Gwent players are all within the territory of Beauclair, 
in central Toussaint. 


#8: INNKEEP AT THE PHEASANTRY 


Location: The Pheasantry (Unmarked) 
Nearest Signpost: Nilfgaardian Embassy 


Gwent Deck: Monster 
Card Awarded: Draig Bon-Dhu 


ОЛ 


Location: Tailor's Workshop 
Nearest Signpost: The Gran’ place 
Gwent Deck: Nil{gaardian Empire 
Card Awarded: Young Berserker 


#12: INNKEEP AT THE ADDER AND JEWELS WINERY 


Location: The Adder and Jewels Winery 
(Unmarked) 
Nearest Signpost: The Gra place 


Gwent Deck: Skellige Clans 
Card Awarded: Olaf 


Innkeep 


Location: Perfumery (Unmarked) #13: ARMORER AT BEAUCLAIR ARMORY 
Nearest Signpost: Nilfgaardian Embassy 
Gwent Deck: Skellige Clans 

Card Awarded: Light Longship 


#10: CAMERLENGO AT THE DUCAL CAMERLENGO 


Location: Armory (Unmarked) 
Nearest Signpost: Nilfgaardian Embassy 
Gwent Deck: Northern Realms 

Card Awarded: Kambi 


#14: MERCHANT AT DUPONT & SONS EMPORIUM OF 
Location: The Ducat Camertengo (Unmarked) DIVERSE MERCHANDISE 

Nearest Signpost: The Gran'place 
Gwent Deck: Nilfgaardian Empire 
Card Awarded: King Bran* 


Location: Dupont & Sons Emporium of 
Diverse Merchandise (Unmarked) 
Nearest Signpost: Metinna Gate 


("This is elther aw 
= Turn, Тт, Tourna 


d when you beat this player, or 
nt). 


during Gwent Que 


pey Gwent Deck: Monster 
Card Awarded: Clan Dimun Pirate 


Merchant 
#15: HERBALIST AT THE HERB STORE (BEAUCLAIR] 


Location: Herb Store 
Nearest Signpost: Metinna Gate 
Gwent Deck: Skellige Clans 


Card Awarded: Mardroeme 


Herbalist 


#16: BUTCHER AT BUTCHER'S SHOP 


Location: Butcher's Shop 
Nearest Signpost: Beauclair Port 


Gwent Deck: Skellige Clans 
Card Awarded: Skellige Storm 


#17: MADAME AT THE BELLES OF BEAUCLAIR 


Location: The Belles of Beauclair - House of Pleasure (Unmarked) 
Nearest Signpost: Beauclair Port — 
Gwent Deck: Scoia'tael 

Card Awarded: Mardroeme 


Madame 


SKELLIGE CARD HOLDERS: FRANCOLLARTS 


Both the following Gwent players hail from the village of Francollarts, in 
Caroberta Woods Territory (southeast Toussaint). 


#18: ARMORER AT THE ARMORER'S WORKSHOP 


Location: Armorer's Workshop (Unmarked) 
Nearest Signpost: Francollarts 

Gwent Deck: Northern Realms 

Card Awarded: Clan Drummond Shield Maiden 


 Armorer 


Location: The Scarlet Cardinal Inn 
Nearest Signpost: Francollarts 


Gwent Deck: Nilfgaardian Empire 
Card Awarded: Ermion 


Camerlengo at the Ducal Camerlengo (The 
Leader Card | King Bran Gran'place, Beauclai), OR awarded during Gwent 
Quest: To Everything - Tum, Tum, Tournament! 
Leader Card _ | Crach an Crate | In base deck, given by Count Monnier, 
Unt Card Hjalmar In base deck, given by Count Monnier. 
Unit Card Cerys Innkeep at The Barrel and Bung Inn (Flovive) 
Wit Card Ermion Innkeep at The Scarlet Cardinal Inn (Francolrts) 
1ппкеер at The Pheasantry 
pea Draig Bon-Dhu | itgaardian Embassy, Beauciair) 
Unit Card Holger Blackhand | In base deck, given by Count Manner. 
Unit Card ‘Madman Lugos J In base deck, given by Count Monnier, 
Unit Card Donar an Hindar | in base deck, given by Count Monnier. 
Unit Card Usalryk 1n base deck, given by Count Monnier. 
Unit Card Bima Bran їп base deck, given by Count Monnier. 
Unit Card Bluebay Lugos J in base deck, given by Count Monnier, 
Unit Card Svanrige 1n base deck, given by Count Monnier. 
Innkeep at The Adder and Jewels Winery 
он он (The Gran place, Beauctair) 
Unit Card Berserker In base deck, given by Count Monnier. 
Unit Card "ruit erker in base deck, given by Count Monnier: 
moe ‘Young Berserker | Blacksmith at Blacksmits Forge 
293 (Tourney Grounds) 
ЕЗ Young Berserker | Pierre the Tailor at the Tailor Workshop. 
3013) (The Gran place, Beauclai) 
Cian an Crate 
Unit Card (ots) | Mase deck, given by Count Monnier 
Clan an Crate 
Unit Card 2 of 3) In base deck, given by Count Monnier. 
Clan an Grate 
Unit Card (pato, "ese deck, oven by Count Mane 
Clan Tordarroch 
Unit Card Mn Ibese deck gen by Count Monnier | 
Unit Card a "4^ | in base deck, given by Count Monnier. 
Unit Card "e 8909890 | in base deck, given by Count Monnier 
ud Light Longship — | Herbalist at the Perfumery 
№ 093) (Nilgaardian Embassy, Beauciain 
Unit Card ЕЙ " ne | in base deck, given by Count Monnier. 
Unit Card ЖУ aship (1| in base deck, given by Count Monnier. 
Unit Card eae 2 | in base deck, given by Count Monnier. 
1 
Unit Card из "©" | пке at the Touray Taver (Tourney Grounds) 
Clan Brokvar 
Unit Card ‘Archer (1 013) in base deck, given by Count Monnier. 
Clan Brokvar 
Unit Card qa) | tase deck gen by Cunt Monnio 
m Clan Brokvar — | Herbalist at the Herb Store 
Archer (3 of 3) | (Castel Ravello Vineyard) 
Clan Drummond 
Unit Card Shield Maiden | In base deck. given by Count Monnier. 
01013) | 
Clan Drummond 
Unit Card Shield Maiden | Innkeep at the Cockatrice Inn 
293) 
Clan Drummond 
Unit Card Shield Maiden | Armorer at the Armorer's Workshop (Francoltart) 
18013) 
Merchant at Dupont & Sons Emporium of Diverse 
— Clan Dimun Pirate} Merchandise (Metinna Gate, Beauctair) 
Armorer at Beauciair Armory 
— ак | Маайа Embassy, Beacai 
Special Card тшу I Inbasedeck given by Count Monnier, 
* 
e eee, | Herbalist atthe Heb Store 
= 2013) (Metinna Gate, Beauclai) 
Mardroeme | Madame at the Belles of Beaucair 
за сас тая (Beauclair Port, Beauclair) 
Special Card 12 Storm | Barter at Barbers Tent (Tourney Grounds) 
Special Card Бе Storm | armorer at Armorer's Tent (Tourney Grounds) 
Skelige Storm | Butcher at Butcher's Shop 
Specs СЕЕ (Beaucir Port, Beauclai) 
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OVERVIEW: FISTICUFFS AND EQUINE PRACTICE 
In addition to saving the Northern Realms from the threat of the Wild Hunt, there 
are additional activities you can try, and two types of pastime are fistfighting 
and horse racing. The former allows you to hone your unarmed fighting skills, 
and should be undertaken after reading up on the Training section dedicated to 
this activity. The latter enables you to equip Roach with additional saddlebags, 
saddles, and blinders that help you store more equipment, increase Roach's 
Stamina, and reduce Roach's panic level respectively. All are well worth 
attempting; the horse races should be located as soon as possible. Both are a 
good way to make a little coin, too. 


AVAILABLE QUESTS: FISTS OF FURY 

There are a total of 17 Fistfights to attempt (six quests): There are four in Velen, 
four in Novigrad City, four in Skellige, with a final Champion bout in Skellige once 
all of the original 12 fistfights are completed. In addition, there are three fistfights 
in Toussaint (Beauclair City) and a final Champion bout once all three Beauclair 
fistfights are completed. 


AVAILABLE QUESTS: HORSE RACES 

There are a total of seven horse racing quests (not including the horse-racing 
obstacle course you must complete during Blood and Wine Secondary Quest: The Warble of a Smitten Knight on page 443). There are three races in Crow's Perch 
(опе quest), four races in Velen (one quest), and four races across Skellige (four quests). In addition, there is a Hearts of Stone Race in Gustfields (one quest). They are 
presented as follows: 


— 
Throughout your travels, you may encounter a throng of 
excitable townsfolk baying for one of two pummeling pugilists. 
These are (unsanctioned) fistfights, and there are 13 to 
attempt (four in Velen, four in Novigrad, and five in Skellige), 
each with varying degrees of difficulty. All are optional, but you must defeat the 
first three opponents in each land mass before the fourth can be faced. Should 
you defeat all 12, a thirteenth and final bout is offered. 


їп most cases, simply find the bookie (or fightmaster in some parts of Skellige) 
Who oversees the fight, and speak to him. He'll ask how much you want to bet 
оп yourself. Choose an amount, before you're introduced to your rival. Then, 
better him in a one-on-one fistfight. No weapons are allowed. 


It's incredibly helpful to read up on the tactics to use for fistfights that are detailed 
in the Training chapter of this guide. Be sure to tamiliarize yourself with the correct 
moves and timing, any potions you can take, and other cunning plans, before. 
Attempting any бї the following bouts of tuts. 


THE HEROES' PURSUITS QUESTS 
FISTFIGHTS 


PAGE NUMBER 
Fists of Fury: Velen 496 
Fists of Fury: Novigrad 497 
Fists of Fury: Skellige 498 
Fists of Fury: Champion of Champions 499 
‘WO Fists of Fury: Toussaint 499 
ЧЛ Fists of Fury: Raging Wolf 500 
QUEST МАМЕ PAGE NUMBER 
Races: Crow's Perch 500 
Races: The Great Erasmus Vegelbud Memorial Derby 501 
EF Races: Swift as the Western Winds 503 
The Heroes’ Pursuits: Fayrlund 502 
The Heroes’ Pursuits: Fyresdal 502 
The Heroes’ Pursuits: Kaer Trolde 502 
The Heroes’ Pursuits: For the Goddess’ Glory! 503 


These bouts are accessible during your exploration of Velen (No Man's Land), 
This quest usually starts after you visit a Notice Board that mentions a fistfight, 
ог you return to Inn at the Crossroads and stumble upon the fight ` 


FISTFIGHT 1: SMITHY, OF THE INN 
AT THE CROSSROADS 


E RECOMMENDED BET A 


D ODDS: 


Visit the Inn at the Crossroads for your first bout 

in Velen, Your battle is with the local smithy. He's 
а pushover (though fists are better than shoving), 
Afterwards, the bookie mentions Jonah from 
Blackbough, and Fishgulper from Lindenvale— 
defeat them to claim the title as champion of Velen, 


ITEM 


Travel to the ground outside the tavern in 
Blackbough, and speak to the bookie, who mentions 
his man Jonas likes to bite. Quiz him about this if 
you wish, then face off with that fellow who winked 
at you. After some parrying and pummeling, this 
gent provides little trouble. 


ITEM: yj ] 


FISTFIGHT 3: FISHGULPER OF LINDENVALE 


[ RE COMME NDED I BET “AND. ODDS: 


‘Speak to the bookie along the main thoroughfare 
of Lindenvale, near the Notice Board, and sign up 
to fight Fishgulper. Stan speaks earnestly before 
the fight, urging you to throw the bout so you lose, 
and he can remain claim a sack of flour as a prize 
in this downtrodden hole. Agree (you can try again 
afterwards) or dismiss his plea. Fight and finish him 
if you wish to progress, 


ITEM: Up to 140 Crowns 


FISTFIGHT 4: THE SERGEANT OF 
CROW'S PERCH 


COMMENDED BET AND ODD 


Stan “Fishgulper 


The current champion of Velen is the sergeant over 
at Crow's Perch. Gallop there once the first three 
adversaries are pummelled. Journey up into the 
upper courtyard close to the stables, where a small 
crowd has gathered. The bookie or the bruiser called 
the sergeant can be chatted to, and the bout started. 
With some well-timed counters and retaliation, you 
сап reduce this ugly thug to а heap in the grass, and 
collect your winnings. Congratulations! You are the 
Champion of Velen! 


Sergeant 


ITEM: Up to 160 Crowns 


" ISTE OF ОТОКУ MITT 
4 ISK a 
j BNOVIGRAD) 


Locations: Golden Sturgeon (Novigrad), Portside Gate, Southern Gate, 
Glory Gate, Farcorners 
Characters: Bookies, Master Claytop, Georgius “Piledriver” Georg, Patty 
Gruber, Archibald O'Neill, Captain "Iron" Mortimer, Durden the Tailor 
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[OBJECTIVES — — 


бе bouts are accessible during your exploration of Novigrad, and its northern 
surroundings. You usually gain knowledge about the first three bouts by reading a 


note pinned to a Notice Board in this city | 


FISTFIGHT 1: GEORGIUS GEORG OF THE 
GOLDEN STURGEON 


| RECOMMENDE 


Just north of the east- 
west canal, along the 
dockside of west Novigrad, 
is the Golden Sturgeon 
avem. Inside, a likely lad 
named Georg is waiting 
to pulverize you. Master 
Claytop greets you. Accept 
the challenge from him, 
bet on yourself, and after 
the announcement, Claytop 
murmurs something 
about “engaging in an 
enterprize,” Or throwing 
the fight. You can agree, or 
refuse (or agree and then 
win). Its a good idea to go 
with the subterfuge, since you can simply challenge Georg again and win, afterwards, and 
bank two purses. Just don't bet on yourself to win the first time! 


Georgius “Piledriver” Georg 


ITEM: Up to 160 Crowns, double if “cheating’ 


FISTFIGHT 2: ARCHIBALD O'NEILL OF THE 
PORTSIDE GATE 


| RECOMMENDED BET AND ODDS 


Journey to the filthy 
alleys and push past 
the fisstech addicts, just 
inside the Portside Gate, 
and locate the dingy 
fighting corner where 
Patty Gruber the bookie 
awaits, Face off against 
Archibald, who is a little 
tougher than the previous folks you've faced. Counters and pummeliing is the. 
plan, after which you're urged to face the captain of the guard. 


aid O'Neill 


Patty Gr 


ITEM: Up to 100 Crowns 


FISTFIGHT 3: IRON MORTIMER OF THE 
SOUTHERN GATE 


ID ODDS: 


| RECOMMENDED ВЕТ 


Through the brick arches and among the overgrown 
alleyways inside the Southern Gate, lies a fighting 
courtyard of mud. There is a bookie here that is 
happy to take your money, and put you up against 
the mighty Mortimer. He's a tough, sinewy chap with 
а constitution to match his name, so more counters. 
than usual are necessary. Timing and patience are 
required. Once you land a successful counter, make: 
sure to follow one or two quick jabs with a heavy 
punch before withdrawing before he can regain his composure, Afterwards, you 
receive the honor to fight Novigrad's champion. 


Captain "Iron" Me 


ITEM: Up to 190 Crowns 


A HERO'S 
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FISTFIGHT 4: DURDEN THE TAILOR ОЕ 
FARCORNERS 


Travel out of Glory Gate, and into the settlement of 
Farcorners, once sunset begins (or later), in order 

to find the fighting den in these parts. Durden tries 
some psychology on you before the fight. React 

or ignore him as you wish. Then, start the lengthy 
process of whittling the elf's health down to naught. 
The elf s fast, so stay on your guard, block and use 
Durden the Tailor counters wisely but do not get caught up in too many 
chain attacks as he will be able to give you the slip 
Congratulations! You are the Champion of Novigrad! 


ITEM: 


Locations; New Port Inn, Kaer Trolde Harbor (Ard Skellig), Ringvold 
{Faroe}, Arinbjorn (Ard Skettig), Urialla Arena (An Skellig] 
Characters: Valgard, Eryka, Einar, Grim, Olaf 


| OBJECTIVES 


These bouts are accessible during your exploration of the Isles of Steige. 
You usually gain knowledge about the first three bouts by reading a note pinned 
| оа Notice Board, or by stumbling into the first fight in Kaer Trol Harbor. | 


FISTFIGHT 1: VALGARD OF KAER TROLDE 


Visit the New Port 
Inn, along the shore 
north of Kaer Trolde 
Harbor, below the 
looming keep. Speak 
with the fightmaster, 
and then Valgard. He 
hopes you might throw 
the fight in order to 
make him seem more of a man to his ladytriend Eryka. You can agree, or refuse. 
Choose the latter, and Eryka looks disgusted and leaves Valgard after you pummel 
him to a defeat. Choose the former, and stop fighting so you lose, and Eryka will 
be impressed by Valgard's victory. 


2 


Valgard Ela 


Someone's getting lucky tonight (you can always retry the bout afterwards). 
He will block a lot and it is very hard to spam him with fast attacks, as he will 
Counter very often. He will stay in guard if assaulted. It is best to counter his 
attacks and retaliate after a successful one. His heavy attacks deal a lot of 
damage, so avoid them at all costs. Then the fightmaster reveals two more 
worthy opponents to best. 


ITEM: Up to 140 Crowns, Gnomish Silver Sword Diagram 


FISTFIGHT 2: EINAR OF RINGVOLD 


[ REC OMME NDEI D BET AND ODDS: _ 


Journey to the isle of Faroe, southeast of Ard Skellig, 
and visit the hamlet of Ringvold. The swarthy folks 
here are ready to fight at a moment's notice, Top of 
the heap is the tattooed nightmare known as Einar. 
Madman Lugos bastard, and he takes after his dad. 
He's quite tough. Einar will attempt to dodge most of 
the attacks and he is very dangerous and relentless 
up close. He will combo attacks if the player is in 
melee range and can deprive Geralt of all Stamina 


if he decides to block too many attacks. It is best to stay far away from him and 
try to attack when his guard isn't up. Countering can work well, too but beware if 
you mistime one Claim your reward afore ye go. 


CLE Ja ITEM: Up to 140 Crowns, Heavy Armor Diagram 


FISTFIGHT 3: GRIM OF ARINBJORN 


: RECOMMENDED ВЕТ AND ODDS: Я 


On the windswept, southwest heath, close to 
Arinbjor in northwestern Ard Skellig, there are a 
group of islanders waiting for a challenger like you 
to better their man-mountain, Grim. This lumberjack 
is more of a defensive oriented fighter. It is unwise 
to try and mash him. He will stay in guard when he 
is being hit. He excels in using heavy attacks after 
you open up his guard. He will not dodge , only 
block. He can be aggressive if you get too close. You 


can exploit the timing in Grim's heavy attacks to get a fast attack in, before the 
heavy hit lands. Countering opens Grim up to retaliation as well, 


Up to 140 Crowns 


FISTFIGHT 4: OLAF THE HAIRY OF AN SKELLIG 


REC OMMENDED BET AND ODDS: 


For your penultimate bout, sail to the small island 

of An Skellig. Contiune to the northeast of the main 
land mass of Ard Skellig. Locate the circular arena to 
the east of the main settlement of Urialla Harbor, and 
stay atop the watching perimeter, until you find the 
bookie. You can listen to the history of the tradition 
regarding fights here, before descending into the 
arena via the main doors. Where a giant bear pads 
out to maul you! Olaf s 
paws are terribly 
vicious, so additional 
dodging is necessary, 
and quick darts in and 
out while patiently 
waiting for an opening 
is the order here. 

Attack from the sides ог 
behind, especially when 


he roars. When Olaf finally falls, speak to the bookie. Congratulations! You аге 
Champion of Skellige! 


ITEM: Up to 180 Crowns, Gwestog 


FISTFIGHT 1: MANCOMB 
(NILEGAARDIAN EMBASSY) 


Location: Hov [Spikeroog] 
Characters: Errant Troll 


Mancomb 


| OBJECTIVE 


Head to the lakeside promenade area just south of the Nilfgaardian Embassy, 

and look for the square by the lake where the whooping and hollering is coming 
from. Speak to the bookie, who considers Mancomb's intellect as vicious as his 
strength. You can ask about the odd name, and engage in some verbal sparring, 


ree pen RE but keep away from punching Mancomb if you manage to win the duel of wits 
в final bout is only available once you ve com Fury: Velen, Novigrad, 

7 you can avoid a physical fight with Mancomb altogether, fall and he is ready to 
and Stele and you've finished Secondary Quest: Master of the Arena (page 261) duke it out with you. The key to winning through word play here is to choose 


and removed the wraith from Spikeroog's legendary arena. | 
— Spikeroog's legendary ar Î responses which rhyme. 


FISTFIGHT: TH E ERRANT TROLL Remember you can always retry the bout afterward; Mancomb usually 
0 F SPIKEROOG comes out swinging with both left and right punches that are easily blocked 
or countered, and it's usually a good idea to try the latter, before launching а 
couple of strikes of your own. Countering is the best tactic here. Then the bookie 
| RECOMMENDED BET AND OD 3 mentions the remaining foes you must beat. 


ITEM: Up to 200 Crowns 


FISTFIGHT 2: STILL WATERS 
(EAST BEAUCLAIR) 


Your ultimate battle of fists and feet occurs on the 
small island of Spikeroog. Visit the eastern tip of 
the isle, to the settlement of Hov, and speak to the 
bookie standing by the carved totem by the arena 
entrance. You may be on edge after facing down a 
bear without sharp weapons, but this time you're 
in for a much more difficult challenge—chiseling 
‘away at a rock troll with only your hands and feet! A Errant 

crowd assembles, hoping you've spent your Attribute 

Points properly. Dodge any swiping, double-pounds, and charges, and you should 
turn this creature to pebbles. Luckily, you find out towards the end that the troll 
has a soft side and does not kill you should you lose, Should you win, you will be 
rewarded with the name of the Troll Champion! Now claim your rewards as the 
Fist of Fury quests conclude. 


A HERO'S 
PURSUITS 


ITEM: Upto 


Dwarven Silver Sword Diagram 


— سم‎ T 


! SA GIOTTO ЖНА. 
72 TOUSSATN TR 
А Midway between the Harbor Gate and Metinna Gate, 
— or southeast down the main thoroughfare from The 
Gran'place, is a courtyard with a grand view, and a 
Related Quests: Secondary Quest (Fists of Fury): Raging Wolf crowd of townsfolk egging on Still Waters, a fighter 
Locations: Nilfgaardian Embassy (Promenade), The Gran'place of few words and a mask to hide behind. You can 
least Beauclair), San Sebastian (Coopers’ Gatel inquire about this strange custom, before agreeing 
Characters: Mancomb, Still Waters, Colossus to the bout. 


Still Waters 


Sa Still Waters enjoys throwing a long right hand punch 

OBJECTIVES cr — 3 = nn your general direction, which is damaging but slow; a Witcher with a fast 
Е m N Е “йк reaction time сап easily block and counter, or sidestep and pummel with some 
quicker punches. After the fight, Still Waters reveals exactly why the mask was 
worn. Next stop, Colossus! 


ITEM: Up to 200 Crowns 


| 
i 
| 
H 


These bouts are accessible during your exploration of Toussaint, and in particular, 
| Beauclair. This quest usually starts after you visit a Notice Board (such as the one by | 


! the Gran'place Signpost) that mentions а fistfight or you stumble upon one of the three. | 


initial fights listed below. The first three fistfights can be undertaken in any order. 
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FISTFIGHT 3: COLOSSUS (SAN SEBASTIAN) 


| OBJECTIVE x 4 


Over in San Sebastian in the northern part of 
Beauclair, just a little northeast of Coopers’ Gate, 

is a bookie with a plan; you're to face Colossus, а 
large, bare-chested gentleman. Ask how he came 
by the name if you wish, and after some verbal. 
sparring, Colossus has a side bet for you. If you сап 
parry three of his blows, but not take a swing at 
him, he'll let you win. You'll win double your wager 
if you agree! 


Colossus 


Take the side offer or don't, and the bout begins. Colossus is apt to throw long 
left swings which are reasonably easy to parry. Simply time the push back 
properly and complete this three times to win a relatively easy bout. Don't punch 
Colossus during this time; only parry, or the side bet (worth double) is nullified. 


When all three pugiists have been bettered, Secondary Quest (Fists of Fury) 
Raging Wolf begins. 


ITEM: Up to 200 Crowns, up to 400 if the offer is completed 


| Unless otherwise stated, ай horse races are accessible at any time during your. 
| adventures. However, you need to be at a particular location (and territory) to start them. 


Remember the prizes you win allow you to stock more items on Roach (so you aren't. 
overburdened as often), allow him to have more Stamina, and stop him from panicking 
as quickly. These are excellent prizes to win, on top of the crowns you can accrue! 


THE WIN 


ДТ HORSES FOR'COURSES*PREPPING- FOR 


Ready to win at all costs? Also, look ahead so you aren't caught out by an upcoming 
| checkpoint flag and miss It (effectively losing the race). Keep Roach in the center 
| ot the road, and watch for dips where һе might leap. These hazards can slow you 
| down. Block opponents trying to pass you, or dart inside them at corners. Finally, 
| look at the maps and gallop around the courses away from the racing, so you know 
every undulation, and aren't paying a princely sum (where appropriate) when you 
| ean practice for treet 


29099 SPOILER ALERT X 
! cT TEISTSIOT Fur Re 
EIR RAGING WOLF 


DANGER — 


Related Quests: Secondary Quest: Fists of Fury: Toussaint 
Locations: Beauclair Docks (Unmarked) 


FISTFIGHT 4: THE MAESTRO 
(BEAUCLAIR DOCKS) 


|, RECOMMENDED BET AND ODDS: 


Down on the docks along the eastern edge of 

Beauclair by the Sansretour River is a popular 

pummeling place where a Bookie is more than 

happy to take your funds in retur for you К 

challenging the Maestro, Champ, The Undefeated, і 
Drunken Master—folk call him many things. He's а p! 

shy man, who remedies this by drinking. A lot. 


pesto 
You'll need to swig down a few drinks before the Я 


bout, but this doesn't таке you too drunk to fight. Maestro launches a long 
right overhand punch, which you can dodge, block, or parry, but he's fond of a 
very fast left jab that can easily outmatch you. Time shorter punches when he's 
preparing his right handers. 


Should you win, you are crowned the Fisticuffs Champion of Beauclair, and 
receive a trophy to prove it! That's going to look great on a shelf in Corvo Bianco! 
This quest now concludes. 


ITEMS: Up to 300 Crowns, Fisticuffs Champion Trophy. 


DANGER ALERT 
аа 


Location: Crow's Perch (see adjacent maps) 
Competitors: Stutterin’ Matko, Iron-Arse Hans, Black Bogdan 


| OBJECTIVE: 


race by visiting a Notice Board in Velen that mentions this race, | 
| then head to the starting line. 


—— 


After picking up the Notice you can find Radko near the starting line. He 
organizes the races. Talk to him and pick an opponent as well as amount to bet. 
Then start the race. 


Head here at sundown. The 
rules are simple, and the 
language is disgraceful. You 
get to choose from three 
revolting riders loyal to the 
Baron (Stutterin’ Matko, 
Iron-Arse Hans, and Black 
Bogdan), and beat them 
past the post. Fail, and 

you can try again 
afterwards. Wager on 
yourself, and begin! 


Crow's Perch crossroads to Blackbough. 


Follow the route shown on the associated map. There is only one course. You receive the 
following rewards after beating each rider in any order 


ITEMS: Up to 100 Crowns 


ITEMS: Up to 100 Crowns 


ITEMS: Up to 100 Crowns and Enhanced Horse Вії! 
MGS 3n 
ERASMUS 
“MEMORIAL: DERBY 


Competitors: Seamus Holt (astride Athos], Viscount Rommer (astride _ 
Caniculus), Luc Vegelbud (astride Succubus), Carlo “Cleaver” Varese 


‘Access this race by visiting a Notice Board in Velen or Novigrad that mentions this 
J| race then head to the racing pavilion outside the Vegelbud Residence, after which 
| you're able to гасе, This quest can also be started after taking a leaflet from а herald 


l nding in main Novigrad square and announcing the Vegelbud Derby. 
— À 


Vegelbud Course 1 


Vegelbud Course 2 


The Vegelbud races are an altogether 
more high-class affair. You must bring 
100 crowns to pay the race master 
each time you wish to participate, so 
it pays to know the courses before 
you start galloping. You don’t have a 
choice of rider or course to challenge; 
simply beat the first rider to move 

on to the second, then the final race 
against the tricky Luc Vegelbud. If you 


Vegelbud Course 3. 
и fail, simply рау to race again. 


Follow the routes shown 
on the associated 

maps. There are three 
Variations to this course 
You receive the following 
rewards after beating 
each rider in any order: 


LIKE A BOSS 


| OBJECTIVES: 


E 
= 
ج‎ 


PURSUITS 


After beating the annoying Luc Vegelbud, one of 
Carlo “Cleaver” Varese's henchdwarves calls you 
over to congratulate you, and extends his boss’ 
salutations, too. He hands you a letter. Read it, 
then visit (when you wish) Cleaver's headquarters 
in Novigrad, just west of Hierarch Square. He asks 
it you'll race in Palio. This occurs during the night 
through the city streets. Agree. 


Carlo “Cleaver” Varese. 


You're racing two others (riders 

from Dijkstra and Вейат) the other 
members of the Big Four not currently 
holed up in Oxenfurt, killing wenches. 
Follow the course shown in the. 
adjacent map, concentrate on beating 
both the other riders as you race 
through Novigrad and back through 
Farcorners. Win, and you receive 

ап obscene amount of crowns from 
Cleaver as well as some blinders 
(keeping Roach from panicking). 

Lose, and expect just some obscenities. The quest then concludes. 


Palio Course. 
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Location: Fayrlund [see adjacent maps) 
Competitors: Arve Oarsman, Red Rikka 


A CLIFFTOP GALLOP 


| ОВЈЕСТІҮЕЅ: 


| Access this race by visiting a Notice Board in Skellige that mentions these set of 
races, then head to the marked flag on the map. There are three qualifying races 
ў (Fayrlund, Kaer Trolde, and Fyresdal—all on Ard Skellig). Simply enter and win each 


ot them at least once before the last and final race can be attempted. They are tree 
| and can be attempted as many times as you wish, 


Fayrlund Course 


They do races a little 
different in Ard Skellig 
than on the Continent. 
There are three sets of 
races, to be completed 
їп any order you like. 
This one takes place 
east and a little north 
of faynund 


Your two rivals are a litte ruthless, especially Red Rikki. Concentrate on staying 
оп the cliff, rather then falling off it, and look for those flag checkpoints! Win, and 
expect the following: 


IPI Hu ERO 


/PÜRSULTSFYRE 


Blandare, Fyresdal [see adjacent maps] 
Competitors: Bald Sigge, Fishbreath Aegir 
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THROUGH THE WOODS AND RIVERS 


OBJECTIVES. 


Take the road 
southwards from 
Blandare to reach the 
starting point of this 
race. You're joining the 
likes of Bald Sigge and 
Fishbreath Aegir. 


Aside from a sharp left 
tum at the end, the 
course is reasonably 
forgiving, though the 
going underfoot is soft. 
You're heading south, 
straight to Fyresdal. 
Win and receive 

the following: 


Fyrestal Course. 


PAA 
PURS 


Location: Kaer Trolde (see adjacent maps] 
Competitors: Speedy Osvald, Lonelyboy Svan 


NARROW ROADS AND SOARING ROCKS 


| OBJECTIVES 


This course actually 
begins at the Notice 
Board in Rannvaig, and 
is a reasonably straight 
course northwards, 
along the muddy and 
narrow tracks towards 
Kaer Trolde, with the 
Victory line under the 
bridge at the entrance to 
the port and keep, 


Those comers are tight, 
so focus on the road 
ahead. Try not to get 
tangled around any 
flags, and slow down for 
sharp corners. Win, and 
you get the following 


Kaer Trolde Course, 


ITEMS: 80 Crowns ( 


acent maps] 
trid the Vipre 


Location: Larvik 


Competitor 


| OBJECTIVE 


Your final race takes place on the isle of Hindarsfjall, and there's a Notice Board 
in the village of Larvik directing you to the western threshold of the settlement, 
where the race begins. Talk to Svana the priestess, who pits you against Astrid 

the Vipress! 


The course is long, tough, with some nasty sharp corners, so learn the map and 
when to ease off the galloping, slow slightly as you reach Freya's Garden, and 
canter around the last sharp right turn; and you should emerge as the finest rider 
of the islands! Your rewards are as follows: 


Larvik (Hindarsfall) Course. 


SPOILER ALERT 


Related Quest 


Treasure Hunt: Fr 


ondary Que: 
TI 
Locations: Upper Mill 


Characters: Ofieri Merchant 


MUCH MAY BE SAID OF A MAN BY HOW HE 
TREATS HIS HORSE 


— — 


|| This quest is accessible at some point during the Hearts ot Stone Main Questing 

|| (it could occur at any point). You must visit the Upper МИ! area in far northeast 

| Gustfields to find the Merchant. As this race is only performed once, you would 

| be wise to train (galloping around the course using the map from this guide if you 
wish), and saving your progress in case you are defeated, 


In the very northeastern 
comer of Gustfields 
territory, far east of 
Novigrad City, is the 
idyllic Brunwich village 
Across Miller's Lake 

is the small hamlet of 
Upper Mill, where a pair 
of Ofieri traders have 
taken up residence 

One is a merchant, and 
the other a Runewright, 
Engage in conversation 
with the merchant, who 
has set up his stall in 
front of the windmill, by 
his tent. You can: 


Miller's Lake Course 


ке 


* Ask him about 
his homeland. 


* Tell him you 
“wouldn't mind а 
look" at his wares. 
After inspecting (and 
optionally trading) 
the merchant asks if 
you see worth in his goods. This starts Treasure Hunt: From Ofier's 
Distant Shores. 


oben Merchant Babiyetza 


* Mention his horse. This prompts you to talk about his trusty steed Babiyetza 
Ask if he fancies а race, and he gladly accepts. 


TAKE YOUR MOUNT TO HER LIMITS! 


As the race starts, gallop in a gradual clockwise direction (ensuring you steer to 
the right at each junction, looking for marker flags to pass between), racing over 
a small stone bridge and weaving just right of a large oak tree. Just afterwards, 
a merchant accidentally lets his cart of barrels fall, prompting you to dodge (or 
jump) them or face a severe slowing down 


Cross the small wooden 
bridge, keeping a close 
eye on your map to 
ensure you spot the tums 
to come. Make a sharper 
right as you trot into 
Brunwich itself, through 
the gate where the Dead 
Man's Party was held, 
and out the opposite side. 
Then swerve right and 
immediately left at the hut 
with the sunflowers. 


И 


fter racing through some 
bushes, watching for a 
small cluster of goats 
before a small rickety 
wooden bridge, the course straightens out a ite as the lake continues to be on your 
right Dash through the markers, passing the strange chapel on your left. Then it's over 
one last stone bridge to the finish: the wooden arch just after a boat on your right. 


Win the race, and you're awarded with a special stamina-increasing saddle for Roach. 
Lose, and you receive nothing but unimpressed sideways glances from your steed. 
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WITCHER CONTRACTS 


: MONSTER HUNTER 
While the attempts to find your adopted daughter always take precedence, you are a Witcher with a history of tracking and slaughtering the hardiest monsters throughout the 
Northern Realms. There is no reason why you can't undertake some additional tracking and slaying missions that benefit the villages of the realm, as well as your coffers. 
Witcher Contracts involve either stumbling upon evidence of a monster's activity (its lair, prints, or evidence of bloodshed and combat), or by reading notices requesting your 
help, and bartering a good price for your services. Or, you can stumble into the contract-giver without finding a notice of their pleas, 


Beware that the monsters you hunt during these contracts are tougher versions of the same enemies you may meet during your travels. However, they are susceptible to the 
‘same oils, potions, bombs, and Signs as their lesser brethren. Some of these creatures are exceptionally dangerous, so you may consider checking the level you need to be in 
the Quest Menu to ensure you're up to the task! As always, a comprehensive study of this gude s Bestiary is most helpful when preparing for these quests. 
AVAILABLE CONTRACTS 


ORIGINAL ADVENTURE (26 CONTRACTS) AVAILABLE CONTRACTS: BLOOD AND WINE 


There are a total of 26 Witcher Contracts to attempt, including one in White (8 CONTRACTS) 
Orchard. There are 11 in Velen, but one of them is only accessible when you're V Blood and Wine: In addition to the contract that is only available during 


already attempting Secondary Quest: Master Armorers, and is detailed in Main Quest: Beyond Hill and Dale[el], there are a total of seven additional Witcher 

that previous section. There are eight in Novigrad (the city and surrounding Contracts to complete as part of this expansion, though some don't require you 

territories). There are six in Skellige. to slaughter a frightening version of a particular monster. They all take place 
within the Duchy of Toussaint, 


AVAILABLE CONTRACTS: DLC (3 CONTRACTS) 
DI 010: There are a total of three additional Witcher Со to complete AVAILABLE VINTNER CONTRACTS: BLOOD AND WINE 


as part of the downloadable content. One takes place in Velen, and leadstoa ( CONTRACTS) 

Secondary Quest. The other two are in Ard Skellig. ‘WA Blood and Wine: The Duchy of Toussaint has a number of Vintners 
(Wine merchants) who are having a devil of a time removing particular beasts 
from their subterranean storage areas. These small-scale Contracts are also 
available within the Duchy of Toussaint. 


WITCHER CONTRACTS 


WHITE ORCHARD 
Contract Name | Page {Contract Name 


SKELLIGE 


Devil by the Well 505 [Dragon | 
VELEN ~ NO MAN'S LAND. | Here Comes the Groom. | 528 
Contract Name | Page ЧУ Missing Miners 529 
| Components for an Armorer 369 Missing Son — | 
ЧУ The Beast of Honorton 506 Muire D'yaeblen | 531 
ЧУ Where the Cat and Wolf Play. 370 The Phantom of Ekdberg | 533 
Jenny 0' the Woods i 507 {GI Skellige's Most Wanted | 524 
| e Merry Widow 508 ‘Wayiaid Transport [RE : Ka | 
| Missing Brother 509 
| Mysterious Tracks 510 Contract Name | Page | 
| The Mystery of the Byways Murders 1 511 | [WE Mutual of Beauclair's Wild Kingdom. | 536 | 
Patrol Gone Missing — TOT Big Game Hunter 538 
| en of the Trade Route. 815 {WW Duck, Duck, Goosed! | 344 
‘Swamp Thing 516 ЧЮ Equine Phantoms ЕХ] 
Woodland Beast [517 ХИУ Bovine Blues — цЕ 
W The Tufo Monster 54 | 
(Contract Name T. Page WD Feet Cold as ce. | 56 | 
|The Aparan Prim эв 
[The Creature from the Oxenfurt Forest. — s9 Contract Name | Pae | 
Deadly Delights | 820 W Dun Tynne Hillside — 
[Doors Slamming Shut 521 E есіте Storehouse ê | 
An Elusive Thiet — 1 
[Lord of the Wood 524 ЗИ Chuchote Cave | | 
The Oxenfurt Drunk. 525 ЧЮ Grifin-in-the-Vines | 9e 
[The White Lady 526 ЧЕ Cleaning Those Hard-to-Reach Places 549 | 


* Any quests with this symbol are “unmarked” and don't appear in your Quest Menu 
** Total includes Critical Path or Secondary-related quests already previously counted 


CONTRACT: DEVIL BY THE WELL 


White Orchard, Abandoned Village (Hovel) 
Characters: Odolan. Tomira the Herbalist 
Enemies: Noonwraith 


J| This quest is available during Main Quest: Lilac and Gooseberres. You can locate the 
Notice Board in White Orchard to read the contract, talk to Odolan, or stumble upon 
| the noonwraith in Hovel to start the quest. 


Reading a notice on 
the board in White 
Orchard points you in 
the direction of Odolan, 
who wishes someone 
to drive away a monster 
from a well in the 
nearby Abandoned 
Vilage. Odolan's cottage 
is on the western outskirts of White Orchard. Head inside, barter a price for your 
services, and listen to his tale of woe 


| OBJECTIVES: 


Journey south along 
the woodland path and 
through the threshold 
of the Abandoned 
Village to the infamous 
well. After your quest 
updates, finding out 
what is haunting the 
place is achieved in one 
of two ways: 


Using your Witcher Senses to spot the following: 
* Scorch marks on the grass around the well. 
* A body dried to a crisp close to some bushes. 


* Visiting the well between the hours of 12 and 6 (day time) and meeting the 
noonwraith personally 


Assuming the noonwraith hasn't shown yet, your quest updates, enabling you 
to read the Bestiary entry (under "Specters") regarding the habits of these foul 
creatures. This noonwraith is bound to the village for some reason—time to find 
out why! 


| OBJECTIVES: 


Three smaller objective areas appear on your minimap. The most promising is to 
the east, leading to the following discoveries once you use your Witcher Senses 
once more: 


* The remains of a man stabbed with a knife. 


* А yellowed diary on a bed, which should be read as it references a bracelet— 
the key to this haunting. 


* A set of drag marks. That of a woman who fought for her life to no avail 


ITEM: Quest 


fell 


агу 


Travel back to the well and inspect the traces of blood on the taut well горе. 
Peering over the edge of the well, you discover the corpse of the woman who 
wrote the diary, The skeleton is missing an arm. Perhaps the bracelet she loved 
weighed down the arm so it fell into the water below? 


PREPARATION FOR NOONWRAITH COMBAT 


| OBJECTIVES 


Climb over the side of the well and drop down into the water below. Dive down 
directly below the surface, and check the bottom until you discover the bracelet 
you read about in the diary. 


ITEM: Quest Item: Ornate Bracelet 


DLC} 


WITCHER 
CONTRACTS 


B 
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Swim to the surface and head past the small waterfall, clambering onto the 
muddy bank to the north. After reading the bracelet’s inscription (“To Claer— 
From Volker"), go east, diving into a small underground tunnel that brings you 
out into a nearby woodland pond. Climb onto the banks, and return to the village 
‘once more. 


> CLUES YOU'DON"T-NEED TO USE 


You don’t have to follow these clues if you don't wish to. You can simply drop into 
the water, retrieve the bracelet, and spot the skeleton hanging in the well using your 
| Witcher Senses, it you wish. 


| OBJEC TIVES S: 


M THETILL-EQUIPPED'GO TO AN EARLY GRAVE 


Stop! Though you can face Claer the noonwraith immediately, prior knowledge is 
helpful: Consult the Besitary if needed. The noonwraith is vulnerable to: 


| meritum Bomb 


Moon Dust Bomb Spector Oil Tren 
After some proper 
preparation for this 
confrontation, return to 
the well and stand over 
the skeletal remains 

of Claer. Access the 
corpse to automatically 
burn ſt ang the bracelet, 
creating an eerie green 
light and summoning 
the she-beast in the process. Attack! 


END: TO ODOLAN AND TOMIRA 


[ OBJECT 


Slay the noonwraith, then inspect the corpse and gather the trophy, which you may 
tie to Roach and ride back to Odolan's cottage to inform him that the curse has been 
lifted. His reward depends on the bartering you attempted at the start of this quest, 
which now concludes. 


ITEMS: Quest Item: Noonwraith Trophy 
Item: Amethyst lil you refuse the coin], or Crowns 


TH FIRST, ODOL 


| 


| If you started this quest by encountering the noonwraith first, you receive an objective 
to head to White Orchard and read a Notice Board, which directs you to Odolan. 
‘imply head о Odolan. You receive а reward, and theres по bartering allowed. 
- — — 


Afterwards, you may wish to visit Tomira the herbalist, at her nearby cottage. 
She knew Claer personally, Telling her about what happened at the well gives 
you more insight into who Claer was and what happened (and the following 
rewards). A tombstone and a wreath appear in Hovel. With the spirit banished, 
after some time, people start moving in to Hovel. 


ITEMS: Crowns, 4x Saltpetre, 8x Berbercane Fruit, 
8x Hellebore Petals, 6x Cortinarius 


Related Quests: Secondary Quest: Where the Cat and Wolf Play, 
Secondary Quest: Take What You Want 

Locations: Crow's Perch, Honorton (Unmarked) 

Enemies: Alghoulsz 


HORROR AT HONORTON 


OBJECTIVE: 


| This Quest is available during your exploration о! Velen, once the DLC is installed. 
Start by checking out the Notice Board within the Baron's upper manor walls, in | 
| Crow's Perch, or in Oreton. 


While visiting Crow's Perch, head through the village, up through the fort's 
portcullis gate, and into the entrance to the manor grounds (where the armorers 
are), and procure a piece of parchment from the Notice Board. It is entitled 
“Contract: The Beast of Honorton,” and mentions a “vile and dangerous spook” 
‘causing trouble to the hamlet of Honorton. The ealdorman Sobemir should have 
further details. 


The village of Honorton 
is almost due south of 
Crow's Perch, nestled 
in the woods between 
Claywich (to the west) 
and the Boatmakers' 
Hut (to the east). 


| OBJECTIVE 


When you arrive, you 
notice how quiet the 
place is; until you step 
between the huts and 
must engage three 
Ghouls or Alghouls in 
swift combat. Once you 
slay these necrophages, 
you assume the 
ealdorman was one of the villagers slain; though not by the beasts you just slew. 
This Contract ends, and the quest automatically updates to become Secondary 
Quest: Where the Cat and Wolf Play. 


DANGER ALERT 


Characters: Bolko, Agneta, Zula 
Enemies: Deserters, Jenny o the Woods (Nightwraith) 


DON'T GO OUT IN THE FIELDS ALONE 


OBJECTIVES: 


|| Find the Notice Board in Midcopse to read the contract and begin the quest. 
| Or, chance upon the clues in the fields and progress to Midcopse afterwards. 
The optimal path is the former. 


Bolko, ealdorman of 
Midcopse, is desperate 
for someone to see 

off the devilry that has 
taken hold of his town's 
fields that's neither 
spirit nor phantom. 

He urges his brethren 
never to tend the 

fields alone, or without 
carrying a scythe or rake. Head into the village of Midcopse, and locate Bolko 
leaning against his hut. Barter a price for your services if you wish, and ask if 
anyone has seen this Jenny o' the Woods character. Old Willem did, but he died 
of a weak heart in the fields, this morning. Perhaps Agneta can provide further 
information? Agree to tackle this terror. 


| OBJECTIVE 


A peasant woman named Agneta is in the long grass at the edge of the village, 
and claims to have seen Jenny, Although it was dimpsy, she noticed a pale shape 
looming before her, like mist. As it coalesced, she ran back to the village, but the 
time (twilight) the wraith appeared is important. Bid Agneta farewell, and depart. 


THE ROAD TO HELL IS PAVED WITH 
CURIOSITY, P---KLICKER 


| OBJECTIVE 


CONTRACTIJENNY O THE WOC 


SPOILER ALERT X 


DS 


Run roughly northwest out of Midcopse, and slow down as you reach the 
objective area in the pasture land being turned over by villagers. With your 
Witcher Senses, examine the ground under foot. Locate the following: 


* The footprints of a woman running through here barefoot. Follow these in a 
winding arch to a large splattering of blood. 


* Inspect the blood splatter by the copse of trees. The woman couldn't outrun 
the pursuer, so her throat was slit, and the knife left behind. Take the knife, 
since the dried blood on it may prove useful. 


Head along the grassy path, following it roughly northwest, checking the ground 
for dragging marks where the body was pulled. This ends at a thicket, check 
the ground nearby, it is a shallow grave. Inspect the grave closely for a letter 
sticking out of it. Beware, you may have to slay a deserter roaming the area as 
you search. 


ITEM: Quest Item: Letter Found in a Grave 


DLC) 


The note details fear the girl (Zula) had regarding a man named Bokhai, who 
wouldn't leave her (and her new beau) alone. You deduce a scorned lover killed 
the woman. Report your findings to the ealdorman back in Midcopse (head 
southeast). He explains they both disappeared about a week ago. You believe 
Zula to be the restless spirit, and Bolko tells you to travel to a clearing west of 
the village, where the young uns used to frequent. 


| OBJECTIVES: 


Equidistant between 
Micopse, the Refugees’ 
Camp, and the Forest 
Hut, is the objective 
area where the 
clearing is located. Trek 
northwest first. There 
is a small campfire and 
straw bedding close to 
the woods. Optionally 
check the woods for a small deserters’ camp, and slay any of them that might 
interrupt your ritual. Then prepare to summon a nightwraith! 


Access the campfire if it is after nightfall. If not, meditate until after the sun sets 
(just before midnight is ideal). Something dark flits behind you, then approaches 
the light. A dark specter of pain and suffering. Unsheathe your silver sword, and 

set about defeating Jenny о' the Woods, being aware of all her cloned forms and 
combative cunning, 


Go to the Bestiary chapter for better battle tactics. The nightwraith has the 
following vulnerabilities: 


ш EE UK 


Moon Dust Bomb Specter Ol Yrden 


Dimeritiam Bomb 
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END: AFTER THE WRATH OF THE WRAITH 


The pile of ethereal essence has frightened her last villager! Stoop down and 
inspect the remains of “Jenny” (Zula), gathering an ingredient, as well as the 
skull and bones of the foe. Then mount Roach with the sack containing this 
evidence tied to your saddle, and canter back to Bolko. He hands over the agreed 
payment as your reward, and the quest concludes. 


ITEMS: Ingredient: Dark Essence, Quest Item 


CONTRACT THEIM ERRY WIDOW 


Location: Lindenvale, Lindenvale Cemetery, Mourntart's Hut 
Characters: Gravedigger 
Enemies: Wraiths, Rabid Dogs, Ghouls, Mourntart [Grave Hag) 


|| Find the Notice Board in Lindenvale to read the contract and begin the quest. 
| (г, chance upon the clues in Mourntarf's Hut first. The optimal path is the former 
ood 


Ап anonymous post on the Lindenvale Notice Board mentions a “monster in the 
cemetery” that has taken to digging up graves, preying on those who enter, 
and has even kidnapped the miller's lad. Set off to reach the gravedigger's 
cottage on the northeast side of town. He's leaning on a fence near his 
chiseled gravestones. 


Listen to his story of the kidnapped child. Barter a price for your services if you 
wish, agree to help, and set off for the cemetery. 


TIME TO BAG A SAGGING HAG 


| OBJECTIVES: _ 


Make quick progress north up the path out of town. Then sprint right (south) at 
the junction in the path toward a small chapel overlooking the village. You may 
need ta tackle a couple of wraiths, and a pack of rabid dogs that have taken up 
residence here (if you arrive during the night, these are ghouls rather than dogs). 


It seems ghouls dug up 
the graves inside the 
cemetery threshold, 
which attracted 

the dogs. When the 
encroaching enemy 
threats are removed, 
begin a thorough 
search, using your 
Witcher senses. Locate 
the following: 


* Examine the graves—dug up without the use of tools. There are three 
to inspect 


* Afreshly-dug grave on the right (west) side of the chapel, near the cemetery 
wall and among some undergrowth, The overripe cadaverine has a stench 
that must be followed, 


Go down the hill to the rear of the chapel, across a ruined stone bridge, and wind 
your way along the pathway until you meet a bear. Slay the creature, continuing 
to follow the scent left (southwards) at the path junction, The smell leads to an 
old cottage (known as Mourntart's Hut). Enter, and inspect what appears to be а 
lair of reeds, twigs, matted skin and corpse flesh, discarded bones, and an eating 
pot. Check the following 


* The eating pot. The creature can use tools and is sapient. 


* There is a cooking pot on a small fire, containing a child's femur. 


* A small circle of human skulls. This foe is drawing strength from a Place 
of Power. 


The skulls are the 

key to coaxing the 
creature (which you've 
determined is a grave 
hag) back to the 
cemetery. Gather them 
up and sprint back to 
the cemetery chapel 
Place them inside the 
structure, at the altar lit 
by candies. 


A fetid breeze announces the arrival of a grotesque grave hag named Mourntart. 
Step out, brandishing your silver sword, and make short work of this sagging bag 
of bolls and bones, who has come back for the skulls she stole. 


AF HOLDIN 


Consult the Bestiary for better battle tactics against this unpleasant, matted-haired 
biddy. The grave hag has the following vulnerabilities: 


Black Blood 


Necrophage Oil үтеп Quen 


vo 


O 


UAGAINST THE 


END: AFTER THE HARRYING OF THE HARRIDAN 


Sift through the offal and gather various parts of the grave hag you slew, for your 
own alchemy, and as proof of the kill. Tie the sack to Roach, and ride back into 
Lindenvale, and explain to the gravedigger where the miller's son is (bits of him 
are boiling in the hag's pot), and claim your reward. The quest then concludes. 


| OBJECTIVES: 


ITEMS: Grave Hag's Ear, Grave Hag's Tooth, Grave Hag Trophy 


CONTRACT: M I 95 IN G BROTHE R 


= ‘Summon your trusty 
Locations: Inn at the Crossroads, Old Mine | steed and gallop 


Characters: Bruno, Mikel хаё roughly northwards (and 
Enemies: Young Arachas, Harrisi (Arachas] АР alittle east), staying 
Recommended Item: Axii Delusion Level 3 1 10 the roads if you 

don't want some fights 
with roaming nekkers 
and other unpleasant 
monsters. Head down 
to the edge of the river, 
and locate an old wagon and small workman's hut at the mine entrance. At this 
point, use your Witcher Senses to spot the following: 


* n extremely splattered array of human remains requiring great strength to 


af 
Jh h ner ui 
pulverize in such a manner. B z 
* Some monster tracks leading into the mine entrance, right of the hut. EE 
| Find the Notice Board at the Inn at the Crossroads to read the contract and begin zg 


the quest, Or, chance upon the clues in the cave and progress to the inn afterwards. | — Enter the mine, pausing to light the torch with Igni if you wish, then drop down 
l The optimal path is the former. into the waterlogged lower tunnel. Turn to face east, and wade to the dryer part 
— of the tunnel where the monster tracks are visible again, They wind down a tight 
А message of note is available to read that mentions a missing man called Mikel. — tunnel, passing a crate you can loot, to a junction chamber with scattered wood 
His brother Bruno, а man with an ear to the Baron himself, seeks any information але large splatters of blood everywhere. The blood is fresh, but no bodies can 
regarding the whereabouts of his lost sibling. Enter the Inn at the Crossroads, be seen. 
and find Bruno lost in thought in one corner. He jumps at the chance for help 
finding Mikel. It's been a week since his brother took the women of Bellows into 
the hills. Bellows was recently ransacked in the war, and Mikel took them into 
the old mines, Barter for a better rate for your services if you desire, then obtain 
some knowledge about Mikel (he's wearing some fancy calfskin ankle boots) and 
be on your way. 


Continue onwards down the tunnel in a roughly northeasterly direction, 
following the tracks until they split into two separate routes. One continuing left 
along the tunnel, and one to the right, leading into a small роо! of water. That 
water looks interesting 


Dive into the water, 
swimming through an 
underwater tunnel with 
some crates to loot 
along the way. Follow 
the tracks up to the 
surface, up into a grotto 
area. Advance into the 
middle of the chamber, 
using your Witcher 
Senses to spot a mass of blood, flesh, and digestive juices. This must be food for 
its young. You surmise this is a venomous Arachas! 


THE MOTHER OF ALL BATTLES 


: OBJEC TIVES: сд 


There is a trail of stench from the mass of blood and juices. Don't follow yet. 


HORRORS AT THE OLD MINE There are four giant egg sacs to examine near some ingredient mushrooms. 


These eggs are going to hatch soon, so you're wise to destroy them. Use Igni or 
Aard to set the first four egg sacs alight, or to blow them apart with force. 


| OBJECTIVES: - 


Turn to face west. The grotto has two exits—to the left and right. Take the former 
and stride confidently into a fight with a young arachas. Then roast two more 
eggs clustered together, and another two set apart. That's eight destroyed egg 
sacs. The last eggs are in a separate cavern, accessed via another underwater 
tunnel, left of the first chamber. That's all 12 deflated! 
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Continue northwest and then west along a tunnel to a giant grotto chamber. The 
Scattered remains of local villager women lie everywhere, some draped over the 
rocks along with some loot to take. Use your Witcher Senses. You automatically 
view the following: There's a calfskin boot—all that's left of Mikel. Young 
arachases appear as soon as Harrisi notices you, and the number depends on 
the eggs you have destroyed (the fewer eggs, the fewer young). Now face the 
mighty Harrisi! 


U d 


| Consult the Bestiary for better battle tactics. The arachas has the following 
| vulnerabilities; 


RASSED BY TH BARA! 


HASH 


Golden Oriole Insectoíd Oil 


ЕВ ALERT 


Locations: Lindenvale, Fiend's Cave 
Characters: Hunter, Merchant 
Enemies: Arachas, Howler (Chort) 


| 


J| Find the Notice Board in Lindenvale to read the contract and begin the quest. 
Or, chance upon the clues (the dead wolves and cave) first, and then ask the hunter, 
| The optimal path is the former. 


— —— 


A contract from a huntsman describes a woodland walk where strange tracks 
were spotted. There's little else to go on, but a quick jog along the main road 

to a cottage on the southeastern side of Lindenvale, and a chat with the hunter 
їп question, reveals a little more. The beast is “proper huge,” slaughtered a 
dozen wolves, and it howls and bellows something fierce. Adjust your reward by 
bartering if you wish, agree to the hunt, and set off into the forest. 


STINKS LIKE FIEND S--T 


END: AFTER THE ARACHASAE ANNIHILATION 


| OBJECTIVES 


With sagging thorax thoroughly deflated, scrabble around in Harris's giant 
corpse to gather some ingredients and a trophy to attach to Roach. Carefully 
retrace your steps out of the mine, and head back to the inn at the Crossroads, 
where Bruno is saddened by the news of his brother. Bruno refuses to pay the 
full sum, leaving you to Axii him (Delusion Level 3) to claim the full reward, or 
accept only half of it. 


ITEMS: Arachas Venom, Arachas Eyes, Arachas Trophy, Crowns 


SPOILER ALERT X 


CONTRAGT: MYSTERIOUS TRACKS 


Dash off in a southerly 
direction, passing a 
tumbledown cottage 
near a large oak tree (it 
you're taking the path), 
then veer off and take 
down an arachas that 
might be feeding on the 
corpses you're about to 
inspect. Then inspect 
the following: 


• Wolf corpses—the monster wiped out a whole pack of them. 


* The tracks are big, really big. Follow them. The tracks lead up a rocky 
embankment in а roughly southwesterly direction 


Climb to the top of the embankment, and follow the tracks a few feet to 
а large oak tree, and examine it. The beast left a lot of fur when it rubbed 
against the tree, and the scent is still visible to you. 


* Follow the scent trail in a roughly southerly direction around a large hilly 
mound, until the trail heads up and into a cave entrance that's too high to 
reach from your current position. 


* Close to the cave opening is an impressively-sized stool of dried out fiend 
feces. The animal has been active for a while. 


OBJECTIVES 


The trail goes cold for a few moments as you need to manually find a secondary 
cave entrance. Climb to the hilly area directly above the cave opening with the 
stench, and search around for a hole in the grassy ground, close to a cluster of 
Old oak trees (as shown). Simply drop into the hole. 


You appear on a high ledge inside the Fiend's Cave. The high opening opposite 
is the other entrance you couldn't reach. Drop down onto the cave floor, and 
inspect the following: 


* The corpse of the fiend you thought you were hunting, which died recently. 
Check the mouth of this creature, which has tufts of differently-colored fur. 


* There's a trail with tracks too small for a fiend, though. Blood pools indicate 
a vicious fight, and paw prints reveal the fight lasted a while. You now guess 
you're hunting a chort which was competing for territory. But the beast isn't 
here. It needs to be coaxed to the cave with bait. 


MORE FIENDISH THAN A FIEND 


OBJECTIVES 


You automatically receive the chort llure potion formula. Now combine the 
following ingredients with your alchemy knowledge to concoct this potion: 


ITEM: Formula: Chore Lui 


CHORT LURE 


Ingredient Amount 

Fiend Dung m 

Crow's Eye @ 

ДЬ SEWING YOUR'CONGOGTIONSTHELOCAL FLAVO! 


Do you want to know more about where to find these ingredients, or the formula? 
Then consult the Alchemy appendix on page 484. Don't be too concerned with 
trekking far away for these ingredients—all are available to pick in the vicinity. 
Crow's Eye is a plant, and not the eyes from an actual crow! 


Return to the hill above the Fiend's Cave. Look at your minimap for the four 
nearby locations (which surround the hill ай the way down to the river), and 
spray some bait around (accessed by placing the potion into your Potions slot) 
Now return to the Fiend's Cave, dropping in from the top opening, just like before 


‘An immense and frightening creature with huge bulky forearms and a horned 
head that could pierce granite leaps down and lunges at you, Prepare to fight 
Howler, the hardiest of chorts! 


DANGER ALERT 


Consult the Bestiary for better battle tactics against this fiend-killing foe, The con 
has the following vulnerabilities: | 


Devil s Puffüall Bomb elici ON 


END: AFTER MAKING REMAINS OF HOWLER 


| OBJECTIVES. 


Slice sections of chort away from the main corpse to add to your trophy 
collection, and clamber out of the cave, whistle for Roach, and ride triumphantly 
back to Lindenvale where the hunter is both worried at the fiend incursions, and 
happy the monster has been slain. Collect your reward as the quest concludes. 


ITEMS: Chort Hide, Chort Trophy, Crowns 


DILER ALERT 


CONTRACT. THE MYSI TERY OF TH 


Locations: Oreton, Lake Wyndamer, Byways 
Characters: Commander Milan Noran, Bytomir 
Enemies: Ghouls, Sarasti (Ekimmara) 


— — 


к during your exploration of Velen (No Man's Land). Chance. 
роп the Notice Board in Oreton to read the contract and commence the quest. | 


Milan Noran, commander of the division stationed in Oreton, has a contract 
pinned to a Notice Board regarding "Missing Soldiers." It seems a patrol of his 
has disappeared, possibly falling prey to a monster. Bring the head of the thing 
responsible results in a reward. Head to the smithy at the end of the road, where. 
a group of Nilfgaardian soldiers are resting up. Speak with Milan, bartering for 
your services if you wish. He explains the patrol was lost somewhere along the 
south shore of Lake Wyndamer. He also knows of peasants scratching a living in 
the village of Byways, who speak of a monster, Agree to start this investigation. 


WITCHER 
CONTRACTS 


512 


WHERE THERE ARE GHOULS, 
THERE'S USUALLY CORPSES... 


OBJECTIVES: 


The journey to Byways involves a bit of trekking, made easier if you ride Roach 
westw, and then south around the lake to the western side. Or you may wish to 
simply swim across the lake (heading southwest). Byways was famous for its 
brick-making artisans. Now, as you approach, it is infamous for its rotting stench 
and prowling ghouls. Complete the following 


* Bring your best pointy metal object and thrust it repeatedly into the sagging 
gray flesh of five ghouls that are stinking up the village. 


Head northwest, towards the new objective area, yelling at the villagers that it 
ls safe to come out. Two nervous men appear, one called Bytomir, telling you 
the Nilfgaardians plundered the settlement, and the ghouls appeared to run 
them off. This beggars belief (which you can mention to the peasants). 


[| OBJECTIVES: 


A more thorough inspection of Byways is called for. Complete the following: 


. 


Use your Witcher Senses on the ground where you fought the ghouls. There 
аге corpses of Nilfgaardian soldiers and their dogs. One shows marks of jaws 
strong enough to crush armor. 


Another was thrown to the ground with such force, he suffered 
internal hemorrhaging, 


You then smell the air. Thick with the scent of blood. Follow the stench trail 
roughly to the structure at the northern edge of Byways. The place is locked. 


Bytomir approaches, with more evasive answers. After some light verbal 
pressuring, he reveals there are elven ruins under the village. Tunnels they 
scavenge with trinkets to sell, After disturbing a monster, the peasants buried the 
entrance, but the Nilfgaardians opened it again. You demand the key to the hut, 
and are given it 


ITEM: Quest Item: Key to the Byways Tunnels 


THE BYWAYS BLOODSUCKER 


E OBJECTIVES: — 


Lift the planks on the 
hut's floor to reveal a. 
ladder. Also try to spot 
a piece of fur in this. 
hut, allowing quicker 
identification. Descend 
into a tight mining 
tunnel. At the first lit 
torch lies a slumped 
guard. Use your Witcher 
Senses. His armor was pierced, and arteries torn open. You realize the monster 
was an ekimmara, disturbed from hibernation. Venture further into the tunnel, 
dropping off a ledge, down past a wooden ladder platform. 


Enter an ancient elvish arched tunnel. The bloodied remains of the Nilfgaardian 
patrol are scattered about this chamber, as well as older corpses, strung up on 
wooden scaffolds. Now comes the fiendish beast itself—a centuries-old elder 

ekimmara known as Sarasti. Draw your silver sword and better it in combat. 


HIGH STAKES'GC T 


Consult the Bestiary or better battle tactics against this monstrous vampire, The 
ekimmara has the following vulnerabilities: 


Devil's Puffball Bomb Vampire 01 [7] 


U d 


You can also investigate this village, not venture into the lalr ot Sarasti, and return 
to the Nilfgaardian camp to report what you saw. You still receive a reward for: 
your troubles. 


END: EXTRA EQUITY FOR AN EKIMMARA EXECUTION 


f OBJECTIVES 


After gathering your saliva and the head of Sarasti, retrace your steps back up 
to Byways village, and speak with Bytomir. You inform him that you've solved his 
ancient vampire problem, and force him to pay up for your troubles. Then trek 
back to Oreton, and tell Milan Noran the same story. More crowns are added to 
your collection, as the quest concludes. 


ITEMS: Vampire Saliva, Ekimmara Trophy, Crowns 


Enemies: 


EGGEBRACHT'S ORDERS 


| OBJECTIVE 
| 


This quest is accessible during your exploration of Velen (No Man's Land) and 
Novigrad. Visit the Nilfgaardian Central Army Camp in the very southeast of the 
World Map. Then inspect the Notice Board adjacent to the quartermaster's tent. ~ 


There's an interesting missive pinned to the Notice Board close to the 
quartermaster's tent in these parts. It mentions the loss of a patrol, and a reward 
for finding them. Enter the tent adorned with the sun motif of the Emhyr, and 
speak to quartermaster Eggebracht. You can shoot the breeze with him, but 
continue this quest by asking him for work. He requests you find the abandoned 
camp, across the lake, to the northwest of here. 


The going underfoot 
soon turns soggy. Watch 
for nekkers as you start 
to wade into a swamp, 
before crossing the 

lake to the woodland 
area northwest of 

these parts. 


SPOILER ALERT X 


ATROL GONE MISSING 


The Abandoned Nilfgaardian Camp is on the northwest part of the lake, and 
offers a wealth of clues to a Witcher with a twitching set of senses: 


* Acampfire showing the soldiers left here in a hurry. 


There are footprints leading up into the woods—some booted and others 
barefoot. Follow them into the woods, Were they leading a group of barefoot 
peasants, or did the peasants do the leading? 


Keep following the prints until a smell overtakes your senses. Follow the stench 

clouds, spotting draconid musk on the ground. There are three or four of these 

piles to inspect, which take you in an elongated loop through the trees. Prepare. — 
for intermittent fighting with nekkers and bandits along the way. Though you 

only need to find the scent clue to the poisoned corpse, ай the clues are 

presented here. 


Return and continue to follow the sets of footprints, up toward a confrontation 

with a bear. The nearby remains of a corpse seems to have been poisoned, 

Now continue along the path to the southeast, following the prints up and into a — 
hillside devoid of trees. 


| OBJECTIVES: 


A frightening screech, and a flapping airborne menace swoops in to slaughter 
you with its talons. Retaliate by knocking the foe down to the ground, and 
finishing this winged menace as adeptly as you can. Once Killed, inspect the 
corpse and slice the head off, gathering its hide and other items, but don’t leave 
without your trophy. 


Consult the Bestiary for better battle tactics against this screeching, scaly beast. 
The wyvern (unnamed) has the following vulnerabilities: 


Golden Oriole Grapeshot Bomb.  Draconid Oll 


END: SNIFFING AROUND NILFGAARDIAN BUSINESS 


| OBJECTIVE: 


At this point, you may retrace your steps and inform the quartermaster of your 
findings, However, it is well worth continuing up the path you were on when 
you faced the wyvern, tracking another poisoned soldier (this one was gnawed 
оп), and more footprints that lead down into a ravine, and а ghoul's nest within 
a cavern tunnel. The remains of a villager lie at the end. Report this to the 
quartermaster, and he's annoyed that you're poking your nose into Nilfgaardian 
business. Either way, your reward is received (though you can refuse it if you 
don't like crowns). 


ITEMS: 
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DANGER ALERT 


CONTRACT: PHANT 


Locations: Benketham, Royal Wyvern's Cave and Eyrie 
Characters: Refugee 
Enemies: Nekkers, Wyverns, Royal Wyvern 


A BRIDGE TOO FAR 


‚ OBJECTIVES 


| You should visit the dilapidated village of Benkelham, and find the refugee that requests | 
your help, Or, you can find the abandoned wagon, meet the refugees in the cave, or f 


| destroy the wyvern nests first. The optimal path is the first one. 


Benkelham is a 
collection of sagging 
huts and a giant 
windmill, on a hillside 
along the eastern side 
of Velen, and speak 

toa refugee sitting by 
a ruined cottage. He 
hopes you can find out 
more about a missing 
merchant caravan. They hired some of the villagers to guide them to a bridge, 
and the boys haven't returned. Barter a price for your services if you wish, then 
remember the name Thomil—the man's brother who lead the men 


Take the main road north from Benkelham, following its winding path downhill 
until you discover an upturned cart. Use your Witcher Senses as you take in the 
scene of this crime. Locate the following: 


* Evidence that somebody was bound, but quickly freed using a dull blade. 

* Somebody left footprints from a barrel of spilled wine. 

* There are claw marks on a nearby rock 

* Someone was running quickly, panicked, and their footprints end suddenly. 


You summize that a flying entity swooped down and grabbed the victim, 

leading you to believe the monster is a wyvern or forktail. The smell of Kaedweni 
wine lingers for hours, and a trail of this stench leads you uphill, heading 
roughly northeast 


SPOILER ALERT Ж 


MOF THE TRADE ROUTE 


I CAN FEEL IT COMING IN THE AIR TONIGHT 


| OBJECTIVES: _ 


Wander uphill with the wine smell clouding your nostrils and vision, The trail 
leads you to a rough path and a cave entrance. 


There's a corpse of one of the caravan refugees at the cave's entrance. Go 
inside, and you meet two luckless refugees hiding out in the cavern, You can ask 
about Thomil, who sadly didn't make it, and find out more about the monster you 
hunt. Itis a royal wyvern, Lucky you. 


; OBJECTIVES: 


Continue deeper and 
higher into the cave, 
climbing up the natural 
rock steps to the south, 
and climbing higher 
until you see light from 
an exit. Step into the 
light, and run into two 
young wyverns, This is 
the royal wyvern's eyrie. 
Face both of them in combat, slaying them with quick competency. But these 
juveniles weren't responsible for ransacking the cart and dropping the scattered 
corpses you find on this cliffside perch. 


Ud Ur 


‘Another option is to go up the hill io the left or right of the cave entrance, and reach 
the eyrie without climbing up through the cave. 


‘ORWHIKE? 


Approach each of the two nests of spittle, wood, and bone, and destroy it with 
a swift kicking. After dismantling both of them, а suitably angered royal wyvern 
swoops in for the kill. Bring it down to the ground with crossbow or magic 
attacks, and finish it before it devours you. 


JNS"NO?'FO! 


ATLS? NO. 


MW HEF 


Halt! Before ascending to the eyrie to rid the lands of three wyverns, you should 
take time to fully prepare for such an undertaking. Remember to consult the 
Bestiary for tackling wyverns, both royal and otherwise. The royal wyvern has the 
following vulnerabilities: 


Draconid Oil. Aard 


Golden Oriole Grapeshot Bomb. 


END: THE ROYAL TREATMENT The two refugees appear, a little gobsmacked at your accomplishments. After 
vowing to tell tales of this day, they leave you to whistle for Roach, and сату 

the royal wyvern's head swinging by Roach's saddle. Head down the hill to 

Benkelham, and speak with the refugee. After settling up, the quest concludes. 


ITEMS: Wyvern Mutagen, Wyvern Egg, Wyvern Hide, 
Wyvern Trophy, Crowns 


SPOILER ALERT Ж 


Г CONTRAC »SHRIEKER | Ed 


row's Perch, Burned Ruins (Cockatrice Саме) RUFFLING A FEW FEATHERS 


Characters: Chet, Symko 


5 , 
Enemies: Shrieker (Cockatrice) p OBJECTIVES: 


Head south out of Crow's Perch, traveling roughly eastwards to the objective area 
where the beast was fought, close to the marshy moat and south of the Burned 
Ruins signpost. Locate the following: 


The remains of Symko's dog Ruffler can be seen and inspected using your 
Witcher Senses It didn't give up without a fight. 


There are staggered tracks leading away from the dog corpse. 


Locate the monster blood close to the water's edge, and track it in a roughly 
northwesterly direction. 


WITCHER 
CONTRACTS 


The beast landed at a cave entrance close to the northeastern part of Crow's 
Perch moat, and just west (and underneath) the Burned Ruins. Close inspection 
of the tracks reveals the beast is a cockatrice. 


NOT JUST A PACK OF PEASANTS 
WITH PITCHFORKS 


[OBJECTIVES 


Explore the cave 
entrance, which opens 
up into a large cavern. 
Use your Witcher 
Senses in here to 
uncover droppings 
staining a high ledge, 
where the beast must 
be nursing its wounds. 
It won't budge until you 
Chet from Crow's Perch produce a Samum, Grapeshot, or Dancing Star bomb, and lob it onto the ledge. 
is having a terrible ‘After the explosion, the shrieker disappears! It has fled through an upper exit: 
time with a shrieker 

(a monster that has 
woven its nest nearby) 
and has taken to killing 
those that venture too 
close. Head to the lower 
village within the walls 
of Crow's Perch, and 
find Chet by his cottage. Barter a price for your services if you wish, listen to the 
hapless attempts the local (and now deceased) huntsman named Borzoy made 
to kill the creature. Now agree to slay it 


Т 
Find the Notice Board in Crow's Perch to read the contract and begin the quest. 
| Or, chance upon nest of this creature first. The optimal path is the former. 


Leave the cave the way 
you came, summoning 
Roach and visually 

track it across the 
countryside as it flaps 
away. At a gallop's pace, 
you should easily catch 
this wounded and angry 
animal, Drop it from the 
skies, and set about 
slicing it into тоге 
manageable pieces. 


| OBJECTIVE: 


Symko, son of Borzoy, is the witness to the shrieker's attack, and he's gazing 
at grass on the eastern side of the cottage. He is resistant to your talking, but 
continue to ask him questions and he describes the shrieker as a huge rooster 
with а lizard's tail, and how his dog Ruffler ran away too. Calm the kid down with 
soft words ог soothing Axii magic, and depart. 
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MW DON'T-BETHEONEDOING'THE SHRIEKING 


| Consult the Bestiary for better battle tactics against this overgrown chicken. The 
cockatrice has the following vulnerabilities: 


Grapeshol Bomb. Draconis Oil Aard 


END: AFTER THE COCKATRICE CARNAGE 


DANGER ALERT 


O99009 


Locations: Crookback Bog Peat Post, Crookback Bog Peat Lodge, 
Cave of Ignius Fatuus — 

Characters: Leslav 

Enemies: Foglets, Nekkers, Drowners, Ignius Fatuus (Foglet) 

Recommended Item: Eye of Nehaleni 


EYES LIKE COALS AND A JAW FULL OF FANGS 


A lone villager harvesting peat within the marshlands west of The Orphans о! 
| Grookback Bog (village) beckons 


On the northwestern 
edge of Crookback 

Bog, due west of the 
Orphans’ Village but 
closer to the waters 
edge, is a Peat 

Post. This is a small 
hideaway where a 
villager named Leslav 
stores peat he cuts from 
the bog. Speak with him. He tells you a monster prowis the bog, and those that 
enter the mist are never seen again! Ask for more information and learn about 
the beast's humanoid form and nocturnal nature. Barter for a better payment if 
you wish, then ask where to find this monster. 


That overgrown chicken has eaten its last villager! Stoop down and inspect the 
corpse, gathering some meat and ingredients, as well as the head of the beast. 
Then mount Roach with the head tied to your saddle, and return to Chet. He 
hands you the pennies he gathered as your reward, You can: 


* Tell him to keep the coin—for Symko. 
* Or gladly accept the coin. 


Afterwards, you can speak to Szymko and tell him his father's death was 
avenged, if you wish. Either way, the quest concludes. 


ITEMS: Cockatrice Egg, Cockatrice Stomach, Cockatrice Trophy, Crowns. 


SPOILER ALERT Ж 


F CONTRACT: SWAMP THING 


Set off in a roughly southerly direction and cross the bog. As you reach the 
nearest objective area, you can almost taste a metallic odor in the air. Continue 
towards a Peat Lodge, where Leslav's fellow villagers came a cropper. Inspect 
the structure using your Witcher Senses, and uncover the following: 


• A slumped corpse with his weapon still sheathed. This indicates a 
concealed monster. 


* An almost completely decomposed corpse by the small stone ruins nearby, 


BAD, POXY AIR, STINGING EYES, AND 
CHOKING THROAT 


| OBJECTIVES 


There's little else but wrapped parcels of peat soil here, so venture out across 
the bog in a roughly easterly direction. Close in on the second objective area, and 
bring the pain to a couple of nekkers. Then use two methods of seeing reality а 
little differently; your Witcher Senses and the Eye of Nehaleni you obtained from 
Keira Metz during Main Quest: Hunting a Witch 


* Use your Witcher Senses to discover a few dead folks with a variety of 
different claw marks on it. Oddly, there's are no tracks around the corpses. 


* Use the Eye of Nehaleni to remove a wall of magic. 


* Use your Witcher Senses to uncover tracks that were masked with magic. 
You guess you're dealing with an old foglet, hiding behind an illusion. 


A FATUUS BOG EXPLORATION 


ОВ)ЕС 


LOST IN THE В 


їз easy to get lost in this misty bog, and there are numerous foglets, drowners, and 
nekkers (not to mention deserters and bandits) in the general vicinity. Don't venture 
farther from the immediate area than you need to, and if you get lost, return to the 
Peat Lodge and retrace your steps. 


Follow the intermittent tracks through the swamp, in a winding pattern 
throughout the bog, heading in a vaguely southerly direction. There are at least 
two foglet to face, back at the Peat Lodge. While you're there, look for the badly 
decomposed corpse. There is a faint smell coming from it. This is worth your 
while following, in a roughly southerly direction, 


Journey to a small fetid pond with a foglet to slay. Of greater interest is a cave 
blocked by a massive boulder. But this isn't really а boulder. Use the Eye of 
Nehaleni to dismiss this illusion and reveal a foglet's cave. 


Enter the cave and, if you keep right, you face a trio of foglets as you wind your 
way down the main tunnel area. If you climb up the other side, you end up back 
into the bog. Almost immediately, you are set upon by drowned dead. Expect to 
slay up to six of them, before moving across a shallow pond (close to the cave 
exit) and dealing with three foglets. 


Locations: Border Post, Inn at the Crossroads, Scoia'tael Camp. 
Characters: Captain Felix Grubb, Vernossiel 
Enemies: Alghouls, Drowners, Scoia'tael 


OBJECTIVES: _ 


Enter the cave and, if 
you keep left, you stride 
into the domain of the 
old foglet responsible 
for the illusions—ignius 
Fatuus! Teach him that 
your silver sword is 

по illusion! 


Ld 


This foglet offers a considerable challenge, so consult the Bestiary to gain insight 
into this creature. The foglet has the following vulnerabilities: 


шы 


Necrophage Oil Quen 


VOIDING^FOGLET 


ANGS 


Moon Dus! B 


END: ALL CLEAR 


| OBJECTIVES: 


Cut the head apart from the crumpled foglet corpse, and bring it back to Leslav 
at his Peat Post, and claim your reward. Remember, if you bartered a better price, 
you may have to return and gather your crowns in smaller payments. Once your 
initial monies are handed over, the quest concludes, 


ITEMS: Foglet Tooth, Foglet Trophy, Crowns 


POILER ALERT Ж 


| This quest is accessible during your adventuring through Novigrad and the northern 


parts of Velen. It begins when you uncover a contract notice on a Notice Board; 
like the one just southeast of the fortified bridge to the Border Post on Halver Isle, 


Locate a formal notice on a board that reads “Contract: Woodland Beast." It is 
from the Redanian Captain Felix Grubb. Head towards the refugee camp near the 
fallen fields of Velen, southeast of the Border Post, and search out the captain of. 
the guard. 


Speak with him, and he tells of a monster terrorizing the already downtrodden 
peasants of Velen, as well as a Redanian transport caravan. Bring him the head 
of this beast, and you'll receive both gold and a pass to allow you access across 
the Pontar river, and into Novigrad. Agree to this deal. 


OBJE 


The location of the transport attack is southwest of the captain, close to the ford 
across to the Inn at the Crossroads. Gallop to the site, and cut down two alghouls 
feasting on the remnants. Then inspect the vicinity and uncover the following: 


* Claw marks on a slumped corpse, but also evidence of an arrow piercing 
the dead. 


* Bodies clawed and gnawed. But all these wounds are post-mortem. 
* Anempty chest. Certainly not stolen by the necrophages you slew. 
* Tracks, humanoid in stature, leading away to the southeast. 


Follow the tracks across the road, and into the thick grassy area before the ford. 
Expect four drowners to annoy you along the way. 


| 
| 


E 
E 


517 


518 


The tracks lead down to 
the ford, and disappear. 
Simply stare at the 
opposite side of the ford. 
(look southeast) and 
you'll see the tracks. 
appear from the soggy 
sand, Climb up the 
grassy hillock, studying 
the tracks until you're 
Stopped. A Scoia’tael archer has you in his sights! This quest can now conclude 
in one of two different ways: 


END #1: DEATH TO THE SCOIATAEL DEVILS! 


| OBJECTIVES: 


‘Speak to the archer. If you answer “you've killed enough humans already,” or 
you aren't prepared to put down your weapons after asking to see the archer's 
‘commander, the situation turns violent. 


You have five Scoia'tael to cleave on this hillock (treat them as humans in 
terms of combat). Afterwards, return to the captain for your reward, as this 
quest concludes, 


ITEMS: Crowns, Transit Pass 


END #2: SOMETHING FOR YOUR SILENCE 


OBJECTIVE — — 


Speak to the archer. Answer that you wish to speak to his commander. You are 
lead to a hidden elf camp where Vernossiel speaks curtly to you. She insists they 
will stop attacking the Redanian transports, but you must leave and forget what 
you've seen. Answer that they are common bandits, and you must fight them (End 
#1, but without your weapons). A better plan is to agree “do as you will.” You're 
given a couple of elvish items for your help. Afterwards, return to the captain for 
your reward, which is almost a kick in the arse (you receive nothing), as this quest 
Concludes. 


END #3: DOUBLECROSS! 

There's one more, devious way to end this quest; tell the elf leader you can Keep 
their secret, then break the promise and inform the guard captain, and claim 
both rewards! However, expect an ambush later, as the Scoia'tael try to slay you 
on the outskirts of Novigrad. 


ITEMS: Diagrams, Cavalry Trousers 


DANGER A 


CONTRACT. ТН 


Locations: Beanston, Honeyfill Meadworks 
Characters: Holofernes Meiersdorf, Bernie, Franklin, Hugo 
Enemies: Drowners, Apiarian Phantom (Hound of the Wild Hunt] 


CALLING ALL BOUNTY HUNTERS, 
TRACKERS, AND WITCHERS! 


| OBJECTIVES: 


| This quest commences when you read a message on a Notice Board in the 


settlement of Beanston. You can stumble upon the frozen hive first, but a key is 
needed to continue. 


Misfortune has befallen the Honeyfil apiary. A phantom has descended upon the 
settlement, destroying the hives and wreaking havoc. If you're reading this in 
Beanston, travel southwest across the sunflower fields and cow pastures, and 
through the stone entrance arch into the idyllic Honeyfill Meadworks. 


Hop off your horse and enter the beautiful main structure, a wattle and daub 
mansion of fine craftsmanship, and find Master Meiersdorf with his halfling 
brethren in the grand hall. The diminutive master introduces you to his sons 
(Bernie, Franklin, and Hugo) and says he's been expecting someone like you 

to help him with the phantom. He describes not the entity, but the death of a 
farmhand that looked like frostbite. After bartering your mercenary price up if you 
wish, you're told to follow Holofernes. 


HOUND OF THE HALF-BUILT HOUSE 


Keep pace with 
Holofemes as he scuries 
out of the mansion, 
passes through the formal 
gardens, and into ап 
adjacent field where the 
farmhand was killed. Use 
your Witcher Senses and 
locate the following: 


Dried and blackened 
blood several days old. 


A hive covered in frost. The cold must have killed the bees. 


A set of footprints, Follow them roughly westwards towards a nearby lake. The prints 
disappear into this large puddle. 


Work your way to the left, along the bank of the small lake, readying yourself for UD 
to six drowners to slay as they rise from the ooze. 


Use your Witcher Senses along the southeast comer of the lake shore to uncover the 
footprints again. 


Follow these claw-shaped footprint tracks roughly eastward, toward the entrance of 
a basement too tight to enter. It is underneath the half-finished brick structure fallen 
into ruin, 


Run around to the eastem side of the house, and there are steps down to a large 
wooden double door. It is locked. Holofemes appears behind you now, telling you this 
was a home meant for Bernie, but his grandfather ran out of coin before it was finished. 


THE CHILL OF THE CHASE 


j| OBJECTIVES: _ 


DANGER ALERT 


Locations: Mercenary Camp, Herbalist's Hut, Archgriffin's Eyrie 
Characters: Hans 
Enemies: Bear, Wolves, Bandits, Opinicus (Archgriffin) 


WANDERING HANS 


OBJECTIVES: 


| 


|| is quest begins when you read a Notice Board in Oxenfar requesting your help, 
ог stumble upon а small Mercenary Camp due east of Oxenfurt, southeast of the. 


Locate a small 
Mercenary Camp 

and step through the 
wooden defenses to 
тее! the leader, Hans 
of Cidaris. After being 
hired by Radovid, his 
crew wander and battle 
for crowns, except the 
King's late payments 
have made them think twice. They camped here, spotted a strange beast that 
snatched cows, and he lost two of his crew. Barter for a better reward if you wish, 
then set out for the wooded ravine south of here, where Hans last saw his men. 


CON TRA XB THE CRE T RE [FROM OXENFU 


The doors can now be opened, and you enter an earthen cellar filled with icicles. 
The reason becomes obvious as a hound of the Wild Hunt quickly bounds past 
you! Race up the steps, whistling for Roach, and gallop after this icy hound— 
chasing it down on horseback and whacking it with your silver sword before 
dismounting and fighting it to the death while on foot 


Consult the Bestiary for better battle tactics against this preternatural beast. The 
hound of the Wild Hunt has the following vulnerabilities: 


Elementa 01 n Аш 


imeritium Bomb. 


END: A SHORT INTERLUDE 


BJECTIVES: 


When you've felled the spiny beast, slit it open to gather some items including a 
trophy to affix to Roach. Ride back into the Honeyfill estate. The family is waiting 
for you close to the house, by the signpost marker. The Melersdorf family are more 
than generous with a reward for your job well done, Then the quest concludes 


ITEMS: Lesser Red Mutagen, Wild Hunt Hound Trophy 
Jar of Honey, Crowns 


SPOILER ALERT X 


OBJECTIVES: 


WITCHER 
CONTRACTS 
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Set off in a 
southeasterly direction, 
Tunning into the woods, 
and possibly disturbing 
a bear. When you reach 
the objective area, use 
your Witcher Senses. 
Discover the following: 


* Human remains, 
with claw and bite marks covering them. Armor ripped to shreds. No sign of a 
second corpse. 


No wait, here's a severed arm on a rocky outcrop nearby. A flying monster 
didn't quite gather everything when it snatched Hans’ men. 


Head east along the rocky outcrop, finding splashes of blood. This has 
attracted wolves, so prepare to slay a couple of them. 


Follow the trail of blood uphill slightly, through the woods. Expect at least six 
more wolves and an alpha male on the prowl around here. 


The trail ends at a few crows, that have picked the ground clean of evidence. 


EVIDENCE OF AN ARCHGRIFFIN 


| OBJECTIVES: 


Listen to the cawing of the ravens (using your Witcher Senses if need be). Head 
east and a little south, uphill while scanning the skies. A murder of ravens are 
circling the rocky outcrop. 


Climb up and onto the eyrie, with the remains of a nest and some leftover body 
parts and a mercenary contract (which you can optionally read, though this 
proves Hans’ men were slain). Of more interest are some thin rachides (sparse 
after feathers). They prove you're hunting an archgrifin! Or, if you're approaching 
at night, the archgriffin is on its nest, and combat begins immediately! 


ITEM: Quest Item: Mercenary Contract 


Locations: Canal Bridge (Novigrad), Crippled Kate's, Salma Li 
Townhouse 

Characters: Sergeant Gilbert Witschke, Medic, Brothel Madame, Salma 
Lilith (Succubus) 

Enemies: None 

Recommended Item: Axii Delusion Level 3 


A MANNER MOST BESTIAL 


| OBJEC TIVES 


This quest begins when you read a notice pinned to the board in Hierarch Square 
(Novigrad), near the Kingfisher Inn. 


Back away from the 
nest, and meditate on 
the grassy foothills 
slightly south of the nest 
(head north, and you 
Tun into a bandit camp). 
Wait until after darkness 
descends; a piercing 
shriek and fierce wind 
of flapping wings 
announces the arrival of your quarry, a huge feathery fiend named Opinicus. 


D d GETTI 


Consult the Bestiary for better battle tactics against this fiercest of all griffins. 


The archgrifin has the following vulnerabilities: 
E. 
ki 
№) 


Grapeshot Bomb Hybrid Oi mI 


GRIEPPROMWGRIFFI 


END: OPINING AFTER OPINICUS 


| OBJECTIVES: 


Step over to the corpse of Opinicus, and slice off some ingredients and a 
trophy to tie to Roach's saddle. Then trot back to the Mercenary Camp, and 
explain your hunting prowess to a suitably impressed Hans. After your reward, 
the quest concludes. 


4 A SUBSTANTIAL REM 


Come to the nest during the бау, before the griffin battle, and you can locate a letter. 
Read it to learn Hans was offered a substantial reward. Mention this to Hans at the 


end of this quest, and expect more coins. 


ITEMS: Archgriffin Mutagen, Griffin Fe 


Atemple guard named 
Sergeant Gilbert 
Witschke has a notice to 
read, despite it being for 
the “fellow followers of 
the flame.” It concerns 
several officers of the 
guard, who have been 
ravaged to death. For 
‘some reason, Gilbert 
thinks the party responsible may be female, and anyone abetting this person is 
‘subject to torture. A short dash east and south through the fish market to the 
canal bridge brings you to Gilbert. Barter for a better payday, then agree to speak 
to the medic who tended to the corpses. 


[OBJECTIVE 


The medic is tending to matters on the dockside, almost due west of your 
location. Find and speak with him about the dead guards. Choose all your 
questions to obtain further information; that the bodies had only scratches “from 
their adventures with whores," that they had dried out, and were dumped in an 
area infamous for brothels. 


SWEET SMELLS AND SORDID STRUMPETS 


| OBJECTIVES: 


Move southwards 
around the docks, over 
the canal, and make 

a left turn through the. 
brick tunnel. A small 
market area is where. 
you should begin a 
search using your 
Witcher Senses. Locate 
the following: 


• A child's footprints. There is a lot of foot traffic here, so some of it is irrelevant 
to the investigation. 


• Hoofprints. But not from a horse, as there are only two feet. There are guard 
footprints here, too. 


Follow the hoofprints roughly northwards, winding through the alley around 
Crippled Kate's brothel, into an extremely tight side alley with a crate that must 
be destroyed (using Aard). The trail ends at the wooden steps up into the brothel. 


Across from the steps in a narrow dead-end alcove is an empty perfume vial, not 
shabby enough for this lowly part of town. There's a scent trail from the perfume 
to follow, but once you speak to the brothel owner. Enter Crippled Kates (the door 
at the end of the hoof trail), speaking to the madame. You can buy, spend time 
with a whore, play Gwent, but you're here to ask about the murdered guards. The 
madame plays evasive, forcing your hand. You can: 


* Tell her ай clues lead here. She isn’t interested in taking lip from you, and tells 
you to leave. 


œ (Axil Delusion Level 3) Ask her for the truth, or threaten to return with the 
temple guard. She gives you hints to the next area of your investigation. 


BEING FAIR TO SALMA LILITH: 
CONFRONTING A SUCCUBUS 


| OBJECTIVES 


Step out of Crippled Kate's, and head south following the trail of perfume visible 
to your Witcher Senses. Follow the scent along the winding streets until you 
discover a well-to-do townsman in a state of distress, leaning against a building, 
He indicates he's been inside the house, but appears to have been charmed 

by a succubus! 


ОООО: 
б 


DANGER ALERT 


Locations: Novigrad, Kingfisher Inn, Moldavie Residence 
Characters: Count Kurt Dysart 
Enemies: Therazane (Earth Elemental] 


CAVEAT EMPTOR 
OBJECTIVES: 


This devilish creature 

is hiding out inside 

the wattle and daub 
structure, and getting 
in can be a challenge. 
Enter via the door on 
the eastern side (ground 
level), just to the south 
of where the befuddled 
man is. Climb the stairs 
to a small landing, pass a resting townsman, and climb the interior ladder to the 
roof eaves. Exit via the open doorway to a rickety wooden platform attached to 
the adjacent building. At the end is an exterior wooden ladder to clamber Up. 

It leads into an attic space. Drop through the hole in the floor to reach a move 
lavish bedchamber, with velvet curtains and trays of grapes. This must be the 
boudoir of the succubus you seek. 


Head down the stairs, and gain an audience with Salma Lilith. Beware of her 
disarming ways as you speak to her. You can: 


» Insist on killing her. This begins combat with the succubus in a very 
confined space. 


* Agree that she must leave the city. She's understanding but angry, but plays 
along and hands over a trophy to you, as well as an impressive sword for your 
collection. Then you part ways. 


If you decide to fight, consult the Bestiary for better battle tactics against this 
mistress of seduction. The succubus has the following vulnerabilities: 


è | 


| 
Hybrid Ol Quen 


END: NOT MUCH FUSS FOR A SUCCUBUS 


k OBJECTIVE 


With the succubus placated, return to the guard that requested your help, back 
at the canal bridge. You explain the fate of the dead guards, and are rewarded for 
your masterful work. Gather your crowns as the quest concludes. 

ITEMS: Swor 


Succubus Mutagen, Succubus Trophy, Crowns 


THERAZANE (EARTH ELEMENTAL 


WITCHER 
CONTRACTS 
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i FCC 

| їп Novigrad, outside the Kingfisher inn. | 
A notice entitled "Haunted House" requires a Witcher of unsullied reputation to 
investigate a residence on the outskirts of the city, recently acquired by Count 
Kurt Dysart, who is temporarily residing at the Kingfisher Inn. It is believed the 
place is haunted. Find out more from Kurt himself by entering the Kingfisher Inn 
(off the Town Square) and heading up the stairs in the southeast comer (but not 
the second flight of stairs). Head around the stairs to the mezzanine balcony, 
where Kurt is situated. Kurt wants to know the school you belong to. Answer 
how you wish—he isn't getting a better offer of help. He tells of an estate east 
of Novigrad, with a keen seller who offloaded the property. He says the place 
shakes all night, and even the floors are said to move. Barter for a better reward, 
before agreeing to find the place, and obtaining a key to gain entry. 


ITEM: Quest Ite 


Moldavie Residence Key 


THINGS THAT GO BUMP IN THE CELLAR 


OBJECTIVES: 


Leave the city of Novigrad, and gallop on horseback almost due eastward, into 
the fertile farmland looking for the Moldavie Residence, close to an orchard and 
small lake. The wind is whipping up a bit as you reach this tumbledown mansion, 
Unlock the door using Kurt's key, and step into the trembling premises, The 
Whole building is shaking, but a specter would have attacked you already. Time 
for a spot of Witcher sensing. 


Locate the following: 


On the floor is rotten food and a goblet on the table—evidence of an 
inhabitant leaving in a hurry. 


. 


Over in the northeast corner of the next room, atop the stairs down to the 
Cellar, is a pile of scattered salt—a pointless superstition to drive away 
ghosts. Feel free to ransack the chest here for a book. 


Descend the stairs, and uncover a small crack in the old brick and plaster 
wall. Use Aard to make that crack into a sitcher-sized hole. 


Enter the hole, and head into strange ruins underneath the house, which 
haven't been visited for a while. 


Cross the bridge planks to inspect a wooden table with a large magic root on 
it. A second table opposite holds an open journal. A quick read of the book 
via your Quest menu after picking it up reveals elemental magic has been 
practiced here. 


ELEMENTAL, MY DEAR WITCHER 


| OBJECTIVES: _ 


The archway is sealed, so backtrack to the water, swim east down a partly 
submerged corridor to a wall lever and pull it. The archway blockage rumbles 
out of your way. Once through into the subsequent chamber, you are greeted 
by a large earth elemental encased (but almost free) of its magic bonds. Itis 
set to shatter these restraints soon and cause untold havoc. Behind it is a small 
pedestal with a magical cone-shaped lock. Use Aard to knock the lock out of 
alignment, freeing the immense rock beast known as Therazane. Engage! 


ADY TO 


Consult the Bestiary for better battle tactics against this incredibly tough earth 
elemental, It has the following vulnerabilities: 


Dimeritium Bomb Elementa 01 


END: AFTER THERAZANE GOES TO PIECES 


| OBJECTIVES: __ 


After a hard fought struggle, Therazane topples over, allowing you to segment a 
number of ingredients, as well as a trophy to add to Roach's saddle. Then Fast 
Travel or ride back to the Kingfisher Inn in Novigrad, explain to Count Kurt that 
your ghost hunt turning into elemental combat, and collect your coin as the 
quest concludes. 


ITEM: Elemental Trophy, Crowns 


DANGER ALERT 


Converging Quests: Main Quest: Bloody Baron (page 71) 
Locations: Ni ‘ad, Tretogor Gate, Doppler's Moat House 
Characters: Sylvester Amello, Janne [Doppler] 


Enemies: None 


AN IMP-ERFECTION IN MARKET SECURITY 


| OBJECTIVES: 


There's a particularly 
bold imp that's taken 

to thieveing near the 
city gates, according 

to a missive marked 
“Contract: Imp." It 
hasn't harmed any 
humans, but is causing 
a great deal of damage, 
so Sylvester Amelio has 
decreed a hefty (and tax-free) reward be given to anyone capturing the nuisance, 
Be sure it is between dawn and dusk during daylight hours, and head to the 
small circular market just inside the Tretogor Gate. 


Speak to Slyvester, asking what it looked like (a mean, fat cat) and what it stole 
(bread, fish, and apples). Barter for a better reward if you like, then begin an 
inspection of the market 


IMPISH ACROBATICS 


[ OBJECTIVES: __ 


A sweep of the market 
is called for, using your 
Witcher Senses. Locate 
the following: 


SPOILER ALERT Ж 


By the circular sentry turret are large paw marks. Follow the trail up past the 
horse drinking fountain, and up, southward towards the gate. 


By a standing guard, stoop to find some loot the imp dropped. 


Look up and around the large stone wall, and view scampering prints across 
the ivy and towards the portcullis. 


Look across to the opposite side of the arch, and the top of the stone 
bridge—the marks disappear as the creature dropped down into the moat. 


Climb over the bridge wall and (carefully) slide down the rocky embankment 
to the edge of the moat below. The trail picks up near here. 


The paw marks change to footprints. How odd. Follow them to an open door 
and enter the house at moat level 


Inside the structure is a note to read. Use your Witcher Senses if you can't easily 
see it, Access your Quest Items menu and read the letter, It provides some 
incriminating evidence from “Louis” admonishing “Janne” about taking the form 
of a giant black cat for her pilfering activities. Ah, you're dealing with a doppler. 


ITEM: Quest hort Letter 


THE DOPPLER EFFECT 


| OBJECTIVES 


Make a thorough inspection of the doppler's house, using your Witcher Senses. At 
the top of the first flight of steps is a chest with some scattered clothing next to it. 


* This is a woman's blouse, a man's shirt, and child's shoes, but only one bed. 
The scent of lavender now. 


Follow this scent down the stairs, out of the building, and roughly eastward until 
you reach a group of townsfolk conversing close to the dyeing pools. A Redanian 
guard catches your eye. Speak to him. You wonder (aloud) why the guard is on 
such friendly terms with an elf. The elf attempts to cover the conversation by 
reacting with shock at the "racism" the guard is uttering, and then quickly departs. 
Now the guard tries to continue the act, which continues until you call it out for 
being a doppler. A moment later, it changes to the form of a peasant, and flees. 


Check your minimap as you give chase to the fleeing shapechanger. Head left 
(northwest), following the doppler back towards and then along the moat, before 
it tums right, heading under a large wooden bridge span. This is the earliest 
opportunity to grab it. Instead of surrendering, the doppler transforms into a 
familiar face—yours! 


You may be worried about battling yourself, since the doppler uses both the 
Signs and the sword prowess that you have mastered. So press the attack 
quickly, and it shouldn't take long before you cut into him with enough vigor to 
stop the fight. 
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{ Hang on! Though this cheeky specimen is trying every shapechanging trick under 
| the sun, he isn’t that difficult to overcome (he suffers the same weaknesses as 

| humans in combat). But there are more tricks up his sleeves. Consult the Bestiary 
| for further information on imps and dopplers. 


END: ON GOOD FORM 


OOOO © DANGER 


М 


Locations: Сиппу of the Goose, Loggers' Hut 
Characters: Brean Hotsch, Lumberjack 
Enemies: Nekkers, Wolves, Kernun [Leshen] 


е 


iis quest starts when you uncover a message on the Notice Board at the Сиппу of 
the Goose Inn, or you start destroying leshen totems in the woods. The optimal path. 
| is the former, and shown below. 


Just south of Novigrad is an infamous inn with a delightful name. Approach the 
Notice Board outside, and read the message entitled "Devil in the Woods." It 
appears Brean Hotsch has tracked the local woods, and found them home to 

a cruel evil of some kind. Strapping dwarven loggers were hired to harvest the 
lumber there, but only one returned, babbling about a monster. Enter the lakeside 
inn, and find the Brean the halfling propping up the bar. Barter with him for a 
better price if you wish, then agree to find the witness to the woodland horror. 


[OBJECTIVE 


The doppler surrenders, and you may elect to banish the doppler in one of 
two ways: 


* Either finish it off, taking the trophy afterwards. 


œ Or order it to leave Novigrad for good. It agrees, and hands a token of its 
gratitude (some crowns and a diagram), 


After the doppler promises to leave, retrace your steps back to the marketplace, 
and inform Sylvester that this was a special type of imp. One that won't be 
diminishing the fish and apple supply any time soon. If you let the doppler go, 
Sylvestor only offers you half the reward. No trophy. No full payment. After the 
reward, the quest concludes. 


ITEM: Doppler Trophy, Diagrai 


Scour the inn fora. 
pipe-smoking dwarf in 
a comer. Be wamed, 
you may have to listen 
to some bards as you 
cross the premises, The 
lumberjack seems half- 
cut, but valiantly explains 
how his mates lost their 
lives in a vicious attack. 


THE WRONG KIND OF WILDLIFE 


Travel mostly west, and а little north, towards the forested region of this part of 
Velen, and trek into the woods to reach a small cluster of structures. The easiest 
route is along the river bank with Novigrad's walls on the north side, to the right 
of you. Dismount, and begin to inspect the yard. Locate the following, using your 
Witcher Senses: 


* Deep ruts where loggers’ wagons stopped. 


* Follow the wagon tracks roughly westwards from the bulldings along a 
winding wood trail close to the water, then into the woods where intermittent 
nekker attacks may occur. Fend at least three off 


Eventually, you reach 
ап abandoned wagon. 
There was a fight here 
between two dwarves 
and something 

big. Use your Witcher 
Senses to uncover 
further evidence: 


Opposite the wagon 
is evidence of a 
wounded dwarf trying to flee, while bleeding heavily. There is a rock close by 
with claw marks—the monster must have been enraged and strong. 


Follow the blood trail to a dead dwarf with deep wounds on his back, who 
bled to death. 


Follow the footprints to a nearby campfire, where a second dead dwarf lies, 
strangled by roots from the earth. 


After all these discoveries, you realize this is the work of a leshen. You must find 
its totem, and destroy it to lure it out. 


TRACKING AND WAITING 


Inspect your World Map, and four possible totem locations appear. All are easily 
found, but only one is necessary to reach. Some are false leads, such as а 
murder of crows that aren't the leshen’s, Expect wolves to face as your search 
continues. You're looking for a skull-topped bone weaving at the base of an old 
oak tree, Conjure a blast of wind using Aard, and the totem clatters to the soft 
earth. Striding from the dark shadows of the forest is a ten-foot tall, skull-faced 
giant. Prepare to battle Kernun, Lord of the Wood! 


DANGER ALERT 


Locations: Oxenfurt, Oxenfurt Port, Oxenfurt Morgue, 
The Alchemy Tavern, River Hut 

Characters: Nikolas Friedman, Medic, Weeping Woman, Stjepan 

Enemies: Gael (Katakan) 

Recommended Item: 120 Crowns, Axi Delusion Level 3 


HAVEN'T THE TIME TO CLEAN GUTTERS 


This quest begins in the town of Oxenfurt, when you read the Notice Board close to. 
Oxenfurt Port, or nearby. 


Prior to dismantling Kernun's totem, it is vital you understand how leshens attack, 
and their devastating command of nature. Consult the Bestiary, the leshen has the 
following vulnerabilities: | 


_ 


Dimeritivm Bomb Relic Oil Igni 


END: AFTER KERNUN'S COLLAPSE 


OBJECTIVES: 


You felled this mighty woodland spirit, and can gather ingredients from its 
corpse, as well as its skull as a trophy, which looks rather stylish tied to Roach's 
saddle. Gallop back to The Cunny of the Goose, inform Brean of a job well done, 
and receive a reward to match. The quest then concludes. 


ITEMS: Leshen Mut Trophy, Crowns 


SPOILER ALERT X. 


CONTRACT HE OXEN FU ; T DRUNK 


Unpin the notice that reads "Monster in Oxenfurt,” and read some fancy 

prose from the Commander of the Oxenfurt City Regiment, who requests (nay, 
commands) you to devote yourself to tracking and slaying a monster within 
these city walls. Little else is revealed, so head to the dockside and approach 
Nikolas Friedman, a Redanian officer. He reveals that a beast has been targeting 
lone victims, attacking them, and abandoned their corpses in the gutters about 
town. Barter for a better price if you wish, then request to see the sawbones who 
autopsied the victims. There's also a survivor. A woman staying at the tavern. 


| OBJECTIVES: - 


Further south from the 
Redanian officer, along 
the sandy dockside is a 
small hut-like morgue 
where the medic is 
working. Speak with 
him, and he tells you 
һе hasn't completed 
the autopsies, since the 
victims were simply 
drunks and beggars. Bring out your forceful voice, and he hands over the morgue 
key, and tells you to take a look yourself. 


ITEM: Quest Item: Oxenfurt Morgue Key 


Inside are two corpses. Use your Witcher Senses when examining 


* There are fang marks on a neck, evidence of dragging over cobblestones. 
* There are vampire bites and the strong stench of alcohol 


Now you have more evidence, itis worth heading to the scene of the crime itself. 


WITCHER 
CONTRACTS 
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Head into the center 

of town, to the square 
where The Alchemy 
Tavern is located. Use 
this entrance, as the 
rear door is locked. 
Once inside, locate the 
weeping woman by the 
bar. Though she might 
have been a victim of 
the beast, her requests for drinks and coin make her a suspect witness. You can: 


* (30 Crowns) Give her some coin for a drink. 
• (Axi Delusion Level 3) Tell her she's fine without alcohol. 


Or, you can leave and retum with some funds (or the necessary Axii Level). Either 
option results in some of the least helpful evidence you've uncovered in your 
investigations. Something called her name, grabbed the hem of her skirt, and 
she pulled away. However, you do learn the site where the crime took place. 


DRUNK OFF YOUR ASS ON CHEAP WINE 


j OBJECTIVES: 


Just outside the tavern is a thoroughfare where a few drunks are staggering ог 
sitting about, Near to the stone archway is a worn bracelet, which is easy to spot 
with your Witcher Senses. A fondness for jewelry and the wounds on the corpses 
suggests a katakan. Head back inside the tavern, searching for the іппкеер 
behind the bar near the female victim 


=» (50 Crowns) Order a drink, and continue to gurgle down cheap wine. 


After darkness falls, 
stagger out of the 
tavern singing an 
‘unmentionable drinking 
song, and wander about 
the objective area, The 
katakan doesn't hear 
you. Move to the second 
objective area, and sing 
the second part of the 
song. Still nothing. 


Move your staggering towards the third objective area—into an alley between well- 
‘appointed houses further up the street. A rasping low voice announces that it seeks 
to drink your blood. You've summoned Gael, a ruthless vampiric menace. Slay him! 


TRACKING THE HIGHTAILING 
HIGHER VAMPIRE 


| OBJECTIVES 


Gaining an audience with Gael is tricky —it charges and pushes you to the ground 
before fleeing. Follow the path to the objective area, across the town square heading 
northwards to a river hut. You can "see" the movements Gael is making. This allows 
you to reach the structure. Climb the ladder by the alleyway to gain access to the 
balcony and drop down into the building where final combat commences. 


V4 


Consult the Bestiary for better battle tactics against this higher vampire, The katakan 
has the following vulnerabilities: 


E Mm 


Devils Puffball Vampire Ol Yrden [2] 
Bomb 


KATAKAN 


0 


FTITUDE 


Moon Dust Bomb. 


END: A TASTE FOR BLOOD AND WINE 


| OBJECTIVES: _ 


Inspect Gael's corpse, looting the necessary items to unlock the hut door, and 
escape. Bring the vampire trophy back to Nikolas Friedman, who is only a few 
moments dash away to the north. Explain that a higher vampire was active in the 
city, and claim your just reward, as the quest concludes. 
an Lair. 


ITEMS: Lesser Blue Mutagen, Key to К, 


Katakan Trophy, Crowns 


SPOILER ALERT 


CONTRACT: THE WHITE LADY 


Locations: Glory Gate, Portside Gate, Castle Drahim 
Characters: Helma 
Enemies: White Lady (Luzi, Noonwraith] 


THE NOT-SO MERRY WIDOW 


OBJECTIVES: 


|| This quest commences after reading a notice on the board in the cluster of buildings 
[| between the Portside and Glory Gates, just south of Novigrad's walls. Or, you can find 
bodies and clues at Castle Drahim and start there. The optimal path is the former, 


Take pity on the poor 
peasants of Farcomers, 
as the fields nearby 
are haunted by a 
wraith appearing as 

a forlom maid. It is 
keeping the villagers 
from harvesting their 
crops, so the villagers 
have gathered together 
enough gold to pay someone to rid them of this evil. Helma is at the tanning rack 
outside her cottage on the south side of the settlement. 


She tells you of Micko—a band of drunkards who attempted to “plough” the 
White Lady. Their corpses still litter the fields. Ask where the White Lady has 
been seen (close to a tower), then barter for a better reward if you wish. 


LUZI, SUFFER NO MORE 


| OBJECTIVES: __ 


Summon Roach and canter off past the hay stacks and over the rolling hills 
towards a stone tower roughly south of the settlement. Once through the 
orchard, enter the objective area and dismount as you reach a small campfire 
littered with the bodies of Micko and his men. Use your Witcher Senses and 
uncover the following; 


A corpse that was given quite a scare before he died 


A cluster of beer bottles—some hard-headed men died here. 


One of the bodies is dried to a crisp, with burn marks. 


Another is pallid, but without blood loss. This isn't a vampire. 


You expected to see another body, but there are uneven footprints, Someone. 
fleeing blindly. 


A few steps away is a pile of hay with old dried blood staining it. But there is 
singeing that is fresh, and vibrates your medallion. 


DANCE OF THE WHITE LADY 


OBJECTIVES 


Continue to track the 
footprints as they wind 
around to the northeast, 
up the hil towards the 
looming ruins of Drahim 
Castle, The footprints 
end on the battlements, 
and a large pool of 
blood, which leads down 
into the castle cellar 
Head down the rickety wooden stairs, discover the last body, and check it over: 


* It was dragged here by ghouls, but it wasn't their kill. The skin is unnaturally 
pale. This must be a noonwraith! 


This foe is cunning, and must be summoned by finding something that belonged 
to her. Return to Helma back at the settlement, and inform her of this fact. She 
knows the phantom by name (Luzi) whose parents swore her to an elderly smith 
from the city. Heartbroken, she ran into the fields and slashed her wrists with а 
silver dagger. She hands it over. 


ITEM: Quest Item: 


| OBJECTIVE: _ 


Return to the campfire where Micko's men lie rotting and approach the flames. 
‘After dropping the dagger into the fire, you wait for a frightening, rotting visage 
to appear—a mournful but vengeful specter. Time to dance! 


Consult the Bestiary for better battle tactics against restless spirit. The noonwraith 
has the following vulnerabilities: 


Dimeritivm Bomb 


‘Moon Dus! Bomb 


END: AFTER LAYING LUZI TO REST 


| OBJECTIVES. 


After Luzi the White Lady finishes her final wail, inspect the tattered remains and 
gather evidence of your kill. Tie it to Roach, ride back to Helma, and receive your 
just reward, as the quest concludes. 


ITEMS: Noonwraith Mi 


DANGE 


Оооо 


М 


Location: Fyresdal [Ard Skellig] 
Characters: Vagr, Askel and Nilas, Karl 
Enemies: The Dragon of Fyresdal (Forktai 


A TERROR STRAIGHT FROM THE 
SKJALDS' TALES 


em 


| Find me Notice Board in the southern harbor vitage of Fyresdal (Ard Sel or fnd | 
the remains of a cow in the fields north of the settlement, to begin this quest. 


| The optimal path is discussed in this section. | 
— —-_ 


POILER 


КАСТА DRAGON 


Hot 


WITCHER 
CONTRACIS 
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Gadzooks! It seems a 
fearsome dragon has 
infested the lands about 
Fyresdal, and the notice 
reads like a fanciful 
tale. A winged serpent, 
massive in scale, with 
a fabled treasure to be 
claimed by the hero to 
vanquishes it. Vagn the 
village elder has further information. Find him by the jarl's longhouse near the 
signpost. Barter for a higher reward if you wish, then ask about those the dragon 
killed—Askel and Nilas. You can view their wounds in their home at the northern 
end of the village. 


BROTHERS GRIM 


OBJECTIVES: 


The mother of the two 
sons lying in readiness 
for funeral rites is close 
by, in a house across 
from Vagr's location 
Speak to her as she 
tends to the bodies of. 
Askel and Nilas. You 
can ask about where 
the bodies were found 
(п a glade past the river). You can also look at the corpses of the two men, after 
asking permission. Use your Witcher Senses—there are claw and bite marks but 
no fire damage 


А SHEEP IN SHEEP'S CLOTHING 


OBJECTIVES 


Travel north out of the village, heading towards a junction in the road. Just past 
is the corpse of a cow. Use your Witcher Senses to see that this dragon wasn't 
very strong If it just tore the cow up and left it here. On a nearby rock is cow's 
blood. Follow the trail of it across the field, heading roughly toward the river, and 
inspect the corpse of a dog, which was dropped from high up. You peer up at an 
‘overgrown siege tower, now the nest of a forktail. Time to rustle up some bait. 


DOD 
М 
H 


Locations: Svorlag (Spikeroog), Cave of Melusine 
Characters: Kevan, Britt, Nils 
Enemies: Sirens, Drowners, Melusine (Ekhidna or Siren) 


SEARCHING FOR A THOROUGHBRED 
SKIRT-CHASER 


| OBJECTIVES: | 


This quest is accessible during your exploration of the Isles of Skellige. When 
J| exploring the small ile of Spikeroog, visit the Notice Board in the port village of 
‘Svorlag to start this quest, or stumble upon the ekhidna cave (and Nils). The optimal 


| path is the former, detailed in this section. j 
— — 


— 


Back at Vagn's 
longhouse, speak to 
him about finding an 
unseasoned sheep. 

He has one, but it's 

a bit mangy. And it's 
difficult to herd, You 
appear back at the road 
junction with Mia, a 
sheep with the listening 
instincts and controllability of a one-wheeled wagon. Try the following; 


* Use Axii to guide the sheep. 
* Approaching it from the left if you want to herd it to the right, and vice versa. 


* Back up when you reach the siege tower, after leading the sheep to the 
vicinity of the dead dog. 


The forktail then swoops in once you're at least 20 yards away, so back up 
to begin combat with this flying beast. Then prepare to clip the wings of this 
powerful forktail, and slay this pretend dragon! 


LA DON'TLEPTHISPIGH TDR: 


Consult the Bestiary to thoroughly prepare for this large forktail confronation. 
‘The flying beast has the following vulnerabilities: 


Iden Oriole Draconid Oil Aard 


Grapeshot Bomb 


END: LYIN' TO VAGN 


OBJECTIVES: 


Cut the head off this forktail, and return to Vagr. Feel free to lie to him when he 
asks about the fearsome nature of the creature, If he believes you slew a dragon, 
you receive your full reward. If not, he cuts the reward appropriately, Then the 
quest concludes. 


ITEMS: Forktail Mutagen, Forktail Trophy, Crowns 


Арїппей note entitled 
"Nils" Disappearance” 
requests information on 
a groomsman named 
Nils, who has vanished 
from the village. His 
bethrothed (Britt) is out 
of her mind with worry, 
and Britt's brother has 
requested help. Find 
Kevan by the ocean shore fishing hut. He tells you his sister saw a beast carry 
Nils off. Others reckon he's done a runner, since Britt isn't easy to be around, and 
Nils had a wandering eye. Barter to increase the reward if you wish, then agree 
to speak with Britt. 


т, 
* 


JBJECTIVE 


Dash north along the shoreline, climbing the grassy hill overlooking Svorlag, and 
you soon spot the forlorn Britt standing atop the cliff. She's a weepy sort, but 
does mention a "shadow of great wings" taking her beloved into a nearby cave. 


THE MAD AND DANGEROUS DEPTHS 


|, OBJECTIVES: 


Journey south via the 
wilderness pathway that winds 
past the Old Watchtower, and 
down to the southern shore. Or 
journey by boat. You're looking 
for a cave opening guarded 

by a gaggle of sirens. Slay at 
least three before entering the 
cave system. 


The place stinks of carrion, so prepare for combat with six drowners as you 
progress down the initial tunnel. This widens into a waterlogged chamber, where 
a towering primitive altar to the deity Melusine catches your eye (especially if 
you use Witcher Senses). Turn and head down the southeast tunnel. 


Locate the following 

* Odd scales on the altar. 

* Siren tracks from a particularly large specimen. 
* Scales showing an odd coloration for a siren. 


DANGER ALERT 


DLC/ 


[ 


Converging Quests: Main Quest--Destination Skellige 
Locations: Blandare (Ard Skeltig), Miners’ Camp, Wham-a-Wham's Cave 
Gjarr, Wham-a-Wham (Rock Troll] 
Enemies: White Wolves, Cyclops 
| Bestiary Reference: [LLINKI] 


Character: 


SERIOUS TROUBLE FOR THE SILVER 
ORE SCAVENGERS 


| OBJECTIVES. — 


Follow the tunnel, 
pausing only to climb 
the right-side ledges 
and leap to find a 
treasure chest if you 
wish, Back in the 
tunnel, turn the corner 
to face a great fissure. 
It seems the old cult of 
Melusine that used to 
congregate here prayed to an ancient ekhidna. 


The trail in the giant fissure cavern picks up again, as you pass some floating 
barrels ripe for an Igni explosion. Detonate them if you wish, as three more 
drowners appear to thwart you. Follow the tracks to ledges on the south side of 
the chamber, leading to exterior cliffs. Crouch down and examine the corpse of a 
man lying face down. itis Nils. He's been dropped from a great height 


Something screeches overhead. Britt wasn't lying. Face the mighty Melusine 
in combat! 


ДУ HAVE YOUR FORESEEN'COMBATWITH MELUSINE? 


Consult the Bestiary for better battle tactics against this flying banshee, The ekhidna 
has the following vulnerabilities: 


Grapeshot Bomb Hybrid on gni Aard 


END: AFTER CLIPPING THE WINGS OF MELUSINE 


OBJECTIVES: 


After slicing sections of Melusine to satisfy Kevan's curiosity, journey back to him 
and explain what happened to Nils. He hopes you might tell Britt, which you can 
accept or refuse. Choose the former, and she is on the clifftop. Tell her, and she 
vows to be true to him for the rest of her days. She also hands over a reward for 
believing her (which you can accept or refuse). The quest then concludes. 


ITEMS: Lock of Lamia Hair, Ekhidna Mutagen, Ekhidna Trophy, Crowns. 
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J| This Quest is accessible during your exploration of the Isles of Skellige. Begin 
by checking out the notice board in the village of Blandare, on Ard Skellig, or by 
stumbling across the Miners’ Camp. 

- —— — 


Pinned to the Blandare notice board is a plea from the village elder. He reiterates а 
waming about some ore miners who went missing in the mountains, and a request for 
someone to determine what became of them. Locate the village elder, on the easter 
side of Blandare at the top of the hill. Get a recap of his story and barter a price for your 
services i you wish, before agreeing to help and setting off for the Miners’ Camp. 


CRUSHED CORPSES AT THE CAMP 


OBJECTIVE 


Ride across the low foothills of central Ard Skellig, heading roughly northwards 
(and a little west), using the main road and minor pathways to navigate to the 
Miners’ Camp entrance. A pair of tents pitched on the side of the thoroughfare 
Dismount and use your Witcher Senses to locate the following: 


• Aset of human footprints leading away from the campfire--they lead off along 
а narrow path into the woods to the northwest. 


* Further along the path lies a corpse. Repel a pack of five white wolves, and 
sometimes the clodding might of a cyclops, before inspecting the corpse. Its 
rib cage has been smashed in by a blunt instrument. 


* Nearby are crawl marks--someone shuffled through here with a broken leg. 


* Continue along the path roughly westwards. Something large felled the 
sheared tree stumps near the pond. 


Search the immediate area for a cave mouth with crushed human bones at its 
threshold. This is the work of a rock troll. 


Enter the cave, 
choosing the right 

fork in the tunnel to 
reach the troll's lair. A 
solitary hermit troll is 
sitting and gazing at its 
rudimentary cooking 
pot. It announces its 
name--Wham-a-Wham- 
-and attacks. Defend 
rather than attack and the troll calms down slightly, allowing a conversation (i 
you can call it that). It appears the miners encroached on the troll's territory, 
were asked to leave, refused, and were crushed by Mam. a- Mam. You can: 


* Explain, in rudimentary speak, that if this happens again, you'll Kill the troll 
You leave Wham-a-Wham in his cave without engaging in combat, but with a 
small reward (Crowns and silver ore), 


Threaten, in no uncertain terms, that the troll won't get away with this, and 
set about defeating this lumbering simpleton. 


HOWTOS THAT WHAM-A-WHAM 


Halt! The hardened skin and boulder-sized fists of Wham-a-Wham may cause. 


difficulties in the combat department. So prepare for this fight fully and read up on 
rock troll combat in the Bestiary on page 744. 


END: WHAT KIND O MONSTER SLAYER 
ARE YE? 


[ OBJECTIVE 


After leaving Wham-a-Wham alone, or slaying the rock troll and gathering its 
head for a trophy, return to Blandare and inform Gjarr of your actions. Your 
reward (and Gjarr's favorable perception of you) depends on what you decide to 
do. Let the troll live and receive a dressing down and fewer crowns. Kill the troll 
for a higher reward. (Alternately, you can also play dirty, leave the troll alone, get 
his reward, then attack him, and still get full reward from Gjarr. Either way, the 
quest then concludes. 


CONTRACT: MISSING SON 


Characters: Odhen, Olve 
Enemies: Morvudd (Fiend) 


| OBJECTIVES 


| 


mas quest is accessible after you locate the Notice Board in the port village of 
J| Rannvaig (western Ard Skellig) and read the message from Odhen there. You can 
| also find Oe s notice (a young adventurer) too, or simply stumble into Morvudd the 
| Fiend on your travels. The optimal path is the 


— — 


Odhen of Rannvaig hasn't seen his son Olve since he went off seeking 
adventure. He offers both payment and prayers to Freya if you'll help find out 
what happened to his boy. Travel to the shoreline longhouse and find Odhen 
moping outside. He explains the lad left with some no-good rogues from Faroe 
and they went exploring the ruins of the fortress east of here. Olve is wearing а 
yellow tunic, so you can't miss him. 


OFF-GUARD, THEN EN GARDE! 


| OBJECTIVES: 


‘Summon Roach, gallop uphill in a roughly southeasterly direction. Continue 
up the path through the wooded hillside, onto the heath, and across to the 
derelict castle. 


Dismount and enter the overgrown courtyard surrounded by the ruined walls. 
Around one second later, you realize this is the easiest contract investigation 
you've ever done. 


You stumble into the lair of a huge fiend. This is highly dangerous specimen 
named Morvudd, with unique markings and a frighteful temperament: Let battle 
commence! 


DANGER ALERT 


OOOO 
ІМ 
l 


Locations: Kaer Trolde Harbor (Ard Skellig), Kjerag Cliffs 
Characters: Bjorg, Rurik, Tove 

Enemies: Drowners, Abaya (Water Hag) 

Recommended Item: Formula: Drowner Pheromones 


SOLVING A DROWNER PROBLEM WITH A 
SILVER SWORD 


| OBJECTIVES 


CONTRACT: MUIRE D YAEBLEN 


D'FOOD! 


Ld 


More haste and less speed! Before entering the castle threshold, it is most advisable | 
to read up on the best ways to slay fiends, courtesy of the Bestiary chapter of this 
fair tome. The fiend has the following vulnerabilities: | 


Devil's Puffball Bomb Relict o/ 


N'T-BEFIE 


Samum Bomb 


OBJECTIVES: 


When the fiend is badly wounded, it spits and blinds you temporarily. When you 
can see again, it has vanished. On the castle grounds is a corpse—only the 
entrails were eaten. Find the huge hoof prints to gather that the fiend moved 
southward. Follow the tracks across the stone bridge and the river to the east 
Search the ruined settlement where the beast's nest is—it rears up and attacks 
again. This time you need to finish it off! Afterwards, you can check the corpse 
with the yellow tunic the fiend was storing for later. Alas, it is Olve. 


END: AFTER MORVUDD'S MASSACRE 


| OBJECTIVES 


Once the mighty Morvudd topples to the ground, cut the fiend up into two Sets 

of ingredients and a trophy head to proudly display on Roach's saddle. Now ride 
back to Odhen, with mixed news regarding his son (dead), and the fiend you slew 
(also dead), gather your reward, and conclude this quest. 


ITEMS 


iend's Eye, Fiend Trophy, Crowns 


U] 


POILER ALERT 


This quest is available at the Notice Board close to the wharf of Kaer Trolde Harbor in 
| Ard Skellig. Read the notice to commence this quest. 


Bjorg the master 
boatbuilder has a task 
for you. According 

to a notice, the 

muire d'yaeblen 

(or "drowners") in 
Kaer Trolde bay are 
multiplying and have 
grown so fierce, they 
аге encroaching on 
travellers leaving the harbor, Speak to Bjorn by the boatyard, and he explains 
the drowners are meaner than those on the Continent. Rurik (Bjorn's apprentice) 
and Tove (widow of a man killed by drowners) have seen the ferociousness first- 
hand. Barter a price for your services if you wish, then begin to search 

or witnesses. 


OBJECTIVE: __ 


Close to Bjorg is Rurik the boatwright's apprentice. He tells you of the time him 
and his cousin were gathering crab traps off the Kjerag Cliffs, and the dreaded 
muire d'yaeblen flipped over his boat and drowned his companion. 


WITCHER 
CONTRACTS 
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‘Along the dockside is Tove, a Skellige woman tending to a tanning rack. After her 
son was lost, her husband donned his coat and went looking for the boy along 
the cliffs, He never came home, and was found with deep claw marks all over 
his corpse. 


IN SEARCH OF THE SEAFIENDS 
OBJECTIV 


There are two coastal locations that appear on your World Map, both part of the 
Kjerag Cliffs that protrude on Ard Skellig's western side. Study them carefully 
and rush to the nearer one. 


The nearer one is due west of Kaer Trolde, and easily accessible if you travel the 
path uphill. You may also wish to make the journey by boat. When you reach a 
small rocky harbor, there is a huge swarm of drowned dad to contend with (or flee 
from). Afterwards, the stench of the drowners is palpable, and can be followed to 
the second location 


The second location is southward, farther down the coast. Even though you can 
reach the location by land, it is easier to take a boat or swim there. When you 
arrive, there is little but the pounding of waves on the rocks. The stench cloud 
hits the water, forcing you to dive down in a roughly easterly direction. Swim into 
a subterranean cave entrance, and follow a trail of footprints using your Witcher 
Senses. Surface shortly afterward in a long and tight tunnel 


j OBJECTIVE: 


The delightful odor 
of slime and rotting 
flesh fills your nostrils 
Head deeper into the 
tunnel, and inspect a 
Junction chamber with 
a left or right tunnel to 
head down. Locate 
the following: 


Right tunnel: Just 
inside the entrance is a pelvis, scratched up with long, wide claw marks. 


Right tunnel: Some bloated and scattered bodies litter the rest of the tunnel. 
This tunnel leads back outside, so return to the other tunnel area. 


Left tunnel: A cavern with six drowned dead to sever in a whirl of bloody 
blades. Watch the poison cloud when you're fighting. Use Igni or bombs to 
light it and severely damage the drowners shrouded in it 


Left tunnel: A side tunnel slope to the east has an animal carcass and 
scattered bodies. 


Enter the chamber of broken boats. Corpses litter the area, but some are 
untouched. They appear to be saved for later, which is odd for a drowner. One 
of the dead has bruises on his neck and a crushed larynx. It seems you aren't 
dealing with a drower here as much as а water hag. 


PERFUME FOR THE LADY 


| OBJECTIVE: 


The hideous hag in 
these parts won't 
reveal herself if you 
don't camouflage your 
scent, so prepare a 
potion accordingly. 

You automatically 
obtain the formulae for 
drowner pheromones. 
Combine the following 
ingredients with your alchemy knowledge to concoct this potion: 


Ingredi Amount 


Puffball a | 
‘Dwarven Spirit (1) 
Drowner Brain % 
Sewant Mushrooms. (1) 


OBJECTIVE 


D d GAWTHERINGINGREDIENTS 


Do you want to know more about where to find these ingredients, or the formula? 
The puffball and sewant mushrooms grow in this cave. The drowner brain is 
obviously pulled from the drowners you've slain. Buy some dwarven spirit from Kaer 
Morhen (The New Port Inn, for example). You can also find these items in this cave, 
in case you're unprepared, 


ITEM: Magic Item: 


jrowner Pheromon: 


Afterward, select the completed potion from the Alchemy menu, and place It in 
the Potions slot on your person. Head back into the chamber of broken boats, 
‘and the flabby fiend soon appears. Prepare for combat with Abaya the water hag 
and up to six drowned dead! 


ГАШ 


S MORETHAN"MUIRED'YAERLEN DOV 


Aside from the alchemy potion you need to face Abaya the watery bint, consult. 
the Bestiary for better battle tactics. The water hag has the following vulnerabilities: 


Sew A 


‘Northern Wind Bomb — Necrophage Oli Quen ton! 


END: NO MUIRE PROBLEMS 


| OBJECTIVE: 


When the grotesque mess of matted hair and lumpy body parts falls into the 
fetid water, brandish a knife and cut her head off as a trophy. Then head to the 
tunnel fork, bear left (east) and exit back into the ocean. Swim to the shore or 
your boat, return to Kaer Trolde Harbor, and obtain your reward from Bjorg as the 
quest concludes. 


ITEMS: Water Hag Mutagen, Water Hag Trophy, Crowns 


SPOILER ALERT K 


T. THE PHANTOM OF ELDBERG 
Itis a rough trek north 

сырка SAri арыы toward the three small. 

um masses of rock that 
make up Eldberg Isle. 
They are connected 
by ruined bridges, and 
the going is slow if you 
venture from the road. 
Navigate past flapping 
ekhidra foes and the 
rotting wreckage of longships run aground, Look for the remains of a bridge to 
climb up, then onto the remains of a road. Run northward, jumping any gaps to 
you need to. Navigate onto the second island, facing down any drowned dead 
and dagr you wish, before reaching the most northern isle of ай. Or, you can sail 
here, which is a little easier. 


This isn't your average mist. Slow down a little, relying more on your minimap as. 
you follow the winding path past a bilge hag attack and up onto the heath. Amid 
the fog are faint green lights hanging from the ethereal rags of wraiths. Face 
two of them, before you reach a lonely longhouse. The residence of Mikkjal the. 
keeper. Begin a search using your Witcher Senses. Locate the following: 


• А corpse by the drystone wall that almost managed to find cover. 


* The front door of the longhouse, Knock on it, and you enter, discovering that 
Mikkjal is still alive. 


Mikkjal explains that the wraiths and fog appeared from nowhere. One of the 


GUESTS ARE NOT WELCOME wraiths knew him by name and seemed to control the mists, Obtain the key 


from Mikkjal. Optionally search the lighthouse to find a letter proving Mikkjal was 
OBJECTIVES. responsible for extinguishing the lighthouse, and caused the ships to wreck. 
LO тэ. y ! 


WIICHER 
CONTRACTS 


| OBJECTIVES 


This quest is accessible after you find the Notice Board by the longhouse in 
northwest Arinbjorn (Ard Skellig). 


Venture back out into the mist and follow the precarious path north. Slow down to 
tackle two wraiths, since running from them may cause you to be overwhelmed 
by the four harpies along the path. Slay these feathered foes, and two more 
wraiths before the mist clears and you reach the base of the lighthouse, Locate 
the following using your Witcher Senses: 


Apparently, if a note 
marked “The Phantom 
of Eldberg" is to be 
believed, a dreaded 
wraith has sprung up 
on the isle of Eldberg, 
covering the rugged 
island in a thick 
blanket of fog and 
snuffing the light from 
the lighthouse. Jorund of Arinbjorn will pay from his own gold if this spirit is 
driven off. Enter the longhouse next to the Notice Board, and you're stopped by 
two inhospitable fellows (Kori and Kraki) who don't like foreigners. Before the 
situation bolls over, an older man steps in shoos them away. This is Jorund, son 


* Asset of glyphs daubed onto the lighthouse tower. They are symbols 


of bonding 
E. 
= 


Itis a curse that keeps 
the specters here. The 
spirit in question hasn't 
appeared to you, and 
you couldn't kill it in 
the mists anyway, So 
head back down to the 
lone longhouse and tell 


mare Mikkjal that Penitent 
Over mead and ale, barter a price for your services if you wish, then agree to haunts this island. 
investigate the isle. The only way to limit its power is to illuminate the lighthouse. But Mikkjal is no 


warrior, he must be guarded while he sets the fire. 


OBJE 
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You arrive at the base of the lighthouse, and leave Mikkjal to run to the tower 
while you waylay the penitent leering out of the mists. A named wraith (Penitent) 
begins its assault on you: You can do litle but block these attacks. During the 
fight it disappears, summoning some minion wraiths (once before the lighthouse 
is lit, then once afterwards). However, a few moments later Mikkjal's ой does the 
trick, the lighthouse is ablaze, and the mist lifts. Penitent becomes vulnerable to 
your weapons. Slay this specter! 

Г2 HOW TO DISPELCURSED SPECTERS 
Consult the Bestiary for better battle tactics against this foul specter. Once you're 
able to actually harm it, the Penitent wraith has the following vulnerabilities: 


è 


| 
| 
| 
| 
| 
| oon Dust soma 


Related Quests: Main Quest: Novigrad Dreaming, Main Quest: The Final 
Trial, Secondary Quest: A Greedy God, Contract: Deadly Delights, — 
Contract: The Elusive Thief, Contract: Missing Miners 

Locations: Fyresdal (Ard Skeltig) 

1990, son of Olaf 
indriaga, Endriaga Worker, Arachas, Nekkers, Werewolf, Ice 
Troll, Doppler 

Bestiary Reference: Ice Troll (page 744), Godling (page 7471, Doppler 

(page 746), Werewolf (page 722) 


‘This Quest is available during your exploration of the Isles of Skellige, once the DLC 


is installed. Begin by checking out the Notice Board in the village of Fyresdal, in 
| southern Ard Skellig. 
— — 


There's some required reading at the Notice Board in Fyresdal, a note with a 
fancy seal pinned to the board is entitled "Witcher Needed!" The note is brief, 
and the writer of the note is busy gabbing to the townsfolk about a beast that 
attacked him and his comrade. Strangely, he refuses help from the town's 
guards. You can optionally ask why he doesn’t want the help of the locals, who 
he is, and then what this is all about. Oddly, his story about being a trader from 
Faroe seems to be a little frayed around the edges. He mispronounces clan 
names and monsters (Nekkuks?), but he's happy to pay 280 crowns (more if you 
barter). Agree, and head out towards the site of the attack. 


ROCK AND TROLL 


| OBJECTIVES: 


It doesn't take long to reach the strewn remains of a wagon, horse, and a 
merchant along the main thoroughfare north of Fyresdal. Use your Witcher 
‘Senses to ascertain what happened here: 


* The old horse has gashes in its flanks, but lockjaw too. 


* The fellow merchant from Faroe appears to have died from old age, not the 
claws of a Nekker. 


Once you've studied both bodies, movement at the top of the racky hill above 
you catches your eye. You narrowly escape being crushed by an enormous 
boulder that barely misses you! That was no accident! 


END: STRANGER IN A STRANGE LAND 


| OBJECTIVE: 


Penitent is dismissed. After speaking to Mikkjal (ordering him to leave the island 
if you knew he was at fault), head south back to the mainland, and seek out 
Jorund in Arinbjorn. 


You inform him of your triumph and are given a just reward. However, as you 
leave, you are met by one of the scallywags that annoyed you in this longhouse 
just before your first meeting with Jorund. This ends in a fight, and Secondary 
Quest: Stranger in a Strange Land (see page 419) begins automatically. 


ITEMS: Essence of Wrait 


Wraith Trophy, Crowns 


SPOILER ALERT XX 


KELLIGES MOST WANTED J] 


Use your Witcher 
‘Senses to check the 
rocky slope as you 
climb the snowy 
ground; there's a fresh 
furrow where the 
boulder rolled, and once. 
at the top, the location 
where the boulder 
started its descent. You 
also notice tracks leading away from the edge of the hill 


These are clear Nekker tracks. Follow them roughly southeast towards the copse 
of pine trees, and down to a cave entrance. Once you enter the cave, a second 
boulder is cunningly dropped in behind you, trapping you inside! 


The only way is onward, into the cave which opens up into an uneven chamber where 
scuttling Endriaga must be vanquished. Endriaga Workers, and even a bloated Arachas 
are lurking here, waiting to devour you. Don't give them the satisfaction. After the battle, 
find the continuation ofthe tunnel heading up and eastward. 


Continue to follow the tracks, using your Witcher Senses to uncover something strange; 
* ANekker's foot hollowed out like a boot! 
* Nearby is a human foot; like that of a child's. 


The tunnel ends at the remains of an old fortress staircase. Clamber into the 
ruins and head upward. The trail ends at the remains of an old jail. Strange then, 
that the walls аге daubed in child-like scrawlings, clumsy wall art charting the 
demise of a Witcher that looks a lot like you! Further investigation shows the 
disgusting remains of a Nekker on a table, torn apart by something huge. Clearly, 
а group of entities wants you dead. But who are these conspirators? Exit the 
door to the east, leading outside. 


A MERCIFUL RELEASE 


The group of oddballs 
currently trying to 
have you killed are. 
likely to meet under 
cover of darkness, at a 
small Skellige barrow 
northeast of your 
current position. Engage 
а band of Nekkers as 
you make your way up 
the slope, across the snow to the location itself. Then sit and Meditate, or wait a 
while until night falls, The four protagonists appear on the cliff above you. 


You recognize Ugo, whose shape-shifting reveals him to be a Doppler, With 
him is a rock-throwing troll referring to himself as Poldy. Sitting on the cliff is 

а mischievous Godling, next to Uggo. After an initial conversation (answer as 
you wish) a hairy Werewolf appears, with a snarl and a vicious temperament to 
match. He mentions one like you slaying his betrothed Addalia. At this point, you 
can interject with the following 


# "I've helped monsters on many occasions." This leads to End #1. 


# The other two answers (threatening them or wishing to go your separate ways) 
leads to End #2, 


END #1: GERALT OF RIVIA: 
MONSTER MEDIATOR OF KAER MORHEN 


| OBJECTIVE: 


If you're attempting а more diplomatic end to this confrontation, you can reveal 
your past interactions with monsters, and prove you've been compassionate. 
Depending on which Contracts and other quests you have completed, you can 
present the following evidence to the Werewolf about your tendencies to spare 
the lives of non-humans: 


* Salma Lilith: During Contract: Deadly Delights, if you let Salma Lilith go free 
(even though you knew she killed some guardsmen), you can mention this, 


• Wham-a-Wham: If you completed Contract: Missing Miners and spared the 
troll that killed the miners, you can add this to your deeds. 


* Trolls living near Kaer Morhen: During Main Quest: The Final Trial, if you 
stopped Lambert from harming the trolls, add this to the list. 


The Doppler in Novigrad: If you attempted Contract: An Elusive Thief, and 
forwent the bounty in return for letting the Doppler go, mention this. 


. 


A deal with Fugas: During Secondary Quest: A Greedy God, if you let the sylvan 
live, your list of monster-saving grows ever-larger. 


Helping а Godling: During Main Quest: Novigrad Dreaming, it you helped Sarah 
stay in her Novigrad home, you make mention of this (as well as helping 
Johnny, which you had to do). 


In order to win the majority of these four foes over, you must have saved at least 
two of the monsters listed previously. You can also change your mind mid-way 
through this explanation, and change to End #2, Assuming you keep your cool, 
only the werewolf climbs down from his perch. Slay him. 


Afterward, the Godling rewards you for keeping your word, even after the “lost 
cause” in their troupe attacked you. Take the following as this quest concludes. 
There is no other reward (as "Uggo" was the Doppler). 


ITEM: Nekker Hide Boots 


END #2: GERALT OF RIVIA: 
BUTCHER OF BLAVIKEN 


The second option, to 


threaten the group or af 
mention you'll have 58 
to defend yourself, is EE 
met with a mixture *8 


of fear (the Godling 
flees), apprehension 
(the Doppler seems 
concerned the three of 
them might only just 
defeat you), and derision (the werewolf is proved correct), Aside from the battle 
being much trickier, you receive fewer XP, and no prize other than loot from the 
corpses. Once the Ice Troll, Doppler (who you should treat like a bandit), and 
Werewolt are killed, the quest concludes. There is no other reward (as "Uggo" 
was the Doppler you skewered). 


GETTING OUT OF A HAIRY SITUATION 


А moment of your time! Whether you're contemplating a duel with a werewolf, or a 
more problematic massacre of three foes in this grassy arena, be sure to read this. 
guide's bestlary for further information on defeating Dopplers (page 746), Ice Trolls 
(page 744), and Werewolves (page 722). 


SPOILER ALERT X 


Locations: Larvik (Hindarsfjall), Hagumban's Nekker Nest 
Characters: Thorleif, Sverre 
Enemies: Nekkers, Hagumban [Nekker Warrior) 


Wu 


FEAR NO DEATH? LONG FOR FAME 
IN BALLADS? 


OBJECTIVES: 


|| This quest is accessible during your exploration of the Isles of Skellige. Journey to 
ле isle of Hindarsfjall, and find the Notice Board in the port village of Larvik. 


westigate the cave first. The optimal path is the former, and shown below. 
— — — 


N (NIKKI WARRIOR 
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A notice marked 
“Monster on the High 
Road” piques your 
interest on the Larvik 
Notice Board. It calls 
for a hero. Someone to 
stand up to the ghastly 
creature that has been 
attacking folk on the 
main road to Larvik. 
Thorleif, son of Bear Haugs, has set aside a reward for such a fellow. He's found 
sitting outside his longhouse on the southwestern side of the village. Pry for 
further information about the creature, and he mentions that Sverre mustered a 
crew, but only four came back. Barter a price for your services if you wish, before 
agreeing to the task, and asking for the location of the four survivors. 


Travel to the northern part of the village, to a longhouse close to a tree where 
Sverre is standing with a fellow warrior. They are discussing the enemies who 
ambushed them—a tactic they weren't sure such base creatures were capable 
of. Ask Sverre about the attack. You receive a description of the foes, and where 
the attack took place. 


FINDING THE NEST OF A 
SUBTERRANEAN PEST 


OBJECTIVES: | 


Set off on foot or by horse, travelling northwest along the main road from Larvik 
to Lofoten. It isn't long before you reach the remains of a cart on a grassy 

ditch, near the hillside barrows. Utilize your Witcher Senses, and explore the 
immediate area. 


Locate the following: 
* The remains of a corpse near the wagon. The victim torn to pieces. 


* Across the road are pieces of a victim. The beast must have dragged the 
shredded body into the woods, 


* Adjacent are nekker tracks—looks like a big one. A rare occurrence for this creature. 


DANGER ALERT 


DOOD 
М 


Locations: Trading Post, Venin Rocks (Unmarked), locaste's Lair (Unmarked) 


Characters: Count Borhis di Salvaress, Crinfrid Reavers, locaste 
Enemies: locaste 


| OBJECTIVE 


This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 
or at any time afterward. The quest begins once you read the notice marked | 


| “Contract for a Witcher/Witchers: Caravan Escort," which can be found on all Notice | 
| Boards in Beauclair. 


Follow the tracks roughly northeast. It is only a few steps up a hill to reach а 
cave mouth—the likely spot for the nekkers' nest. 


| OBJECTIVES: - 


Drop down into the cave. The tunnel is filed with poison, so you are wise to watch your air supply 
while holding your breath before you explore. Stay the single nekker at the small pier room 
before continuing eastwards down the tunnel. Dispatch two more nekkers at a second pillar 
room. This toxin seems to protect their nest, but disperses as you reach a ledge overlooking the 
main nest el 


Drop down into the nest and slowly edge forward until four nekkers appear. Immediately slice 
them up, which angers the pack leader enough for him to make an appearance, This evolved, 
Sentient nekker warrior named Hagumban is no push-over, Prepare for combat, and beware of up 
to three additional waves of nekkers appearing, summoned by their leader, as combat continues. 


LA 


Consult the Bestiary for better battle tactics against these waves of homunculi. 
The nekker warrior has the following vulnerabilities: 


Northern Wind Bomb Ogrold Ol 


NINFRKERINEST 


NIHTEATINC 


END: BACK TO LARVIK WITH HAGUMBAN'S HEAD 


With Hagumban dead, search his still-twitching corpse for a couple of. 
ingredients, and gather his head to tastefully display on your horse. Proudly ride 
back into Larvik, and speak with Thorleif about your victory. He's duly impressed, 
rewards you with crowns, and the quest concludes. 


ITEMS: Nekker Blood, Nekker Eye, Мек! rior Muta 


lekker Warrior Trophy, Crowns 


Venom Extra 


POILER ALERT X 


! \Baw/ CONTRACT MUTUAL Or BEAUCLAIR'S WILD KINGDOM 


XR. 277 The Beauclair Coopers’ 


Guild is looking for 
an escort to help a 
merchant convoy 
navigate an area 
threatened by a beast 
known as the "Great 
White Terror", Gallop 
northward, toward the 
Trading Post deep in 
the Vedette Valley. When you arrive, it appears by the ruined tents and wanton 
carnage, that you're just a little too late to help the guild members, whose 
remains can be seen scattered about the forest clearing, 


| OBJECTIVE 


Finding out exactly what happened here requires a thorough inspection of the 
area using your Witcher Senses. Areas of importance include: 


* Fresh blood; this attack was recent. 
* Signs of a fight with paw prints just in one spot, an attack from the air? 


* A poster note regarding the “danger zone" of the White Terror, which you're 
apparently trespassing into. 


* Amerchant bled to death after being struck by a big beast, with claw marks 
and a throat ripped open. 


You surmise this was an attack from a Draconid, but not a variety you've 
encountered before. After your surmation, you're interrupted by a man of fancy 
ways and means, who has implicit knowledge of this attack; this is Count Borhls 
di Salvaress; the man responsible for posting the signs of the "White Terror" 
around Toussaint, and a true (bordering on insane) animal lover. He has put his 
mind to saving the "last surviving basilisk” (mainly, it seems, because the beast 
is a subspecies of his dynastic symbol). You can ask him about paying off the 
families of the victims, whether he's sticking to his story, and who exactly he is. 
When you ask where the beast is, he refuses to help, as you'll just kill it 


OBJECTIVES: 


The investigation continues. Using your Witcher Senses, look for further 
evidence, such as: 


© Basilisk scales on the ground. The beast is sensitive to fire; a fact the Count 
readily confirms. 


* Strange burn marks оп a log; it looks like the beast spits highly toxic venom. 
© Busted barrels indicate tannin was inside (used to treat leather). 


Now you have two scents (the venom and the tannin) to sniff out, you can follow 
а meandering trail, with the Count accompanying you to see no harm comes to 
his "pet." While he follows you, he will mention a suspicion he has. According 

to him, the merchants scent their goods on purpose, to use the beast for the 
destruction of their goods in order to ask for later compensation. Head farther 
into the woods until you reach a patch of long grass. Examine it, as the odor 

has dispersed, the Basilisk must be high in the sky. Follow the trail of blood 
marks roughly westward until you pick up the trail again, and finally discover 
the crumpled remains of the second victim. The poor fellow seems to have been 
dropped here, but why? Search the corpse for a note, which you can optionally 
read. Reading the note gives you a hint that the Count's suspicion may be true. 


ITEM: Coopers’ Guild contract 


THEY CALL US THE REAVERS 


| OBJECTIVE 


Continue west, following the scent until you hear sounds, not of the basilisk, but 
Voices. Head out into the undulating expanse of grass and loose scree known 
as Venn Rocks, and discover a small group of heavily-tattooed chaps scouting 
the area. You recognize them as Reavers from your past adventures long ago 

in Crinfrid, When they ask who you are, answer as you wish; either way you're 
recognized from your time with Boholt, Kennet, and Desbrut. And Newboy, 

too. You're welcomed warmly, as your prowess with a blade is well-known, 

and spliting up the duties for the forthcoming basilisk slaughter looks to be 

a sound plan. 


Naturally, at ins point, Count Borhis shows up, demanding that you refrain from 
slaying the last living specimen of a near extinct species. To get all of you to 
listen, he offers to pay everyone to leave his basilisk alone. An important decision 
is now made 


# The Beast needs to die: Path 1 now begins. 


# The Basilisk is not to be killed: Path 2 now begins. 


PATH #1: THE REAL WHITE TERROR 


The Count is 
understandably furious, 
and threatens to tell 

all the herbalists 

and alchemists he 
knows about you, 80 
their wares become 
prohibitively expensive. 
After ignoring the Count, 
the Reavers want to 
know how you'll tackle 
the kil 


WITCHER 
CONTRACTS 


Do you want them to run at the beast with their weapons, or stand back and use 
crossbows while you do the hacking? 


# Request crossbows, and the forthcoming air battle becomes slightly easier as the 
beast is quickly downed, allowing you to concentrate mainly on close combat. 


# Request “taking it on together,” and the forthcoming ground battle becomes. 
slightly easier once you drop the beast from the sky, allowing you to concentrate 
оп striking the beast from the air before backing up the Reavers. 


HOW TO IMMOLATE IOCASTE 


Stop! Is the airborne terror proving too much trouble for you and your Reaver 
friends? Then prepare for this fight fully, and read up on Silver Basilisk combat in the 
Bestiary on page 723. 


ДР THE SILVER BASILISKMIOGASTE) VULNERABILITIES 


Golden Oriole Draconid Oil Aard honi 


Once the battle is over, you leave the Count to weep over his pet, and divide the 
spoils, while taking some crowns from the Reavers for doing your part. Don't 
forget to loot the basilisk corpse for items and a trophy, as this quest concludes, 


ITEMS: Crowns (400), Silver Basilisk Trophy | 


| Te Ser Basiisk Trophy can be sold, ог placed on Roach. It gives you а 1% chance 
to dismember, and 1% bonus experience from monsters, humans, and nonhumans, 
bonus gold, and chance to find additional herbs. 


A few days after you killed locaste, the Count will show up at her nest during the 
day, where he put up a gravestone for the dead beast, The destroyed merchant's 
‘camp will be rebuilt, and you will have access to an armorer there. 
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PATH #2: OUT FOR THE COUNT 


You decide to forgo combat against such a rare species of draconid, much to 
the surprise of the Reavers. They aren't too concerned, as they receive payment 
anyway, and leave. The Count is a man of his word, and offers you funds for 
keeping locaste alive, Optionally request further crowns if you wish. The quest 
concludes with the Count worrying where his beloved creature has fled to. 


Locations: Chuchote Cave, Astre Castle Ruins, Francollarts 
Characters: Count Beledal, Bodyguards, Lector 
Enemies: Bears, Panthers, Giant Centipedes, Peacocks 


WANTED: THE WHITE WOLF 


| OBJECT { بج‎ { | 


This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 
or at any time afterward, The quest begins once you read the notice marked 
“Wanted: The White Wolf", which can be found on every Notice Board in Beauclair. 


|| You can also stumble upon this quest while adventuring along the road by the 


On the edge of the 
Sanseretour Valley and 
the Gorgon Foothills is 
the main thoroughfare 
running south of Castel 
Ravello Vineyard. As 
you approach a small 
cave mouth on a hillock 
along the north side 

of the road, you'll find 
Count Beledal and his two bodyguards poring over a map. When you speak to 
him, the Count greets you warmly; he's a big fan of your work, and has a “rather 
extraordinary proposition” for you. He wants you to act as an exploration guide 
оп a mission to "preserve" the wildlife in these parts. Optionally ask the Count 

to tell you more about himself, before requesting what exactly the job entails. 

The bodyguards make mention of his daughter Clarissa, though the Count seems 
reticent to talk about her, except that she looks forward to receiving a souvenir 
when the Count returns home. 


You and the Count are to admire the local flora and fauna, while Beledal 
“preserves” it using a strange device called a parestisomach. Think of it as a 
movable, wearable megascope that captures moments and transforms them into 
illusions, which the Count then paints. You can agree to the job to continue this 
quest, or optionally bargain for a better rate beforehand. 


As you asked the Count to take better security measures, three guard posts will 
be built around the area, with some soldiers that warn passing folk about the 
issue. The Count himself can be found near the nest on a small hill, where he 
observes locaste, flying over her territory. 


ITEM: Crowns (350 + 50] 


SPOILER ALERT X 


After you agree, you're given a local hunter's map pinpointing some habitats the 
Count is interested in. 


ITEM: Count Beledal’s Map 


DOWN FOR THE COUNT 


The Count is paying for protection as well as a tour guide, Wandering into the 
habitats of panthers and giant centipedes can be attempted in either order. 
Remember the Count's overriding request: no bloodshed. You aren't killing these 
beasts; just observing them! Your behavior during the safari and your treatment of 
the counts request will be reflected in the outcome of the quest. 


PETTING THE BIG CATS 


| OBJECTIVES 


Begin your tour by heading west along the main road to Astre Castle Ruins, but 
veer off to the left (southwest), and follow the shallow valley stream until you 
reach the panthers’ investigative area. With your Witcher Senses, listen for sound 
pulses coming from the lightly wooded glade ahead of you, and slowly move 
forward until you're faced with some grunting and panting; a bear is roaming 
these woods (this is the first circular investigation area). The Count isn't eager to 
face one, so move on. You can: 


* At distance, before the Bear sees you, retreat in the opposite direction, so you 
aren't seen. This is the Count's preference. 


* Or, you can kill the bear, either by ignoring the counts pleas, or by getting 
too close and having the bear charge you. Either incurs the Count's wrath. 
Don't do this when the actual beasts the Count wants to see are encountered! 
Should you run into him by accident, you can still run away and disengage 
from combat 


Head roughly south, watching for red sound pulses, until you encounter a small 
herd of deer. Though the Count is pleasantly surprised, he's here for the big 
cats, so turn and creep roughly westward, toward a large oak tree, and around 
to some low exposed rocks along a faint hunter's trail, There are two panthers 
here, a mother and cub. But what's this?! The mother seems incapacitated in a 
poacher's trap! 


[ OBJECTIVES 


Use your Witcher Senses to uncover more poacher traps dotted around the vicinity. 
of the trapped animal. To avoid the creature turning violent, use Avii to calm it, 
then open the trap to free it while the Count uses his parestisomach. Unfortunately, 
the flash from the device upsets the animals, meaning you need to retreat back 

to a trail and leave the animals be. The Count has his memory though! Should you 
free the Panther without calming him first, it will attack you. However, you can still 
save it, by using Axii during the combat. The Panthers will retreat, and the Count 
will be pleased with your work. 


MAKING THE EARTH MOVE FOR 
COUNT BELEDAL 


OBJECTIVES: 


Heading roughly west on a hunter's trail, you and the Count strike up a 
conversation, and while entertaining, you shush him when you pick up a sound 
from the ground. This can occur at either of the four smaller investigation areas 
оп your mini-map, which show up as soon as you are close enough to the 
formerly shown areas. Follow the sound pulse using your Witcher Senses, which 
leads to a couple of Monster Nests to the northwest. The sound is loud and clear 
here, but the Count is worried that his vantage point isn't good. Oblige him with 
some topographical advice. Of the three possible spots to examine, only the high 
rocks (pictured) to the southwest of the trail are suitable. 


| OBJECTIVES: 


With the Count safely 
above you, venture 
down to either of the 
nests, and drop a 
bomb down one of 
them, before backing 
away. You aren't here 
to fight the beasts, so 
backtrack to the hilly 
area on either side of 
the trail, and walt for the Count to finish “preserving” the large, revolting worms 
that writhe out of the ground for a few moments before tunneling back down into 
the earth (providing you don't coax them into battle). Alternatively, you can also 
throw a bomb from afar onto the nests to destroy them, without having to go 
down into the pit at all. 


NOT DOWN FO 


THE COUNT 


If you're not interested in the Count's requests, you can drop a bomb down the monster 
nest before he is situated at the correct vantage point. Even worse, you can start 
slicing at the Giant Centipedes that appear, or any animal you've been asked to find. 
But the trick to the best payday is catering to the Count's not-unreasonable requests. 


THE PREENING PEACOCKS 


| OBJECTIVES 


As an end to this experience, the Count is hopeful to see some mating peacocks, 
though displays of male feathers in courtship dances for this bird finished a 
while back. The Count is still counting on you, as this memory is for his daughter. 
Oblige, and head roughly southwest through the woods, to one of three possible 
investigation areas. Each has a peacock feather to find using your Witcher 
Senses, though you only need to pick up one of them. 


ITEM: Odorus peacock feather 


The feather is coated in suet, and the scent trail allows you to meander through 
the woods and track the flock. The sounds of peacocks grows increasingly loud, 
as the trail ends at a dry stream bed. Around ten birds can be heard close by, 


Wait for the count to reach a vantage point of his choosing, after which he hopes 
the birds will splay their tails. Use Ах! to achieve this, slowly walking to апу 

of the flock before casting the Sign. Beledal is thrilled by the memories he Is 
making. That is, until the ground starts to shake. It seems a Giant Centipede has 
followed you! 


Bound down to the dry stream bed, and quickly slay this giant beast, using the. 
techniques recommended in this guide's Bestiary on page 735. After the fight, 
the Count tells you he's had a wonderful adventure, but more than enough 
excitement for the day. 


Back at the camp, the bodyguards are thankful you've kept their master alive. 
While he fetches his coin purse, you can answer them how you wish; but if you 
catch them talking about a “new life" you can ask about it, and the bodyguards 
reveal a twist of cruel fate that befell the count's daughter, even though Beledal 
never mentioned it. You receive a reward based on the number of creatures you 
didn't slay (aside from that final giant centipede). If you acted on the Counts 
requests during the tour and behaved properly, he has one further request for 
you. The count is exhibiting his work for some of his friends soon. Would you 
come by? 


No matter your answer you can still venture into the village and visit 
the exhibition. 
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EPILOGUE: GERALT THE MUSE 


OBJECTIVES 


Over in Caroberta Woods Territory, in the village of Francollarts, the Count is 
throwing a small shindig to show off his most recent works, and providing you 
‘agreed to go, you can head there at around noon the next day (adventure or 
meditate in the mean time). A number of fancy folk are ogling the paintings, which 
Seem to be praised as a roaring success. Feel free to examine each of them: 


Locations: Dun Tynne Crossroads, Pinastri's Hermitage (Unmarked) 
Blessure Forest (Unmarked), Dun Tynne Hillside [Unmarkedl, — 
Mont Crane Cemetery (Unmarked) 

Characters: Pinestri, Roach, Marcello Clerici 


Enemies: Umbra (Nightmare form), Apparitions 


GO RIGHT TO THE SOURCE, AND ASK 
THE HORSE 


| OBJECTIVES: 


| This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 


at any time afterward. The quest begins once you investigate the unmarked 


| location Pinastri's Hermitage the area east of the Dun Tynne Crossroads. | 
—— v 


байор to the old stone steps and threshold of a wooded glade by the river, just 
east and a litle north of Dun Tynne Crossroads, and enter Pinastri's Hermitage 
Pinastri herself is kneeling near her cow, and seems to be in distress, shouting 
at an unseen spirit to stop tormenting her. She no longer trusts her senses, and 
asks if you're a man. Answer as you wish. She tells you a demon, or wraith 
haunts her and gives her no rest. 


CONTRACT. EQUINE | PHANTOMS 


The Count is close 
by. Chat to him again 
about his sycophants, 
‘successes at the wine 
trade, and even his 
daughter if you know 
about her condition, after 
which you're presented 
with one of the Counts 
original paintings to 


hang on the walls of Corvo Bianco! This quest now concludes. 


ITEM: The White Wolf, By Count Beledat 


SPOILER ALERT Ж 
U 


It torments her from the 
trees, but can only be 
seen once she drinks 

a brew. Optionally 

ask her what the 
demon looks like (an 
enormous evil horse), 
and more importantly, 
what the brew is 

made from (graytop, 

a variety of toadstool 
thought extinct), 
Graytop produces some 
powerful side effects, 
revealing the hidden 
and immaterial, but 

the torment persists 
even without the 
hallucinogenic properties 
of the fungus. Agree 

to help rid Pinanstri of 
her demon, bumping 

up the payment if you 
wish (note that she pays 
in potatoes), 


Umbra (Nightmare form) 


Begin a thorough 
inspection of the 
hermit's abode, where 
you find the following 
clues using your 
Witcher Senses: 


* Dead moths at the 
foot of the door: 
attracted to some 
ghosts, which could 
mean the hermit's ravings have an element of truth to them. 


œ Parchment on a table, "The Flagellant's Manifesto": the hermit is also а 
member of this self-harming cult, the Eighth Day Flagellants. Read the 
document if you wish. 


* Graytop fungus on the table; a strong hallucinogen, and thought extinct. 


* Drops of blood on the bed pillow, and a trail to the window: The window itself 
is closed tight, so head around outside to the foot of the window. 


A trail of blood starts at the pillow, and can be followed across the ground to 
а rose-covered arch. 


Step under the arch, until you surmise that something Is drinking the hermit's 
blood at night. 


Return to Pinastri, optionally ask her about her life as a flagellant, then inform her 
that some kind of wraith is tormenting her. The problem is, you can't exterminate 
the specter if you can't see it. It's agreed that she brews a concoction using 
graytop. Mention the side effects if you want, before agreeing to this dicey plan. 
You can prepare before you drink it, if you wish. 


ITEM: Common Graytop Brew 


You take a swig, and come to a few hours later with the exceptionally potent 
smell of clover wafting through your nostrils, and a strange blue haze enveloping 
your vision. Oh, and Roach is speaking to you. 


ROACH WILL GIVE YOU THE ANSWER THAT 
YOU'LL ENDORSE 


Two other spirits are now summoned, astral Apparitions in the form of huge 
panthers! While remembering these are spirits, employ combat techniques you've 
learned when fighting Panthers in these parts. There are always two of these 
shimmering big cats to fight, and each time you slay one, the main vitality bar of 
the spirits is reduced. Keep this up until the bar empties, dismissing the spirits. 


Your wise-cracking steed is speaking your language; it seems the graytop's 
potency is assured, Optionally ask Roach why she sounds so manly, before 
mentioning the effects of this brew. Now you've a chance to chat to your horse, 
you can optionally ask why she always shows up when you whistle; pondering , E 

the fact Roach can cross vast oceans when you call, but still get hung up on the THIS ONE'LL TALK ‘TIL HER VOICE IS HOARSE 
tiniest fence. What's that about? Back to the matter at hand (or in this case, at OBJECTIVE: _ 

hoof): Clues must be found, and Roach has it handled. چ‎ ESE 


WITCHER 


Take a moment to replenish yourself (as there's a choice that can end in combat 
to make shortly), before stepping up to the gravestone (which Roach is already 
keen on checking out), optionally taking some Florens and а sword, and then 
reading the inscription. The grave is of a knight around the same age as Pinastri 
It appears his spirit became the horse-shaped umbra. Of course, Roach already 
knows this; she's not a donkey. 


A stream of thin ectoplasm forms the shape of the knight himself, who quickly 
explains the hermit has denied his peace in the afterlife, and needs Pinastri to 
forgive him. You can ask Marcello's spirit why he appears as a horse, and the link 
to him and the hermit, before asking why the hermif's forgiveness is needed. He 
tells a tale of a tournament, to where she saw him flog his stallion named Blaze 
to death. He pleads you to absolve him in Blaze's name. At this point, you cam 


Roach lets you know she's spotted some astral hoofprints that even you Can't see. de Tell him he's “not the one you should ask for forgiveness,” pointing out that 
Roach should decide. He pleads to your horse. At this point, you can ask Roach 
to “forgive him" (which leads to Ending #1), or that this one "doesn't deserve 
You both agree to meet for a summing up. Answer as you wish; Roach has mercy" (which leads to Ending #2). 

this all figured out, if you'll just listen. The “demon” is definitely an umbra, an 


* Inspect the dead moths by the cottage, and Roach mentions a smell—death 


immaterial wraith, and one that's assumed the form of a horse. You ask how oo 
Roach сап be so sure, and she offers some damning evidence; the umbra is 
standing over there, watching you both! ENDING #1: MERCY FOR MARCELLO 


HE'S ALWAYS ON A STEADY COURSE 


[OBJECTIVE _ 


Leap on Roach, and 
give chase through the 
arch, and into Blessure 
Forest, then the Umbra 
bolts out into the open 
fields and hills. Follow 
her at a fast canter or 
gallop, as Roach takes 
this take to have a 
man-to-horse talk with 
you regarding your riding skills. Keep up the chase as the Umbra gallops up hill 
(Giving Roach a chance to tell a “hilarious” joke), before you both race down the 
Dun Tynne Hillside, and makes a turn turn through a stone arch, and into Mont 
Crane Cemetery, where it melts into thin air. 


Roach tells the knight he did a rotten thing, but horses aren't vengeful and don't 
hold grudges. The knight feels lightness, and fades from view. 


541 


542 


ENDING #2: RETRIBUTION FOR BLAZE 


You or Roach tell the knight you're not about to forgive him for flogging his horse 
to win a silly tournament. You must now face the Knight's Spirit in combat. 


CONTRA 


Related Quests: Secondary Quest: Big Feet to Fill 
Locations: Ardaiso Quarry, Abandoned Still (unmarked), Fort Ussar Ruins 
: Foreman Pafnuzio 
ош, Rotfiends, Styzards 


| OBJECTIVE 


This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 
orat any time afterward. The quest begins once you read the notice marked 
"Contract: Mysterious Plummeting Cattle." One such Notice can be found at 
the Ardaiso Quarry's Notice Board. You can also stumble upon this quest while 
| adventuring in the quarry and finding the quarry foreman, ог stumbling across the 
| carcass of the cow itself. 


——— — — 


Assuming you wish to learn the initial story of how a cow fell on a quarry worker 
in the sprawling Ardaiso Quarry over in The Champs Desoles Territory, head 
east, and use the platforms embedded into the rock side. Look in a сагуё-ош 
alcove halfway down the quarry on the western side, where Foreman Pafnuzio is 
pleading with his workers to continue quarrying, but they're talking about their 
dead workmate Emil, crushed to death by a falling cow. Is this a plague like the 
locusts and frogs that fell on Zerrikania? 


Of course It isn't; the Foreman isn't a superstitious sort, and simply needs his 
men to continue chiseling, You're beckoned over to his lean-to on the lower part 
of the massive quarry. After explaining his predicament, you can ask the Foreman 
exactly what he's doing here, before questioning whether anyone witnessed the 
accident. Pafnuzio mentions something about a loud "ear-botching boom,” and 
damage to а crane. Agree to look into the matter, optionally bargaining with the 
Foreman for more crowns. 


GAINING ADVANTAGE AGAINST APPARITIONS 


Whoa, there! The Umbra's minions you must fight take the form of panthers, and 
exhibit the same clawing and leaping attacks detailed on page 719 of the Bestiary. 
However, they are specters and therefore Specter Oil is worth coating your blade 
with. The same goes for the Knight's Spirit; use Specter Oil but treat the bout as 

а one-on-one with a human-sized foe (albeit one with an extremely long spear to 
dodge around before attacking). 


VA UMBRAWULNERABILITIES 


Specter Oil 


EPILOGUE: SO MANY POTATOES 


Some time later, you return to the hermit, who has also felt the presence lifted, 
and she rewards you. With potatoes. The effects of the brew now start to fade, 
and Roach starts to protest; she has so much more she wants to tell you, though 
the last part is more of a whinny. The quest now concludes. 


ITEM: Potatoes (60) 


ILER АГЕН 


nd Slyzard Mat 


EMIL AND THE COW CARNAGE 


[OBJECTIVE __ 


Head to where the 
remains of the cow 
have crushed poor Emil, 
and fight off around four 
Ghouls that are sniffing 
around the corpses. 
Shoo any carrion 
feeding, and begin a 
thorough inspection, 
examining the following: 


(Wounds on the worker's body) Crushed by something heavy with a cracked 
skull. Yep, Emil is dead alright. Necrophages were chewing on him after his 
death, 


(Blunt trauma wounds on the cow) Tissue is crushed in places, indicating the 
cow fell from a great height. 


(Bite wounds on the cow) The guts are sliced open, but the lack of blood 
indicates it happened post mortem. There are small tooth marks. 


(Punctures and slashes on the cow) Deep claw wounds and the talon spread 
Indicates a draconid, like a wyvern. 


(Cause of accident) When all other inspections are complete, you surmise the 
cow fell when a draconid dropped it; a youngster trying to get the cow back 
to its nest, perhaps. Bad luck, Emil! 


f OBJECTIVE 


Now for the crane. 

Тит and face the large 
crane attached to the. 
side of the quarry bank, 
and climb up onto the 
top perimeter edge of 
the quarry all the way 
to the grass and rocks 
above the crane itself 
Then examine a strange 
and bloody dent in the crane support; the draconid must have dropped the cow 
because it was too heavy, lost its balance, and hit the crane while trying to steady 
itself. It must have been wounded. Good; it should be simple to track down. 


TRAIL ENDS HERE. NEST'S UP THERE. 


| OBJECTIVES 


Turn around and head 
roughly east, away from 
the quarry; a few feet 
away is some barely 
perceptible draconid 
blood. Continue around 
the stone embankment, 
following more 
blotches, southeast 
down the hill of long 
grass and thickets. The beast started bleeding heavily as you reach a path and 
small stream. Across and up a hillock is an abandoned still, now home to a trio 
of Rotfiends. Once all three have burst open, clamber on the rocks, and inspect 
the distillery, The draconid attacked it recently. There's a large area of damage 
on the ground that glows red; the beast landed on the roof, made a mess, and 
moved on. 


{OBJEC 


Head roughly southeast and east, following the paw prints of a beast too tired 
to fly. Head down the hill, following the crawl marks to a small area of soggy 
ground and marsh, and examine the area. You kneel down and see a second 
draconid landed here, waited for the first to heal, and they flew off together. Turn 
to look northeast; the smaller draconid was still bleeding and there are blood 
marks along a trail leading uphill 


THE DRACONIDS OF FORT USSAR 


| OBJEC TIV ES. 


You see something large and flapping for a moment, atop the hill. A Slyzard! 
Move along the trail, winding your way up to the nest at the top of the hill, on the 
flat plateau by the ruins of Fort Ussar. You encounter not one, but two Slyzards. 
Use your best wyvern-battling tactics, tailored to thwart these similar threats. 


SLICING AND DICING SLYZARDS 


Steady yourself, Witcher! Though these draconids may look familiar, they are no 
wyverns! They breathe fire, and with two to slay, you may be puzzled at how to 
‘approach them in battle. So prepare for this fight fully, and read up on Slyzard 
‘combat in the Bestiary on page 724. 


Grapeshot bomb Draconid Oil Aard Quen 


| OBJECTIVES: 


Once both Slyzards are dead, feel free to use Igni on the nest and pulverize the | 
eggs, as well as hacking off large pieces of the mother Slyzard to display as а | 
trophy. Return to Ardaiso Quarry, seek out the foreman, and tell him you cleared 
everything up. You're given your reward, and accompany the foreman back to 
his workers to let them know they can return to work. Yet the workers are still 
not satisfied! They want to know what became of the builders who are putting | 
the giant statue together. They were due back here three days ago! The foreman 1 
beckons you away, and explains he too is worried; his men transporting the 

various pieces of a gigantic statue to Lebloda have indeed gone missing. He 

urges you to come see him later, where details shall be divulged. For now, this. 
quest concludes. Secondary Quest: Big Feet to Fill is now accessible. 


ITEMS: Styzard trophy, Crowns (300: | 


WITCHER 
CONTRACTS 
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Related Quest 
Locations: Flov 
(Unmarked) 
Characters: Mo d Mada 
Enemi more Маг 
Monster of Tufo (Shae 
Required Items: Sewant Mu: 


A TUFO-ONE OFFER 


| OBJECTIVE 


This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 


|, or at any time afterward. The quest begins once you read the notice marked "The — | 
| Monster of Tuto." One such Notice can be found at the Notice Board in Роуме | 
| (Sansretuour Marsh). You can also stumble upon this quest while adventuring along ў 
| the road by the Tufo winery estate. 


A short distance north 
of the village of Flovive 
in Sansretour Marsh 
territory is the Tufo 
Vineyard, famed for its 
superb melon blanc. 
Visit the winery estate 
house, and speak to 
the owner, the haughty 
Monsieur de Bourbeau. 
Immediately his 
pomposity is obvious; 
feel free to call him 
ой on his method of 
speaking to you, or 
endure it. Either way, 
he has a task for you. 
Something is infesting 
his vineyard, and the 
only signs are noises; 
scratching and shrieks. 
There are no corpses 
either; his workers are 
disappearing without a me Tuto Monster 

trace, Agree to help, bolster your fee if you wish, then ask about the noises (they 
‘come from the cellar) and the missing men (Bourbeau doesn’t remember such 
trivial matters as the name of his help, though his wife would know, when she 
returns back from visiting her mother). As your only lead is the cellar, and the 
noises are heard after dark, that's your next plan. 


SPOILER ALERT 


MONSTER Ш 


The locked cellars аге 
by the road, on the west. 
side of the manor house 
compound. Enter before 
dark, and the cellar is 
quiet. Meditate until 
after dark, or return 
after the sun has set, 
and you can begin to 
look around. 


* There's evidence of rats. Not known to kidnap farmhands. 
* Some shattered dishes, probably shaken off a shelf. 


A pulse of sound, and a rumble under the foundations of the cellar! 


OBJECTIVE 


Head to the 
‘southeastern corner 
of the cellars to a 
highly suspect area 
of rock wall, and 
break through it with 
a breezy hammering, 
courtesy of Aard. This 
leads to some kind of 
labyrinthine burrow. 
Follow it as it curves around to the left. When you reach a shaft of light from 
above, stop. There are two paths to investigate: the tunnel continuation, and a 
lower tunnel passage to your right (drop off the ledge) 


* Investigate the continuation of the tunnel first. It curves around and leads to 
a cavern where a trio of Kikimore Workers must be fought. Other than these 
creatures, the area is devoid of evidence, and is a dead-end. Head back up to 
the shaft of light. 


* Drop down at the shaft of light to a lower tunnel. To the northwest is a dead- 
end and a Kikimore to slay so you aren't savaged from behind. Then turn and 
follow the lower tunnel down and around to the left. Deliver death to two more 
Kikimore Workers before you spot a rock ledge on your right with some light 
lichen staining (as shown in the previous picture). Climb up there in a moment. 
For now, continue down the tight tunnel, dropping two further Kikimore 
workers, and looting some treasure from some bundles at the dead end. 


Climb the rock ledges, and use Aard to blow open a pile of rocks blocking you 
from a cavern ledge. Whatever was making the seismic disturbances is quickly 
leaving this cavern, and you are too late to intercept it 


OBJECTIVES: 


The cavern widens out, but you are waylaid by four Kikimore Workers and a 
larger Warrior. Slaughter them all, before making some quick examinations using 
your Witcher Senses: 


* The cavern walls show tunneling of something much bigger than a Kikimore; 
something with heavy, wide claws. 


* Aclutch of Kikimore eggs; something has been feeding on them. 


* A ledge and tunnel to the northeast, leading to a nest of Kikimore eggs. Use 
Igni-or Aard, and destroy every single last one of them. There are additional 
eggs to destroy in the northeast corner of the previous cavern where you 
fought the Warrior. 


* Use your Witcher Senses and examine a large crack in the floor of the nest 
tunnel; it seems the monster you're after lives underground, digs tunnels, 
feeds on Kikimores, and is very big. 


Retrace your steps all the way back to the Tufo cellars, where Monsieur 
Bourbeau and his wife are waiting to give you а dressing down. He's surprised 
to learn of the network of burrowing tunnels below his estate, and almost thanks 
you for burning ай the Kikimore eggs, instead letting his money do the talking. 


ITEM; Crowns (100) 


You turn your attention to Madame Bourbeau, who has knowledge of the missing 
farmhand; more knowledge than Monsieur Bourbeau would be comfortable 
knowing, in fact. She tells you she and Jean-Luc went to examine some 
seedlings, odd noises were heard, Jean-Luc investigated, and never returned. 
Ask where he was seen last, and if he had any distinguishing marks (Madame 
Bourbeau seems to have intimate knowledge of his build and hair), and the 
description gives you something to go оп. 


JEAN-LUC OUT OF LUCK 


[ OBJECTIVE. — 


A little farther north 
and west, within the 
estate's vineyards, is a 
basket of stale bread. A 
quick check using your 
Witcher Senses reveals 
a flattened area near 
to the basket where a 
blanket was laid out. A 
bottle of good vintage. 
wine is discarded; it seems Jean-Luc was doing more than examining seedlings. 
A little farther down the hill are two sets of footprints. 


| OBJECTIVES: 


Start a roughly northwest run down the hill. The first set of prints quickly turns to 
the path on your right. Ignore those, and head farther northwest, examining the 
man's prints and following them into the woods. 


At the edge of woods, 
near a tree stump, is 
evidence of human 
blood. By a second 
tree stump is a piece 
of horned carapace, 
and the start of some 
monster tracks. 


A nearby rock has some straight claw marks perfect for digging. Further into the 
woods are felled trees as if something rolled over them. You have a feeling you're 
dealing with a Shaelmaar. Follow and examine the large deep tracks, passing 
one cave entrance, to a second cave mouth close to Filament Stream. 


THE TECTONIC TERROR 
OBJECTIVE: - — 


There аге more claw 
marks as you drop 
down into the cave. 
Tur right and head 
roughly south as the 
cavern widens, and 
you encounter two 
Giant Centipedes, lured 
here for some reason. 
Slice them apart before 
continuing, then head farther into the cave. Use your Witcher Senses to “see” 
the Shaelmaar's movements as you wind through a small network of tunnel 
passages. Find the Giant Centipede tunnel that ends with a small cavern with 

a skeleton, and pick up some truly astonishing Grandmaster Ursine diagrams 
(pick them up to start Scavenger Hunt: Master Master Master Master!, see 
page 604 for the full details). Look south from this dead-end out of a hole in the 
wall; there's something in the larger cavern below you. 


ITEMS: Diagram: Grandmaster Ursine Trousers, Diagram: 
Grandmaster Ursine Steel sword, Diagram: Grandmaster 
Ursine Boots, Junod of Belhaven's journal 


WITCHER 
CONTRACTS 


Wind your way, dodging the dead-end tunnels, until you reach the grand cavern 
itself, a cathedral of rock and the Shaelmaar's lair where it drags its victims. In fact, 
some of them are still pretty fresh. 


Now to lure the Shaelmaar here to fight it, a plan involving the brewing of a 
special potion. Head along the southeast side of the cave until you find a nest- 
like alcove with a scattering of dead bodies. One of them is Jean-Luc; he has 
crushed ribs, cracked skull, and exhibits classic Shaelmaar wounds. Fortunately, 
his blood is fresh enough to concoct bait from. You can also find a silver pendant 
near Jean-Luc's body, which seems to hold a lock of Madame Bourbeau's hair. 


Later, you can optionally hand this pendant to Madame Bourbeau or Monsieur de 
Bourbeau. Give the pendant to Madame, and she is grateful you kept her secret 
and she rewards you, though you later see her mourning her lost lover. Give the 
pendant to Monsieur and you reveal his wife's secret. He still rewards you, but is 
Jess than thrilled. 


Access your Alchemy Menu Panel, and open the “Quests” tab. You automatically 
have the formula for Shaelmaar Bait, and now you've siphoned off some of Jean- 
Luc's blood, all you need are sewant mushrooms, which are growing throughout 
this cave complex. Gather three lots of this fungi, and mix up the bait, 


ITEMS: Formula: Shaelmaar Bait, Fresh Human Blood, 
Sewant Mushrooms 


SHAELMAAR BAIT 


Ingredient Amount 
Fresh Human Blood 


Sewant Mushrooms. 


Now spend a few moments preparing for the fight, and spilling drops of the bait 
at the indicated spots on your mini-map, at the five locations around the lait 
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You hear an earth-shaking noise 

as one of the largest and most 
aggressive Shaelmaars you've ever 
зе! your cat eyes on rumbles into 
the cavern, and must be destroyed. 
Don't get stuck in any of the cavern 
alcoves, and use ledges to climb 

up on to gain a brief respite during 
battle. But also remember the 
Shaelmaar uses echo location to find 
you; staying silent is sometimes the best way out of a sticky situation. 


ADY TO Rt 


BLE 


Attention, Witcher! This sizable foe is an incredibly difficult adversary if you're just 
bumbling your way through this contract. Learn the very best methods to slay this 
fearsome foe by reading up on Shaelmaars in the Bestiary on page 748. 


THE MONSTER OPTUPO VULNERABILITIES 
| y EN 
| 


Samum Bomb ней Oil 


Locations: Nilfgaardian Embassy, Grottore's Grotto (Unmarked) 
Characters: Lady Jaquette, Francois de Goff 
Enemies: Grottore (Spriggan}, Archespore 


| This Quest is accessible during Blood and Wine Main Quest: The Beast of Toussaint, 
or at any time afterwards. The quest begins once you stumble across Jacquette on 
{ the stone balcony overlooking the docks and lake. 


ت 


Lady Jaquette, a well- 

to-do lass Is extremely 
excited to meet your 
acquaintance when 

you find her watching 

the boats from the 

stone balcony just west 

of the Nilfgaardian 

Embassy in Beauclair. 

It seems when Master 
Dandelion tarried 

here, not a day passed 
without him baying a 

ballad that mentioned | 
your name. Enough | 
gushing; the lady has 
a problem concerning 
her betrothed, Francois 
le Goff, who has vowed 
to return with the head 
of a horrid beast they 
call Grottore. She is 
troubled that her love 
hasn't returned after а Grottore (Spriggan) 

fortnight. Optionally ask more about the Grottore, before agreeing to (and upping 
your fee for) this job. 


END: BACK TO THE BLOODY-MINDED 
BOURBEAU 


Return to the Tufo Vineyard, and locate Monsieur Bourbeau (he's usually in the 
cellar, overseeing the sealing of the tunnels). Though you apparently made a 
роог first impression, you ultimately proved your worth, once you explained what 
you killed. Claim the reward, listen as Bourbeau reveals he cares not a jot about 
Jean-Luc, give him the verbal finger, and conclude this quest. 


It you have the silver pendant, you сап choose to give it to either of the interested 
parties. Give it to Monsieur Bourbeau who realizes his wife was having an affair. 
He pays you a small amount of gold and kicks his wife out. Give it to Madame 
Bourbeau and she mourns Jean-Luc's passing and gives you a reward. 


ITEMS: Shaelmaar Troph 
120 from Madame) 


rowns [100 from Mon: 


SPOILER ALERT X X 
CE 9 
The beast lurks in a cave at the foot of the Gorgon Hills. Set off into the hilly terrain. 


and soft roadways of this Territory, to the northwest of Beauclair Palace. At this 
point, Francois becomes relatively easy to find. You can: 


* Head to the cave entrance indicated on your mini-map, and the knight saunters 
ир behind you, warning you of the beast lurking there. This usually happens if 
you take the long road south from Chuchote Cave. 


* Head to the bluff above the cave entrance, where you find Francois’ camp and 
the knight himself having a quiet doze (pictured). After waking him up, you chat 
This usually happens if you take the path down from behind the Palace 


Francois seems reticent to fight the fabled Grottore, but he gave his word. Answer 
him as you wish, before he sets off, down the hill, and into the cave entrance. 


INTO THE GROTTO OF GROTTORE 
THE GROTESQUE 


OBJECTIVES: _ 


Enter Gottore’s Grotto, 
two tunnels that link to 
a huge shallow water 
grotto with amazing 
dappled light from 
above. The beast isn’t 
here, prompting Francois 
to wonder if they should 
simply leave. But you're 
here to help! Begin by 
conducting a thorough sweep of the grotto using your Witcher Senses: 


* There are five huge blooms of flowers, impressive enough for one to think they 
were in a winter garden. 


* Amassive tangle of tree roots and branches, impervious to both Signs and 
‘swords. A more cunning method of luring Grottore is needed than stabbing his 
tree barricade. 


* There's a cradle filled with children's shoes; a grotesque collection when you 
figure out what happened to those that wore them. 


* To the left of the cradle, їп the long grass, are bones—the small skull of 
an infant. Close to the rock wall are some sundries and tools taken from 
the victims. 


Grottore is a Spriggan, a powerful Relict that is somewhere in this grotto, 
probably feeding. Time to read the Bestiary entry about this beast; access the 
Bestiary Panel menu and check the “Relicts” section. Apparently, Grottore isn't a 
big fan of anyone scorching his prize flowers, so start drenching them in Igni fire. 
It only takes three burning sets of flowers, and Grottore comes lumbering out of 
his hollow. 


HOT SPRIGGAN. COLD FEET. 


OOOO 


\paw/ LVINTNERS 


DANGER ALERT 


Locations: Dun Tynne Crossroads, Dun Tynne Hillside (Unmarked) 


Characters: Wine Merchant 
Enemies: Giant Centipedes 


THE WORMS ARE TURNED 


grotto in the Dun Tynne Hillside. 


This Quest is stumbled upon while adventuring along the road by the entrance to the, 
l 


In the northwest рап 
of Dun Tynne Territory, 
alittle southwest of 
Dun Tynne Crossroads, 
is a narrow hillside 

trall overlooking the 
Sansretour River, and 

a group of workers 
waiting by the entrance 
to a small grotto. 


CONT RACT: E 


Out comes Grottore, the most powerful Spriggan in all of Toussaint! He has root 
tendrils that can choke and stab, summoned Archespores to throw their spittle at 
you and distract you, and a short teleportation to ensure you're never able to cut 
him down quickly. Furthermore, it's imperative that Francois survives this fight, 
or his betrothed won't be marrying anyone! When you've successfully bombed 
and incinerated Grottore, combat concludes. 


SCORCHING SPRIGGANS FOR FUN AND PROFIT 


Hold there, Witcher! This Relict may look dry enough to go up as kindling, but there 
are other methods of defeating this baby-munching horror. Prepare for this fight by 
reading up on Spriggan combat in the Bestiary, on page 749, 


Relict o [7] 


Dimeritium Bomb 


After the fight, assuming Francois is alive, he thanks you for aiding him, which 
prompts you to ask why he didn't seek out a less fearsome beast to slay. It 
seems the knight isn’t that keen on marriage, despite a courtship lasting over 
two years! The conversation turns to a slight, as you answer as you wish, and 
Francois remains firm that he must stil find other beasts to slay, if only to delay 
his nuptials further. If you encourage the knight to return to Jaquette and marry 
her, he will. If you don't, then the knight leaves and Jaquette breaks off the 
engagement. Either way, return to her and she pays your fee. If the Knight falls to 
misfortune, return to Jaquette anyway and let her know the bad news. 


ITEMS: Grottore's trophy, Crowns (300+) 


POILER ALERT ХЕ 
HILLSID { 


Slumped by the entrance is a wine merchant, who is rather short with you when 
you recommend he tends to his wounds. Не apologizes, explaining "a foulness" 
has made its lair inside the grotto, which he wishes to use for wine storage. 
‘Agree to take a look inside, bargaining a better rate of pay first if you wish 


WITCHER 
CONTRACIS 


The grotto consists 
of a couple of grated 
gates, and a large 
storage chamber where 
a Giant Centipede has 
made its home. Slay it, 
before moving into а 
second (rear) chamber 
where two further Giant 
Centipedes require. 
eradicating. Consult the Bestiary on page 735 if you need assistance slaying 
these huge worms. Optionally look for any loot in the cave, before returning to the 
Wine Merchant, informing him of the good news, and collecting your reward. Wait 
two days, return here, and trade with this merchant, too. 
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DANGER ALERT 


[5757525] 


Locations: Dulcinea Windmill, Rivecalme (Unmarked), Rivecalme 
‘Storehouse (Unmarked) E 

Characters: Wine Merchant 

Enemies: Alghouls, Ghouls 


STINKS LIKE AN OFIERI LARDER 


| OBJECTIVES 


І 
This Quest is stumbled upon while adventuring along the road by the entrance to the. 
| storehouse west of the Dulcinea Windmill. 


DANGER ALERT 


\BAM/| VINTNERS CONTRACT RIVECALME STOREHOUSE Û 


SPOILER ALERT ЖЖ 


їп the central Sansretour Valley, just west of the Dulcinea Windmill where you 
first fought a giant, is an area known as Rivecalme. А wine merchant has 
recently purchased a winery and storage cellar at auction, and is currently 
refurbishing it. The issue he's having is that the place stinks, and there are 
loud, strange sounds coming from inside. Agree to take a look inside for signs 
of monsters, after bargaining up your pay rate if you wish. Then enter the 
Rivecalme Storehouse. 


Head down the stone. 
steps, into a large and 
gloomy cavern where 
three Necrophages are 
prowling about. Expect 
at least one Alghoul. 
Defeat all of them, 
before climbing up onto 
the wooden balcony 
platform, and seeking 
out a fourth ghoulish foe in a side chamber. Check the Bestiary on 

page 737 if you require assistance defeating these revolting foes, Loot the 
Storehouse if you wish, then return to the Wine Merchant, telling him the place is 
cleared, and gather your crowns. Wait two days, return here, and you may trade 
with this merchant, who now has an expanded stock. 


LER ALERT Ж 


\paw/ | VINTNER'S CONTRACT: CHUCHOTE CAVE 


Related Quests: Contract: Big Game Hunter 
Locations: Chuchote Cave 

Characters: Wine Merchant 

Enemies: Arachnomorphs 


NECK-DEEP IN TROUBLE! OF THE 
SPIDER KIND! 


| Chuchote Cave. 


| This Quest is stumbled upon while adventuring along the road by the entrance to. 


On the edge of the Sanseretour Valley and the Gorgon Foothills is the main 
thoroughfare running south of Castel Ravello Vineyard. As you approach a small 
cave mouth on a hillock along the north side of the road, you'll also spot a group of 
vintner caravans, and a Wine Merchant beckoning you over. The merchant explains 
he's neck-deep in trouble; the Chuchote Caves would be prime barrel storage if it 
wasn't plagued by Arachnomorphs. Agree to take care of this infestation, optionally 
bargaining up your pay first. 


This cave is 
reasonably small, and 
circular so you сап 
maneuver clockwise 
ог counterclockwise 
around it, slaying 
around six 
Arachnomorphs 
(including one or two 
big ones) as you go. 
Consult the Bestiary entry on page 733 If you're having problems with these 
scuttling beasts. Then optionally check the cave for loot, before returning to the 
Wine Merchant (usually at the cave mouth) to collect your reward. You can trade 
with the merchant, too. 


| 


DANGER ALERT 


SPOILER ALERT X. 


VINTNERS CONTRACT: GRIFFIN-IN-THE-VINES UI 


| Locations: Rioux-Cannes Outpost, Duchaton Crest (Unmarked) 
| Characters: Wine Merchant 
Enemies: Shaelmaar 


[ OBJECTIVES: _ 


A WHOLE LOT OF SHAKING GOING ON 


i 
| This Quest is stumbled upon while adventuring along the trail southeast of the 


| Rioux-Cannes Outpost. 


Deep in the 
southwestern part of 
the Gorgon Foothills 
Territory, j 
of the Rioux-Cannes 
Outpost (which is 
overrun by Harpies), 
take a trail west from 
Beauclair Palace, to 
an area known as 


st southeast 


Duchaton Crest. 


Here, a tarp structure and wagon are nestled near a cave entrance, and a Wine 


Merchant gazes into the cave, hoping you'll rid it of the monsters contained 
within. He doesn’t quite know what's in the place, nicknamed Griffin-in-the- 
Vines. Agree to find out, increasing your pay by bargaining first, if you'd like. 


The cave has many twisted tree routes and two small side alcoves to pass by, 
before reaching the first large cavern, which is strangely empty, save for a wooden 
chair and a few scattered barrels. Head farther into the cave system, roughly 
northwest, and you hear something large grunting in the distance. Move to the 
rear cave, where a Shaelmaar lurks! Check the Bestiary on page 748 if you need 
advice on killing this lumbering animal. Once it is dispatched, return to the surface 
and collect your reward, 


ITEM: Crowns (200+) 


SPOILER ALERT XX 


VINTNERS CONTRACT 1 
= CLEANING THOSE HARD-TO-REACH PLACES 


Locations: Gelenser Farm, Gray Grotto (Unmarked] 
Characters: Wine Merchant 
Enemies: Gargoyles 


A STONE-FACED KILLER 


in Caroberta Woods. 


is Quest is stumbled upon while adventuring along the trail north of Gelenser 


Almost directly due north from Gelenser Farm in Caroberta Woods Territory, but 
found from а trail leading southwest from the bridge to The Champs Desoles 
Territory, is a small merchant camp where workers are complaining of evil 
making its lair in a wine-storing cave. Aside from your noticing the merchant's 
accent indicates he's not a local (he originally hails from Poviss), he seems a 
trustworthy sort. Agree to investigate the “arse-clenchingly” frightening sounds 
coming from within. Bargain him up a bit for your fee, if you wish. 


Enter the Gray Grotto, 
peering over the gap 
in the left wall as 

you descend. Leap 
through the gap to the. 
upper cavern area, 
and prepare to dish 
some expert killing 
blows on a plodding 
Gargoyle. There's a 
small waterfall, evidence of elven ruins, and a few chests to scavenge from. 
Farther into the grotto, you make a second discovery, another Gargoyle to slay. 
Once both are chipped apart (the Bestiary on page 727 has stratagems to 
follow), loot the place, and return to the Wine Merchant for a reward and trading 
opportunities. 


ITEM: Crowns (200+) | 
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E kace | 
TREASURE НОМ 


OVERVIEW 

When adventuring across the Northern Realm, you should consider taking time to uncover a variety of ost or well-hidden troves of treasure, These are sub-divided 
into two types (all within the “Treasure Hunts” section of your Quest menu): "Treasure Hunts" (involving hidden treasure (and occasionally maps) and "Scavenger 
Hunts" (involving the search for Witcher gear diagrams of great importance). There are also other treasure chests to ransack; not related to either of the "tracked" 
quest types. 


TREASURE HUNTS 

їп addition to chests or valuables just found strewn or hidden about you, there are 57 Treasure Hunts. These quick tasks start with you finding a clue, indicating the 
presence of treasure at a predetermined spot. This clue is almost always a note (or occasionally a map) on or near a deceased person, or a chest. There is usually a 
“glittering” indication that there's something worth checking at the location, so loot it! 


When you find the note (or map), always check your Quest Items menu and read 
the parchment; it almost always updates your objectives (and map), and holds. 

а clue to where the treasure may be found, or to the next part of your hunt. Now 
follow the advice in the guide, searching a (usually nearby) area for the chest 
that the key opens, or the note mentioned. Sometimes the chest is underwater, 
ог hidden from prying hands. After the treasure is claimed, the hunt is complete! 


The reward for finding а Treasure Hunt chest is one or more of the following: 


dn this example (Treasure Munt: Blood Gold), you find a bloodstained key and letter on this 


doad deserter. il Are you looking for the treasure chests in the Atlas? Then look for these 
icons, which show the key or "pick ир” point, and the chest location. 


SCAVENGER HUNTS 
Scavenger Hunts are much more involved quests for treasure of a specific nature. In each Scavenger Hunt, you must locate a number of diagrams of long-lost 
Witcher Gear—armor and weapons that are among the best items that you can craft. It is wise to undertake these quests as soon as possible, unless locations have 
particularly powerful beasts guarding them 


Searching for Witcher gear diagrams can begin in one of two ways: 
1. You can explore the Northern Realms, and stumble across the location of a basic diagram for a piece of Witcher Gear, contained in a treasure chest. 


2. You can explore the Northern Realms, and visit a merchant, trader, armorer or blacksmith, and purchase a set of maps or notes from them, which give clues to 
the whereabouts of particular diagrams. The 
precise vendors to visit are listed at the start 
of each Scavenger Hunt. Once you purchase 


and examine the notes or maps, they reveal | Aan n ig ter ES Semanan Нан cia MR SGA Tro tho oba il sient ot A, 
the location of some of the upgraded gear © locaton that concludes the objective for each specific diagram (or groups of diagrams) 
diagrams from a particular Witcher School, = — — — ج‎ ‚| 
while also starting the quest to find the basic 
gear too. Specific maps detail between three 
and six enhanced diagrams, so multiple ms — — As i — 
ог notes are needed to find everything. ‘Scavenger hunts are “freeform”. This means that you don't have to complete the search for Basic gear in any 
particular order. The order you find the Basic gear is completely up to you, and the methods shown in this guide are 
‘optional (though they are optimal). | 
* You can also listen to the conversations of peasants or townsfolk across the land; they sometimes give hints at 
locations to search (though your guide makes this plan unnecessary). 
However, once you've found ай the Basic Witcher gear from a particular School (in any order you wish), collecting the 
Enhanced, Superior, and Mastercrafted diagrams involves a search as well: 
ie You must find the upgraded diagrams: Enhanced, Superior, and Mastercrafted. 
її тән, ә тїп Qe нити tme | Reed dl maps or otes chased fom lp vedo to uncover ho whereabouts lal ese 


Perch п Velen allows you to purchase (lor around 65 crowns) 
the third of Adalbert Kermith’s maps. This unlocks the first part * However, within the clues given by each map, specific diagrams can be found in any order. This means it's usually 


| 
of the Cat Gear Scavenger Hunt (prompti | easiest to visit each vendor, buy ай their maps or notes pertaining to Scavenger Hunts, read them al. and start ай 
| 


peur), as well as hinting at the lo the Scavenger Hunts at once. 
this case, all of the Superior Cat Gear). Remember you need 
lo find all of the maps, and complete the Scavenger Hunts in * There are diagrams for Viper (Serpentine), Griffin, Cat (Feline), Bear (Ursine), and Wolven gear. Of these, the 
the proper order. | Scavenger Hunt for Viper gear (consisting of only two swords) does not have upgraded gear. However, there is Viper 

| armor (and gauntlets, boots, and trousers), as well as Venomous Steel and Silver swords that can be gathered in an 
The actual Scavenger Hunt starts with the retrieval unmarked quest, as part of the Hearts of Stone Main Quest. Consult that Scavenger Hunt for the specifics. 
of the Basic diagrams for all parts of a particular Età Bed and ы a 

. Wine expansion introduces six additional Scavenger Hunts. The first is a simple introduction to the. 

Witcher School's gear. Once you have all the basic Grand Master ато Lazara Lafargue of Boauciai There are he ойнун Bet е Чаки 
diagrams, you can start accumulating better versions from the Griffin, Cat (Feline), Wolf, and Bear (Ursine) Schools, as well as the fabled Manticore School. Collect these 
of the basic gear, which are only mentioned in notes | diagrams (with the exception of the Manticore School parchments) after you've had Mastercrafted armor for each 
ог maps you must purchase from vendors. You need ‘school made, as these are needed to upgrade each piece of Witcher Gear to Grand Master quality! 


to collect these diagrams in а particular order: Basic, et 


Enhanced, Superior, and finally Mastercrafted. 


SCAVENGER HUNT MAPS: A LIST OF VENDORS 
The following table shows you the list of merchants, blacksmiths, and armorers you need to visit in order to gather all the necessary notes or maps to find every 
Witcher Schoo! Diagram. 


GRIFFIN SCHOOL GEAR 
Vendor Type Location Map or Note Type Diagrams to Unlock Approxmiate Cost 
Edwin Grelof's First Map Enhanced Griffin Gear foots, trousers, steel sword) 
Г + р: A Edwin Greloff's Second Map Enhanced Griffin Gear (armor, gauntlets, silver sword) — s Ts Б 
e, | Насо Square (Novigrad О) | Edwin Geos Third Map — |SpeGinGerd) 00 IEEE 
| Master Armorer Hattori's Armory (Novigrad City) | Edwin Greloff's Fourth Map Mastercrafted Griffin Gear (all) 100 
CAT SCHOOL GEAR 
Vendor Type Location Map or Note Туре Diagrams to Unlock 


Merchant Blackbough -Adalbert Kermiths First Map h 5 1 
Blacksmith Blackbough Adalbert Kermith's Second Map Enhanced Cat Gear (gauntlets, trousers, steel sword) | 30 E 
Quartermaster Crow's Perch - T AdalbertKermitn’s Third Map Î Super Cat Gear (al) 1 65 | 
Blacksmith Lindenvale Adalbert Kermith's Fourth Map Mastercrafted Cat Gear (all) 125 


BEAR SCHOOL GEAR 


Diagrams to Unlock 


Vendor Type 


Map or Note Type 


| Ibrahim Savi Fourth Map | Mastercrftec [ 1% 
WOLF SCHOOL GEAR 


Blacksmith j TEX 1 EE] Hieronymus pnm Wolven Gear mm forms steel sword) 40 
— . О. 
morer 3 by Hieronymus | Superior Wolven Gear (gauntiets, boots, trousers) 
Masts 0 | Peel rfe Wolven Ger amd | a] 
| Armorer E m 


Location 


Vendor Type 


OTHER TREASURE TYPES: HIDDEN TREASURE 

There are plenty of other chests hidden in cellars or atop towers throughout the Northem Realms, and these are known as “Hidden Treasure". These are chests containing one or 
more of the following: Coins, gems, diagrams, manuscrits, pages, notes, weapons, armor, equipment, or other items deemed worth your time finding. There is a vast number of 
these, and you are fortunate that the guide's Atlas flags the location of each one. Aside from the following examples, you should check the Atlas maps for ай other chests of note. 


HIDDEN TREASURE HIDDEN TREASURE: ө HIDDEN TREASURE: 
SMUGGLERS CACHE SPOILS OF WAR GUARDED TREASURE 


‘Search for a small йет or items, sometimes valuable, hidden Usually ata site ofa battle, now possibly pockmarked with the Expect treasure guarded by an enemy or monsters in the 
inside а chests or bundle, such as these hidden under a bridge. bodies ofthe fallen; explore the area for valuables, such as vicinity. The type of enemy is listed in the Allas, such as this 
this chest in a sunken rowboat, with its other section floating Bilge Hag's lair їп southern Velen. 
on the river. 


‘TREASURE 
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552 


HIDDEN TREASURE: 
GOOD CHESTS 


Find reasonably valuable and random items in this type of 
‘chest, such as this one hidden on the broken bridge north of 
‘the Miltgaardian garrison in White Orchard. These chests don't 
‘appear on your World Map; only ín this guide s Alus 


NAME OF TREASURE HUNT 
4 WHITE ORCHARD 
Deserter Gold 

Dirty Funds 

Temerian Valuables: 


V^ VELEN - NO MAN'S 


An Unfortunate Tum of Events 
The Things Med Do For Coin. 
Dowry 

Blood Gold 

Tough Luck 

Lost Goods 

The Descent 

Qut of the Frying Pan, Into the Fire 
Hidden trom the World 

Spitfire Bluff 

Sunken Treasure 

A Coslly Mistake 

Queen Zukeyka's Treasure 

A Plea Ignored 

The Mire 

Don't Play with the Gods 

The Dead Have No Defense. 
Sunken Chest 


Grassy Knoll 

| Coast ol Wrecks 
Battlefield Loot 
Gustfields 
w The Cursed Chapel 
ч A Dark Legacy 
1227 The Drakenborg Redemption 
U From Ofier' Distant Shores 
w The Royal Air Force 
Чї The Secret Lite of Count Romilly 
* A Surprise Inheritance 
У The Sword, Famine, and Peridy 
VJ Tinker, Hunter, Soldier, Spy 


HIDDEN TREASURE: HIDDEN TREASURE: 
BETTER CHESTS RELIC CHESTS 


Find more valuable, and better quality random items in this Find extremely valuable relics (armor or weapons) found in 
{type of chest, such as this one hidden behind a weakened wall Ihis ches! (or sometimes on the corpse of an Individual). 

(Aard was used to break through) in the Nillpaardian garrison Such val 
in White Orchard. These chests don't appear on your World random, such as this one found inside a locked room in the 
‘Map; only in this guide's Atlas. 


les are not always guaranteed, and are usually 


‘main longhouse in Freya's Garden, on the isle of Hindersljall. 


Need help pinpointing all these chests? Then compare the focation of a chest you're interested in on the Atlas map. Then bring up your World Map, and “Place Custom Marker” on 
the location where this guide says a chest is located. That way it appears on your compass, making it very easy to find! 
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NAME OF TREASURE HUNT 
SKELLIGE 

Ard Skellig 

СЕ 3 ЕЕГ 
Freya Ве Praised! 566 
X Marks the Spot 566 
Family Fortune. 567 
Pearts of the Coast 567 
An Skellig | 
Nifgaardian Treasure. 568 
Undvik 
Precious Haul 568 
Ruins, Hidden Treasure, You Know. 568 
Shortcut 569 

‚ Spikeroog 
Not Only Eagles Dare 569 
Snidhall Isle. | 
Unluchys Treasure 569 
Faroe 
Hidden in the Depths 570 
Ironsides’ Treasure. 570 
The Duchy of Toussaint 
I The Last Exploits of Selina's Gang E 
BI What Was That About Again? 571 
w Curse of Carnarvona. 571 
IE. Around the World in... Eight Days 572 
W The Black Widow 572 
w The Toussaint Prison Experiment 573 
U7 The Suffereing of Young Francois 573 
+ But Other Than That, How Did You Enjoy the Play? 573 
Чай The Inconstant Gardener 574 
U Applied Escapology 574 
w Filbert Always Pays His Debts 575 
ч?) Waiting for Goe and Doh 575 
ЧЕ Spontaneous Profits 576 
W Coin Doesn't Stink 452 
{WW Don't Take Candy from a Stranger 454 


SCAVENGER HUNTS 


NAME OF SCAVENGER HUNT PAGE 


Viper School Gear 577 
Viper School Gear (Additional) 577 
Griffin School Gear (Basic) 579 
Griffin Schoo! Gear (Enhanced) 580 
Griffin School Gear (Superior) 582 
Griffin Schoo! Gear (Mastercrafted) 583 
Cat School Gear (Basic) 585 
Cat School Gear (Enhanced) 587 
Cat Schoo! Gear (Superior) 589 
Cat School Gear (Mastercrafted) 589 
Bear School Gear (Basic) 591 
Bear School Gear (Enhanced) 593 
Bear School Gear (Superior) 594 


Bear School Gear (Mastercrafted) 595 
wol School Gear (Basic) 597 
179 Wolf School Gear (Enhanced) 598 
won School Gear (Superior) 600 
1219 Wolf School Gear (Mastercrafted) 602 
BE Master Master Master Master 604 
CO Grandmaster Griffin Gear 605 
ug Grandmaster Feline Gear 606 
X17 Grandmaster Wolven Gear 608 
Wg Grandmaster Ursine Gear 610 
D Grandmaster Manticore Gear 611 
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RTER GOLD 
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Related Quests: Treasure Hunt: Temerian Valuables 
Locations: Mill, Lookout Camp (Unmarked) 


Enemies: Wolves, Deserters 


TROOP AND TREASURE 
MOVEMENTS REVEALED 


From the Mill Signpost, 
gallop in a roughly 
northeast direction, 
across the undulating 
hillside, to a small 
lookout camp atop a hil 
Expect a pack of around 
four wolves to prowl the 
camp. A spy has recently 
been mauled, and his corpse is lying close to a tent and telescope. Feel free to 
inspect him, before prying some notes from the small box at the tent entrance. 


пай 


The notes make 
mention of a hidden 
cache. Ride southwest, 
back down to the Mill, 
and be ready to 
engage around six 
Deserters between 

the windmill and the 
dilapidated cottage 


After combat, head into the cottage, optionally use Aard to remove some 
floorboard clutter, drop into an earthen cellar, and smash open the rickety door 
with Aard. There's a large number of chests in here, though one is locked (and 
only opened during Treasure Hunt: Temerian Valuables). The brown chest to the 
left of the locked one holds the valuables you need to complete this hunt. 


Locations: Mill, Deserters' Outpost (Unmarked), 
Deserters’ Camp (Unmarked) 
Enemies: Wolves, Deserters 


Around midway between the Mill (to the west) and Cackler Bridge (to the east) 
is a wooded dell where a group of deserters has made a small outpost home. 
That is, until recently as only wolves prowl this rudimentary camp, filled with 
stolen shields and equipment. After dealing with any threats, open the chest on 
the edge of the main tent (use your Witcher Senses to find il. Aside from random 
loot, a set of scrawled notes makes interesting reading. 


The handwritten 
scrawl makes mention 
of treasure hoarded 
nearby. Head eastward, 
and slightly north, 
uphill to an area just 
north of Cackler Bridge. 
As you might expect, 
the six or so Deserters 
are well-armed; а 
couple have shields, and there are two archers to deal with. 


After the Deserters have been stopped, it's time to try a bit of looting yourself, 
Enter the main tent atop the hill, and ransack it. Aside from the two main bed 
chests, the smaller chest in the corner (far right in the picture) holds the random. 
loot you crave. 


TREASURE 
HUNTS 
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Related Quests: Treasure Hunt: Deserter Gold 
Locations: Mill, Mill Bridge (Unmarked) 
Enemies: Drowners, Deserters 


WAGON LOST, TREASURE FOUND 


| OBJECTIVE 


Begin this hunt from 
the Mill signpost, riding 
west toward the rickety 
low wooden bridge over 
the river. Expect at least 
two Drowners to leap at 
you as you cross to the 
opposite side, Cross the m 
bridge to the western. 
side, and look for the corpse of a man holding an ornate key. Take it 


TEMERIAN VALUABLES 


SPOILER ALERT X X 


The key opens a chest 
in the water below 
the bridge, where the 
wagon the man was 
driving came a cropper 
Aside from coin and 
some Temerian loot 
there are some military 
orders to read. 


ITEM: Blood-soaked military orders 


OBJECTIVE 


The orders indicate some lost Temerian treasure is nearby, Ride east, back to 
the Mill, and be ready to engage around six Deserters between the windmill and 
the dilapidated cottage. After combat, head into the cottage, optionally use Aard 
to remove some floorboard clutter, drop into an earthern cellar, and smash open 
the rickety door with Aard. There's a large number of chests in here, though 

опе is related to Treasure Hunt: Deserter Gold. The only locked chest holds 

the valuables you're after, mainly Temerian items you can sell for profit and а 
scribbled note to read if you wish. 


HUNT : VELEN (М 


SPOILER ALERT Ж 


GRAYROCKS: 
AN UNFORTUNATE 
TURN OF EVENTS 


Locations: Devil's Pit, Fireburst Harbor (Unmarked) 


On the southern edge 
of Grayrocks territory, 
midway between Devil's 
Pit (to the north) and 
Lurtch (across the river 
to the south), is the 
unmarked Fireburst 
Harbor. When you arrive 
at Fireburst Harbor (the 
out-bullding and small 
docks on the north side of the river), it's a good idea to liberate the area from 
around five frothing Drowners. 


Once the Nilfgaardians and peasantry are back, follow the rickety pier platform 
east along the river bank to a waterlogged corpse. Pry the following missive from 
the man's flaccid fingers 


MAN'S 


The note indicates 
a place in the river 
where a shipment of 
valuables sank. Gather 
your crossbow to ward 
off any Drowners while 
you're underwater, and 
Swim out to the area of 
interest, south of you in 
the middle of the river. 
‘Among the weeds is a treasure chest to loot. 


) DANGER ALERT 


SPOILER ALERT X X X 


GRAYROCKS € 
THE THINGS MEN DO 


FOR COIN. 


Locations: Border Post, Nekker Island (Unmarked) 
Enemies: Nekkers 


ATROCITIES ON NEKKER ISLE 
OBJECTIVE = 


South and a little east of Ursten, and west of Border Post is a marshy river 
Crossing that has seen hideous casualties in the recent conflict. Pick your way 
past the wooden wreckage, and don't rest until a pack of around eight Nekkers 
have joined the massive pile of corpses in the central part of the island. 


Close to the swarm of Nekkers, near the disgusting corpse pile, are the remains 
of a dwarf under a wooden scaffold. Search him for a key and a note. 


DANGER ALERT 


GRAYROCK 
BLOOD GOLD 


Locations: White Eagle Fort, Prospectors’ Camp (Unmarked) 


The dwarf was bleeding heavily before he died, so use your Witcher Senses to 22 

follow the patches of blood around the bushes toward the large corpse pile and Enemies: Drowners Е 1 

fallen wooden defenses. Tucked between the pile and partly concealed under the az 
É 


cluster of planks is a small chest to loot. THERE WILL BE BLOOD 


F OBJECTIVE 


OO OO DANGER ALERT SPOILER ALERT K 


© .GRAYROCKS: DOWRY @ 


Northwest of White Eagle Fort, in the expanse of marsh land to the east of 


Locations: White Eagle Fort, Gustfields Farm, Basilisk Island (Unmarked) Hindhold, are the remains of an old prospectors’ camp, Expect at least eight foes 
Enemies: Basilisk as you close in on the shabby and moldly tents and rotting wood huts. A cluster 
of six usually attack as you close in on the remains of a dead deserter. 
The de interesting letter on his person, reve last moments 
A DERANGED MARRIAGE е deserter has an interesting letter on his person, revealing his last moment: 


on the run, Gather ай his belongings, including the key. 
| OBJECTIVE 


Almost directly north of White Eagle Fort, and due west of Gustfields Farm (in the 
territory of the same name), across the river northwest of Oxenfurt, is a series 

of low-lying swamps (where the skeletal remains of war defenses are slowly 
sinking into the river). The place is known unofficially as Basilisk island, for 
reasons that become abundantly clear when you venture toward the treasure 
location. Prepare to defeat one of these frightening, flying monstrosities! Need 
help? Consult the Bestiary on page 72. 


After the fight, scour the 
shoreline in this area. T 
for the remains of a 
woman, who is carrying 
the following items of 
interest. The letter is to 
her father, regarding a 
marriage the old man 
wasn't particularly keen 
оп. Not that it matters 
any more. With your Witcher 
Senses, follow the 
tly bent key, Unsent letter patches of blood 
across the swamp to 
the sagging wooden 
defenses, and a couple 
of barrels shoved 
against some planks. 
Use Aard to destroy the 
barrels, revealing a long 
chest to ransack. 


OBJECTIVE 


ITEMS: 


Make the best of the situation by finding the treasure the woman was ferrying 
away from her father; it is located in the chest on the shore, close to the rowboat, 
only a few feet away. Use your Witcher Senses if it isn t immediately visible. 
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DANGER ALERT 


SPOILER ALERT K X 


GRAYROCKS: 
TOUGH LUCK 


Locations: Devil's Pit, Refugee Wagon (Unmarked) 
Enemies: Foglets 


Midway between Devil's 
Pit (to the northwest) 
and Marauders’ Bridge 
(to the southeast), on 
the rocky trail near a 
couple of small ponds, 
are the remains of a 
refugee wagon, and a 
man slumped by the 
rear wheel, Beware 
а you approach and gather a letter from his corpse; а Foglet lurks in the low 
bushes here. Defeat it, before reading the letter. 


OBJECTIVE 


Though the letter is 
joyous (the family was 
traveling to stay with 
friends to escape this 
war), their fate was not. 
Their horse has been 
slain and partly eaten, 
and a few steps away 
is a sorrowful sight, the 
man’s wife and child lie 
dead in the grass. The woman has a key on her to take. 


The key opens the chest that has slid off the back of the wagon, which contains 
the family's valuables. Gather what you wish. 


DANGER ALERT SPOILER ALERT Ж 


GRAYROCK 
LOST GOOD 


Locations: Ferry Station 
Enemies: Drowners 


“JOIN THE ARMY, THEY SAID. 
YOU'LL KILL NORDLINGS, THEY SAID" 


Оп the peninsula just 
north of the Ferry 
Station, across the 

river and south from 
Oxenfurt Academy, 
surrounded by thickets 
of larch trees, is the. 
body of a Nilfgaardian. 
Rummage around in his. 
pockets and secure the 
following notes. Then read them. 


ITEM: Nilfgaardian’s notes 


| OBJECTIVE: 


The notes paint a picture of a frustrated enlisted soldier's service in the 
Nilfgaardian army. It also references a chest of treasure, which is in the swampy 
area to the east. Bring your best Drowner-culling equipment with you 


There are around half a dozen Drowners to deal with on a small jetty in the 
marshy reeds by the river side. Once they've been culled, find the long wooden 
Chest close to the moored rowboat, 


THE DESCENT: 
OUT OF THE FRYING PAN, 
INTO THE FIRE 


SPOILER ALERT X J 


It you view а map of The Descent territory of Velen, and start а reconnolter in the 
northern part of the area (just south of the river), look in the low hills to the east 
of Lurtch, west of Toderas, and southwest of Marauders Bridge for an unmarked 
settlement called Mowhurst. When you arrive, expect both ghoul and bandit 
activity to quell 


‘Once you've defeated around four to six ghouls and any bandits, make a 
thorough inspection of this razed hamlet. The only intact area (save for a minor 
‘chest you can open) is this cellar door. Break it open with Aard, descend into the 
tiny root cellar, and loot the following from the corpse on the wooden cot inside, 


ITEMS: Key to tı 


Away from the 
commotion at 
Hangman's Alley, on 

the western coast of 
Spitfire Bluff, is the 
sandy shoreline of a 
gulf where smugglers 
continue to ferry 

goods under cover of 
darkness. However, as 
the bloated corpse on the beach attests to, not every smuggler is ‘successful, Pry 
a letter from the man's rotting corpse. 


ITEM: Water-damaged letter 


The notes tell a grim 
story of war. But 
they also mention. 
some hidden loot a 
fellow villager hid in 
a haystack—just like 
the couple perched 
оп the embankment 
overlooking the road 
to the north. Find the 
treasure chest partly-hidden inside. 


OBJECTIVE 
29 M Dive into the waters swimming northward into the gulf. Arm yourself with 
HI DE DE NF F ROM TH M THE WORLD а crossbow as there are a couple of Drowners you may need to tussle with a, 
P underwater. БА 
When you've reached the area of interest, use your Witcher Senses and then dive й Ы 


Locations: Marauders’ Bridge, Bandit Camp (Unmarked) down to find the sunken remains of the smuggler's boat. Close to a large carved 
Enemies: Bandits seashell is a long wooden chest containing the treasure you're here for. 


MAKING OUT LIKE A BANDIT OCIO ANGER ~_SPOLERALERT Ж 
А à SPITFIRE BLUFF: 
A COSTLY MISTAKE 


In the northeast part of 
The Descent, just off 
the road to the east of 
Marauder's Bridge (with 
Oxenfurt visible in the. 
distance to the east) is a. М 
tiny camp with a trio of ^ i OBJEC TIVE 
small-minded Bandits. | 
Practice your sword- 
wielding on them. Once 
all three are defeated, search their corpses as one is holding a letter. Further away from the commotion at Hangman's Alley, on the western coast of 
Spitfire Bluff, is the shoreline of smugglers' gulf. Ride westward along the road 
Uu or Hanoman’ Aly, passing an old beach cottage, until you reach an area 
of sand banks and a scattering of boats that have run aground, and are slowly 
» rotting away. Repel any nearby Drowners before inspecting the corpses of 
OBJECTIVE — smugglers near a rowboat. One has a note to read. 


ITEM: Smuggler's notes. 


Locations: Hangman's Alley, Smugglers’ Gulf (Unmarked) 
Enemies: Drowners 


The letter indicates the presence of treasure nearby. Cross the road heading ha 
south to a low hill and small rocky copse of trees. OBJECTIVE 


The chest in question is nestled between the trees and large boulders, and isn't 
particularly well-hidden. But it is well-stocked with choice items to craft or trade. 


Complete the 
scavenging mission 


"SPOILER ALERT X 


(J) DANGER ALERT 


£ 
© D the note mentions for 
Ц 5 | | T F | КЕ В LÜ E F: yourself, and swim out. 
SUN KEN TREA to the west, moving to 
агавы the submerged end of 
the boat nearest the 
Locations: Blackbough, Hangman's Alley, Smugglers’ Gulf (Unmarked) shore (as shown). 
Enemies: Drowners 55 
constant threat here, so 
" equip your crossbow for any underwater encounters. The chest in question has 
Sab RISK AND fallen out of the ship and is sitting in the long weeds on the river bed, close to 
the edge of the vessel 


[OBJECTIVE __ 
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COMO DANGER ALERT _ SPOLERALERT X X X| 
SPITFIRE BLUFF: Е: 
| QUEEN ZULEYKAS TREASURE 


Locations: Coast of Wrecks 
Enemies: Pirates, Drowners 


Along the western peninsula of Spitfire Bluff, at the Coast of Wrecks signpost, a 
large band of pirates have usurped a small boat-making area. Expect at least а 
dozen of them (but no more than 18). Make quick, violent work of them before 
locating the campfire on the sands, which has a note written by one of these 
thugs. Read it to discover the location of a prized wreck the pirates were going 
to ransack. Don't forget to return here after a few days; the boat-makers return 
along with a Merchant stocked with items. 


s a quick swim to the 
northwest, around the 
rotting ship carcasses, 
and past a small 
island with guarded 
treasure, to the site of 
where Queen Zuleyka's 
ship sank. Locate the 
floating crate and 
corpse, and dive down 
from this point. 


Brandish your trusty 
crossbow for any 
Drowners nearby, then 
find the ship on its side, 
half-sunk into the sea 
bed. Swim into the hole 
where the deck steps 
аге, then into the hull 

to claim the contents of 
the chest. Retreat the same way you swam in. 


K 22 M 24 Y DANGER ALERT 
Q SPITFIRE BLUFF: 


A PLEA IGNORED 


SPOILER ALERT X X X| 


Locations: Condyle, Burned Cottage (Unmarked) 
Enemies: Cannibals, Grave Hag 


JBJECTIVE 


Close to the border 
with The Mire, on the 
southwest peninsula. 
of Spitfire Bluff, is the 
village of Condyle, now 
home to а number of 
degenerate Cannibals 
Visit or skirt the area, 
before taking the 
coastal peninsula trail 
with the water to your right (west). Follow the low-lying spit of land southwards, 
and prepare to face the sagging, sharp-clawed form of а Grave Hag. 


Once the Hag has been cut down, look for the corpse propped up against a 
section of fence, close to a burned-out hut. Procure the following from the 
corpse, and read the plea for rescue. 


ITEMS: Key to burned down house, Crumpled lett 


OBJECTIVE 


While it's too late to 
save the owners of the. 
hut, you can certainly 
make use of the 
treasure they stored on 
the edge of the burned- 
out residence. 


N SPOILER ALERT X X 
: THE MIRE: € 
D ONT | LAY WITH THE GODS 


Locations: Duen Hen, Byways, Elven Ruins near Lake Wyndamer (Unmarked) 
Enemies: Wraiths, Noonwraith Ang 


BANISHING AN ELVEN CURSE 


k OBJECTIVE 


The low forested areas southeast of Duen Hen, but due north of Byways have 

а number of secrets to discover, and one of the most ancient is a set of Elven 
Ruins close to Lake Wyndamer (due west of Fyke Isle). Be sure you've read up 
оп slaying specters as you reach the archway entrance; four Wraiths appear 
and must be nullified. Once you've defeated them, look for the corpse slumped 
against the stone steps and lichen-covered column, He's clutching the following 


ITEMS: Unsent letter, Key to a chest 


1 THE MIRE: 
“SUNKEN CHEST 


Ascend onto the stone 
balcony overlooking the < . 
river, brandishing ou. duc Ж Locations: Fyle Isle, Wyndamer Lake Folly (Unmarked) 
best Noonwraith-kiling aa ‹ idis бе Атила 

equipment, as one of 2 

these terrifying beasts 
is guarding the main 
stone platform. Need 
advice on banishing this 
ghast? Consult page 
753 of the bestiary. 


[OBJECTIVE 


Complete this quest by utilizing Aard and smashing the two barrels in front of a 
fallen elven statue, revealing the chest of loot. Perhaps you should visit the Place 
of Power just southeast of here, afterward? 


SPOILER ALERT Ж 


Locations: Byways, Duen Hen, Camp of Deserters (Unmarked) 
Enemies: Deserters 


Roughly midway between Byways, Firchlow, and Fyke Isle, in the middle of 
Wyndamer Lake, is a small island with a brick folly built on it. The structure is 
in complete disrepair and much of it has sunk. Brave the dark waters and swim 
over to the island. 


Climb onto the relatively solid ground on the tiny island itself (watching for 
Drowners), and search out the corpse near a chest of minor items. Gather 
some notes from his corpse, and read them to discover treasure hidden in the 
submerged ruins. 


On the northwestern 
edge of The Mire and 
Byways, and southeast 
of Condyle, is a small 
camp of Deserters 
who don't take kindly 
to visitors. Although 
there's around six of 
them, and two are 
armed with bows, they 
ооп fall to your superior skill and might. 


ITEM: Blood-sm 


notes 


| OBJECTIVE 


Pick through the dead you slaughtered, paying special attention to one of the 
deserters who is carrying some information pertinent to your cause. Gather it 
and the кеу, and read the notes, 


ITEMS: Marauder's notes, Common 


[ OBJECTIVE 


The note details the 
despicable act the 
deserters are currently 


There are a number of chests to be found in the underwater ruins roughly 


Peale tee southeast of the island, including a diagram of Enhanced Wolven Armor (which 
already started can't be accessed until base wolven parts are discovered). The chest you're after 


чш АК is resting on a curved arch section. Fend off any Drowners with |) 
i 
grave on the trail to the * 
north of you (which you 
may have discovered 
on your way here). Defeat any deserters still alive in these parts, and claim the 


buried treasure for yourself 
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COAST OF WRECK 


Locations: Widows Grotto, Ursten, 
Enemies: Drowners 


LOOTING HUGO'S HAUL 


| OBJECTIVE 


This quest rewards you 
with copious treasure, 
80 make sure you can 
carry it all! From the 
Widows Grotto, head 
south along the beach, 
to a cluster of three 
small islands near the 
shipwrecks. It seems 
much of the loot has 
washed up in this area. Swim to the north of the three islands, open the chest оп 
the edge of the shore, gather the loot and read the letter inside. It mentions four 
more locations where chests can be ransacked. The first is directly below the 
first chest, underwater (shown in the picture). 


| OBJECTIVE 


The second chest is 
underwater, in a small 
submerged alcove on 
the floor of the shore. 
Gather It before you're 
overrun by Drowners, 
and keep that 
crossbow handy for 
underwater takedowns. 


‘Watch for further foes 
and optionally climb the southwestern island; as you can see the two remaining 
chests on =the southeastern island (as shown in the picture). One is by an 
explosive barrel. The other is halfway up the grassy bank near a wrecked rowboat. 


JOO J J DANGER ALERT SPOILER ALERT K X 
© GRASSY KNOLL: 
BATTLEFIELD LOOT 


Locations: Eternal Fire Chapel, Battle Site (Unmarked) 
Enemies: Drowners, Bilge Hag 


MUSKY'S NOSE FOR TREASURE 


| OBJECTIVE 


f 
| Hos / 


The Pontar River has 
many secrets, and one 
of them rests in the 
marsh-land istands 
south of Grassy Knoll 
territory and the Eternal 
Fire Chapel, Head 
roughly south from 

the chapel and you 

сап wade across the 
low waters of the Pontar without swimming. Continue into an area of sinking 
battlefield defenses. 


There's a body here to inspect (lying among the weeds next to his dog), and a 
crumpled note to take. However, the corpse is guarded by a grotesque Bilge Hag. 
Cut her down back into the bog before reading the notes. 


ITEMS: Key attached to a crumpled note, Crumpled ne 


There's a short trail of 
blood to follow (using 
your Witcher Senses) that 
winds around a balista 
toa fallen platform with 
three barrels hiding the 
treasure chest within, Use 
Aard to smash the barrels, 
‘and procure your prize. 


У DANGER ALERT 


OOO "SPOILER ALERT N 

jRASSY KNOLL: 
-THE CURSED CHAPEL 

Locations: Brunwich, Miller's Lake (Brunwich), Old Chapel (Brunwich]- 


Characters: Father Glaedfried 
Enemies: Wraiths, Cursed Mother (Nightwraith) 


DECREE FROM OXENFURT CURIA 


[ OBJECTIVE: 


Between the water and 
wind mills, within the 
threshold of the village 
of Brunwich in the 
northeastern corner of. 
Gustfields, is a white- 
washed wooden chapel, 
with a sternly-worded 
note pinned near its 
door. The Church of 

the Eternal Fire has deemed this holy site “befouled.” You find the remains of 
the priest, Father Glaedfried, on the left (north) side of the chapel. Gather the 
following from his corpse 


ITEMS: Pastorial diary of Father Glaedfri 


гур! Key 


A quick skim through the diary, which is covered in blood and heavily damaged, 
reveals Father Glaedfried to be a member of the Eternal Fire, visiting the 
“heathens” of this village, who were afraid to enter this chapel. Not so Father 
Glaedfried, who wrote about entering the chapel alone, armed only with the light 
of the Eternal Fire. It looks like that torch got snuffed out. 


THE CURSED MOTHER OF BRUNWICH _ 


| OBJECT TIVE 


Beneath the giant oak, behind the chapel, is a ceremonial circle. Three wraiths 
appear as you close in on the crypt entrance. They must be dispatched in 

the usual manner. Afterwards, a cursory glance at the graves left of the crypt 
entrance indicates blood sacrifice. Use the crypt key to open the door. 


Descend into the large crypt chamber and advance to the central circle. Father 
Glaedfied's diary proves to be correct. A lurking fear is terrorizing this place, а 
village elder's wife now taking the form of a Nightwraith. Consult this guide's 
bestiary (placing Yrden and coating your sword with specter oil, using Moon Dust 
bombs to stop the wraith's disappearing, and switch to ranged crossbow strikes 
if she splits into three forms). Then make a thorough search of the coffins, sacks, 
and wall tombs; two of the sacks contain actual pieces of New Moon armor, 
making this exploration well worthwhile! Finally, inspect the corpse containing a 
variety of items, as well as a note explaining exactly what transpired here. 


w Moon Armor, New Moon Boots, Eadberht 


'ewell note 


(JOFO DANGER ALERT а 
\Hos/ GUSTFIELDS: 
-A DARK 


SPOILER ALERT X 


Related Quests: Main Quest: Open Sesame (Part 1), 
Treasure Hunt: The Secret Life of Count Romilly. 

Locations: Borsodi Auction House (Oxenfurt), Deadwight Wood, 
Arnskrone Castle Ruins 

Characters: Countess Mignole, Count Romilly 

Enemies: Wolves (and Warg), Ancient Lesben 

Required Items: 350+ Crowns 


A MYSTERIOUS BRASS FIGURE 


| OBJECTIVE 


This quest is only available if you purchase Count Romilly's Figurine at the Borsodi 
| auction during Hearts of Stone Main Quest: Open Sesame (Part 1). If this auction 
(and the plan to purchase the figurine) has passed you by, this quest isn't accessible. 
Curses! 


During Main Quest: 
Open Sesame, continue 
to complete objectives 
associated with this 
quest until the auction 
begins. First up is a 
brass figurine from 

the collection of the 
infamous Count Romilly. 
The rumored treasure 
inside can only be discovered by destroying the item itself. You can: 


* Refrain from bidding (failing this quest). 


* If you want it, you'll need to bid 300 crowns for it (despite the item being 
worth only 150 crowns) 


ITEM: Count Romilly's Figurine 


тт l 


With the figurine now in your possession, once you're thrown out of the auction 
house, or any time you're not engaged in objectives you cannot stall, take a trip 
to any armorsmith or blacksmith (such as the one in Oxenfurt), ask them to show 
you their wares (or to craft something). Go to the “Crafting” menu instead of the 
"Shop." choose “Dismantle,” pick Count Romilly's Figurine from the items you 
own that can be dismantled, and remove the following key parts (while paying 
the vendor a nominal fee for dismantling). The figurine is destroyed (it cannot be 
sold for 150 crowns), but you do receive the following 


WHERE THERE’ S А\ WILL, THERE’: 5 А WAY 


| OBJEC TIVE 


With the figurine's contents revealed, read the will, and it reveals a chest to be 
opened in the ancestral home of Count Romilly, Amskrone Castle. It is located on the 
very eastem edges of Gustfelds Territory, southeast of Erde and northeast of Heddel, 
and is a place no sane peasant would ever tread. To reach the castle, you must enter 
the ancient forest known as Deadwight Woods. As the gloom envelopes you (even 
during the brightest of days), you find the rudimentary trails converge on the ruins of 
an old fortress; Amskrone Castle. In the marshy clearing below the castle, prepare to 
encounter a small pack of wolves in the company of an Ancient Leshen. Remove the 
wolf threat first, and then set fire to the Leshen with Igni, while reading up on tactical 
advice from this guide's bestiary if you need it 


After the Lehen is toppled, optionally use your Witcher Senses to spot a slumped 
corpse at the foot of the pathway up to the castle grounds (ust left of the Amskrone 
Castle Ruins signpost); this begins Treasure Hunt: The Secret Life of Count Romilly. 
Now ascend to face another small pack of wolves (usually lead by a Warg) in the 
castle's stone courtyard; they appear if you check the corpse by the signpost. 


Then access the 
opening in the ruined 
circular tower, and 
descend beneath the 
woods, Ahead (east) is 
a locked door opened 
using the key you can 
find on the corpse by 
the signpost, leading 
to a note and treasure 
obtained during Treasure Hunt: The Secret Life of Count Romilly, Instead, check 
the door to your left (north) in this soggy interior (this door appears red if you're 
using your Witcher Senses). Three Wraiths appear as you enter the room. Defeat 
these guardians and pick up an old ransom letter as you make your way around 
the corner to a small set of open cells and a chest. The chest is packed with 
treasure, usually including some excellent crafting ingredients, a diagram, and а 
decoction. The quest now completes (but be sure to finish a complete scavenge 
of this entire castle, as detailed in the related Treasure Hunt). 


SPOILER ALERT K 


- 


Related Quests: Hearts of Stone: Secondary Quest: Enchanting: 
Quality Has its Price 

Locations: Yantra, Bloodrot Pit 

Enemies: Arachnomorph (Small), Arachnomorph (Large) 


GET BUSY LIVING OR‘ GET BUSY DYING 


561 
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| This quest is ideally started during the Secondary Quest: Enchanting: Quality Has Its 
Price, during the objective where you have to locate deposits of jade. However, you 
|| can complete it independently. 


In the hills due north 
of Yantra is a wooded 

hill with a cave hidden 
beneath the green 
canopy. The cave is 
known locally as Bloodrot 
Pit, and is easy to find if 
you're searching for jade 
during the previously- 
mentioned enchanting 
quest. Enter the cave 
mouth, and begin to battle around ten Arachomorphs. 


These giant spiders can be dispatched using tactics found in this guide's 
Bestiary (page 733). Their lunging, attacks can cover large distances, but are 
very susceptible to Yrden (which freezes them in place); follow this up with 
burning or freezing attacks (Axii, Aard, or Igni are all good choices, followed up 
additionally with sword strikes). If you're caught in a web, attempt to parry. Use 
bombs that freeze or burn. Copious dodging and rolling are also advisable. 


Once combat concludes, remain just inside the cave mouth, and locate the curled-up 
Corpse; gather the following items from the body, and read the letter. It's a missive 
from a friend commanding the dead man for surviving the horrors of Drakenborg. 


key 


NO GOOD THING EVER DIES 


| OBJECTIVE 


You may wish to 
replenish your potions 
and meditate for a 
while before venturing 
Into the back of the 
cave; this secondary 
chamber has a huge 
Arachnomorph that 
must be fought. Try 
‘stunning it with Axil or Igni, and follow up with sword slashes until it yields. 
Dodge its jumping attacks and spittle. Once it has stopped scuttling, investigate 
the back (eastern) part of the back cave, until you find a shovel and half-buried 
chest, Gather the following coinage: 


ITEM: 450+ Florens 


DANGER ALERT __SPOILERALERT XX 7 
os, | GUSTFIELD m 
FROM OFIER'S DISTANT SHORE 


Related Quests: Secondary Que: 
Secondary Quest: Races: 

Locations: Upper Mill, Erde, Heddel, Zuetzer Castle 

Characters: Ofieri Merchant 

Enemies: Fallen Knights 


nchanting: Start-up Costs; 
ift as the Western Winds 


IN RISK THERE IS HONOR 


OBJECTIVE 


In the very northeastern 
comer of Gustfields 
territory, far east of 
Novigrad City, is idyllic 
Brunwich village 
Across Miller's Lake 

is the small hamlet of 
Upper Mill, where a pair 
of Ofen traders have 
taken up residence, 
One is a merchant, and the other a Runewright. Engage in conversation with the 
merchant, who has set up his stall їп front of the windmill, by his tent. You can: 


* Ask him about his homeland. 


* Mention his horse, This prompts you to challenge the merchant to a horse 
race (Secondary Quest: Races: Swift as the Western Winds; see page 503). 


* Tell him you “wouldn't mind a look" at his wares. After inspecting (and 
optionally trading), the merchant asks if you see worth in his goods. 


After answering in the affirmative, the merchant tells you that local ruffians 
attacked him during his travels to reach Upper Mill. In the ensuing fracas, he lost 
a small collection of diagrams. Offer to recover the diagrams for the merchant to 
begin this quest. 


OBJECTIVES. —- 


The merchant mentioned a "crossroads" where the thievery took place. Head directly 
south of Upper Mill, passing the strange litle wooded hamlet of Erde, to crossroads 
midway between Erde and the village of Heddel. At the logging mill, take the road 
heading roughly southwest, towards a ruined fort in the distance. An Ofieri caravan 
and dead horse lie at the side of the road. Use your Witcher Senses to uncover the 
following: 


* Signs of a bloody fight. 


The multiple prints weave roughly northwest across the road from the wagon, 
then roughly northward until the trail goes cold. Search the immediate area with 
your Witcher Senses and uncover: 


* An area of ground showing someone bleeding heavily. 


Follow the dripping blood 
trail through the scrub in 
a roughly northwesterly 
direction, until you 
discover the remains 

of an Ofieri propped up 
against a tree. 


Check the area around 
the tree to pick up the 
bandits trail again, 
following it in a semi-circle to a patch of dirt on the ground. After a quick removal of 
the dirt, you uncover a trapdoor leading to a bandit hideout 


| OBJECTIVES 


Open the trapdoor, use 
the ladder and climb 
down into the small 
tunnel, the remains of a 
small mining operation 
and now the lair of the 
Bandits. Fallen Knights 
come charging at you 
when you investigate 
further in. Deliver a 
series of killing blows to this scum; there are four foes, including a shielded, two- 
handed, and crossbow-wielding enemy. 


Afterwards, loot the hideout, and don't forget to open the chest containing some 
treasure, as well as the following items. Gather them, then read the letter which 
details locations the degenerate knights have sent the other diagrams to be 
translated. 


ITEMS: Armor Diagram - untranslated, Letter with orders, 
Manuscript Page: Beast Oil 


FELLING THE FALLEN KNIGHTS 


OBJECTIVES 


The following three bandit camps must now be raided (in any order you like). 
They are referenced here in the optimal order. 


SECOND BANDIT CAMP: 
THE RENEGADES IN THE WOODS 


Just north and a little west of your current position (west of Erde), and just off 
the wooded path is a small camp of around six Fallen Knights, who may be 
preoccupied by a small Nekker, Bear, or other wild animal incursion, Either 
way, anything that isn't Roach needs to be put to death. Then search the 
chest (glowing red if you use Witcher Senses) just right of the metal brewing 
equipment, and left of the tent. There's a crumpled letter (to optionally read), 
‘some supplies, and the following items of interest: 


ITEMS: Boots Diagram - untranstated, Order of the Flaming Rose 
(armor or gauntlets}, Crumpled letter 
THIRD BANDIT CAMP: 
THE MOTLEY CREW AT THE COTTAGE 


Meditate and refill any potions before locating the next camp. Along the very 
northern edge of Gustfields territory, northeast of the Isolated Hut, and northwest 
of the Garin Estate, is a remote farmhouse with six Fallen Knights to defeat. Once 
the coast is clear, enter the house and search for the chest left of the bed for 
some florens, Flaming Rose armor, and another diagram you need. 


ITEMS: Trousers Diagram - untranslated, Order of the Flaming Rose 


(armor or gauntlets), Letter with orders 


FOURTH BANDIT CAMP: 
THE GARRISON AT ZUETZER CASTLE 


After meditating and 
replenishing your 
potions, locate the last 
camp. South and a 

litte east of Upper Mill 
itself are the crumbling 
brick remains of the 
unmarked location 
Zuetzer Castle. Expect 
around a dozen Fallen 
Knights in this encampment, including one on the battlements (so keep an eye 

оп your map as combat progresses), Beware of archers. Battle your way into the 
overgrown castle grounds, to the largest white tent, and secure the following from 
a chest inside: 


{armor or gauntlets), Crumpled letter 
TRANSLATING THOSE DAMN SCRATCHINGS 


P OBJECTIVES: 
8 t 


Return to Upper Mill, and hand over the four diagrams to the thankful merchant. 
Should you want translations of these diagrams, you must wait (or adventure) 
for one entire day before returning. You are given the following diagrams (which 
should then be crafted and worn if you wish). 


fieri Sharovary, Diagram: Ofieri Gauntlets, 
fieri Scale Armor, Diagram: Ofieri Boots 


SPOILER ALERT K X 


e 


Locations: Vikk Watchtower 
Characters: Nicolas Vogel 
Enemies: Harpies 


THE ONLY WAY TO TAME A HARPY 


| OBJECTIVE: 


Over in eastern Gustfields territory, on the high ground northeast of Est Taylar, 
is the crumbling fortification known as the Vikk Watchtower, most recently a 
laboratory. It isn't big enough to have a signpost, but it is home to a large flock 
of Harpies. Remember to use Aard or Igni to blast them out of the air and finish 
them on the ground with sword plunges (or consult the Bestiary), Also beware 
of a possible Forktail incursion. The entrance to the tower has a note on the 
doorway wall requesting harpy eggs. Just inside the ruined archway entrance 
lies the corpse of Vogel himself. Among his belongings, loot the following 


ITEMS: Nicolas Vogel's laboratory notebook, Chest key 


Read the fragment of his notes; Vogel seems to be an eccentric breeder of 
Harpies in the hopes of adding an “airborne” division to the Redanian army. It 
‘seems his “children” may have turned on him. His notes mention a “rainy day 
stash” atop the tower. Interesting. 


THROUGH ADVERSITY TO THE STARS 


[ OBJECTIVE: 


The watchtower acted as his laboratory, and despite its ruined appearance, 
there's a chest to find; right at the very top. Make your way (carefully) up the 
ruined floors and secure a variety of items (including a random sword diagram, 
and the following) from the chest, before descending just as gingerly. 


ITEMS: Diagram: Pyerog runestone, New Moon Trousers 
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SPOILER ALERT XX X 


X .) DANGER ALERT 
[© s GUSTFIELDS: 
THE SECRET LIFE 
OF,COUNT ROMILLY 


Related Quests: Main Quest: Open Sesame [Part 1), 
Treasure Hunt: A Dark Legacy. 
Locations: Deadwight Wood, Arnskrone Castle Ruins 
| Characters: Count Romilly 
Enemies: Wolves (and Warg), Ancient Leshen 


DOWN FOR THE COUNT 
[ OBJECTIVE: _ 


| This quest is ideally started during the exploration of Arnskrone Castle during 
| Treasure Hunt: A Dark Legacy (as the full story of Count Romilly is revealed if both 


| quests are completed), though you can complete it independently. T 
On the very eastern 
edges of Gustfields 


Territory, southeast. 
of Erde and northeast 
of Heddel, is a place 
по sane peasant 
would ever tread; the 
ancient forest known 
as Deadwight Wood 
Venture here anyway, as the gloom envelopes you (even during the brightest of 
days), you find the rudimentary trails converge on the ruins of an old fortress; 
Amskrone Castle. їп the marshy clearing below the castle, prepare to encounter 
a small pack of wolves in the company of an Ancient Leshen. Remove the wolf 
threat first, and then set fire to the Leshen with Igni, while reading up on tactical 
advice from this guide's bestiary if you need it 


After the Leshen is toppled, optionally use your Witcher Senses to spot a 
slumped corpse at the foot of the pathway up to the castle grounds (just left of 
the Amskrone Castle Ruins signpost). Gather the following, and read the note. 
It continues the unpleasant musings of Count Romilly, and the "incident" with 
Anastasia von Bourmann. 


REQUIRED READING IN THE LOWER LIBRARY 


Ascend to face another 
small pack of wolves 
(usually lead by a Warg) 
in the castle's stone. 
courtyard. Then access 
the opening in the 
ruined circular tower, 
and descend beneath 
the woods. To your left 
(north) in this soggy 
interior is a locked door (which appears red if you're using your Witcher Senses), 
leading to wraiths and treasure obtained during Treasure Hunt: A Dark Legacy. 
Ahead (east) is a locked door opened using the key you just found. It leads into 
the remains of the Count's library. Check the table for the rest of his journal, 

and don't leave without opening the chest behind the table. Among the other 
Valuables is a diagram for a fancy sword. 


ITEMS: Count Romilly’s journal (part 1], Rando 
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Locations: Heddel, Stacheier 
Characters: Knut Kreutzman 
Enemies: Arachnomorphs, Ghouls, Archgriffin 


POOR OLD KNUT IS KAPUT 


OBJECTIVE: 


At the southern end of 
the river, on the eastern 
side of Gustfields is the 
small village of Heddel. 
ttis usually overrun 

by Arachnomorphs. 
Optionally liberate the 
area to access the 
Signpost for Fast-Travel 
purposes. Then explore 
the hilly ground to the north; a tiny hamlet known to locals as Stacheier. The top. 
of the hill is anchored by an old oak tree, and the Abandoned Site here is overrun 
by Ghouls, Remove these threats. This liberates Stacheier as well (though this 
location isn't big enough to have its own signpost). 


Close to а ballista overlooking the river at the top of the hill, across from the oak 
tree, are the slumped remains of one Knut Kreutzman. Gather the following items 
from Knut, then read his notes: it seems he was waiting for a hunting party to 
clear his Aunt's lands of a Griffin, but was set upon by Ghouls. 


ITEMS: Knut Kreutzm; 


journal, Completely ordii 


GIVING A GRIFFIN SOME GRIEF 


Northeast of Stacheler, across the stream towards Amnskrone Castle Ruins, is an 
Archgriffin's nest. Face this creature (use Hybrid Oil, Thunderbolt, and Aard or 
Igni during the battle, or consult the Bestiary for more in-depth tactics), before 
inspecting the trapdoor within the threshold of the ruined house with the stone 
chimney stil standing. It leads to a tiny cellar, and a chest to unlock with the Key. 
‘Among the other treasure are the following items (see below). Knuts hunting 
party are scattered about the Griffin's eyrie atop the rocky outcrop hereabouts. 


ITEMS: Random item 


ER ALERT SPOILER ALERT XX X 
© es GUSTFIELDS: 
THE SWORD, FAMINE 
AND PERFIDY 


У DANGER ALERT 


bs GUSTFIELDS: 


TINKER, HUNTER 
SOLDIER, SP 


Locations: Novigrad Beach 
Characters: Brother Anselm 
Enemies: Drowners 


NO GOOD THING EVER DIES 
OBJECTIVE: 


Directly north of Novigrad city, on the sandy coast due east of where the Ofen ship 
ran aground during Main Quest: Evil's First Soft Touches, is Novigrad Beach. Snuggled 
in behind the sand dunes is a small cottage, close to a Drowner spawning ground 
Remove these threats before entering the cottage. The place is deserted, save for the 
corpse of a man (with a letter to optionally take) and a cluster of barrels. Use Aard 

to destroy the barrels, and open the cellar trapdoor below. Climb down into a small 
cellar cave, where you find a second corpse. 


Pry the letter and key off the corpse and read the parchment; it details a 
fisstech deal going horribly wrong. But it does make mention of a sunken ship 
somewhere in the vicinity 


ITEMS: Li 


AROUND THE RUGGED ROCKS 


written in blood, Rusted key 


Make а thorough inspection of the cellar for any additional loot (there's usually 

a chest with florens here) before leaving the cottage, and plotting a boat trip 

(or swim) to the southwest, to a small jutting island northwest of Novigrad City. 
Swim out to the area of interest, watching for further Drowners (a crossbow sees 
them off if you're fighting them underwater). Dive down and remove the random 
Contents of a small chest from a sunken rowboat. 


Locations: Whispering Grange, Mohrin Village 
Characters: Beanpole, Agent Shinetop 
Enemies: Fallen Knights 


IT'S ABOUT WHICH MASTER YOU'VE BEEN 
SERVING, GERALT 


BJECTIVE 


East of Novigrad, and beyond the vineyards of Whispering Grange, you see a wooden 
watchtower poking above the trees atop the higher ground to the north. The hamlet of 
Mohrin Vilage (a settlement too small for its own signpost) has been set ablaze by about 
half a dozen Fallen Knights. Treat them like common (but armored) bandits. Once the 
area is liberated and the roof fires are out, climb the wooden watchtower, and search 
the platform for the corpse of a spy. 


Gather the key and letter; its from a field agent codenamed "Beanpole" who was 
tracking these renegade knights and working with an “Agent Shinelop." It seems 
those knights found him, though his report does make mention of a stash of treasure 


to purloin. 


WHO CAN SPY ON THE SPIES? 


TREASURE 
HUNTS 
ши 


The stash is almost directly due south of your current position, under the small 
ond jetty just south of the (unmarked) Moldavie Residence, and north of the 
Dancing Windmill. Dive down and open the chest, gathering a variety of alchemy 
and crafting ingredients, as well as a diagram and other odds and ends. 


ITEMS: 200+ Florens, ingredients for Alchemy and Crafting 
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INHERITANCE 


OBJECTIVE 


In the north and central part of the main island of Ard Skellig is the abandoned 
settlement of Boxholm; its inhabitants are terrorized by a marauding Fiend 
known as Morvudd (Contract: Missing Son). This general area between Boxholm 
and Fayrlund has two other treasure-hunting spots. See the Atlas chapter for 
specifics. 


You can easily avoid 
the Fiend if you steer 
clear of the ruined fort. 
Walk roughly north a 
few paces from the 
Signpost at Boxholm, 
and discover a Skellige 
warrior propped ир 
against the remains of а 
stone structure, across 
from a dead bear. Gather the following from his body. 


ITEMS: Sitver-plated 


| OBJECTIVE 


The note is from an older 
man to his infant son 
describing some family 
hardships. The age of 
the letter indicates the 
son was grown up, and 
about io claim to some 
family goods "beneath 
Old Лез house.” 
Although the fellow dug 
up the chest, he never pocketed the items inside. The treasure is literally within 
‘spitting distance from the corpse, in the next ruined hut, near the barrel. 


R SPOILER ALERT XX 3 
ARD SKELLIG: | 
FREYA BE PRAISED! . 


s: Bland: andare Lake (Unmarked) 


THE ITINERANT MERCHANT 


| OBJECTIVE: _ 


The road south of 
Blandare is a treacherous 
опе; explore this rough 
thoroughfare that skirts 
the north shore of the 
lake here. You uncover 
something of interest at 

a bend in the road, just 
south of the јат property 
down the hill to the road 
side: a hal. eaten horse and a dead merchant. Search him. 


ITEMS: tti 


Despite sacrificing 
a lamb to Freya, the 
merchant didn't reach his 
destination, But current 
indications are that there's 
something of value in the 
nearby lake. Descend to 
the north shore, where 
you're set upon by at least 
six Drowners. 


Once you've coated the shoreline in their blood, swim out into the northem part of the 
lake, dive down and secure the treasure from the underwater chest. 


DANGER ALERT SPOILER ALERT X 


ARD SKELLIG: (E 
X MARKS THE SPOT 


Locations: Blandare, Ruined Farmhouse (Unmarked), Fayrlund 


Ene Wraith, Wolve 


FORSEEN AT THE RAVINE 


While wandering the 
settlements of Blandare 
in the middle of Ard 
Skellig, travel southeast 
to the eastern side of 
the lake, and discover 
the dilapidated remains 
of a ruined farmhouse. 
Venture inside, and 
optionally use your 
Witcher Senses to discover an old skeleton, an equally ancient key, and map, 
Watch for a possible wraith if you check these bones. 


ITEMS: Old key, Mysterio 


Unfold the map in your inventory menu, and discover 
а rough sketch of a settlement, with a circled 
waterfall nearby—and treasure! 


OBJECTIVE — 


The chest itself is at the. 
base of a waterfall, in 
the fast-moving stream 
close (and just to the 
southeast) of the nearby 
settlement of Fayrlund, 
Itis a short jog to the 
west. Head there, 
watching for wolves, 
rapid streams, a small 
bridge, and the stream ravine you can drop into. 


Note the wolf symbol on the rocks by the waterfall (visible if you use your Witcher 
Senses). Unlock the chest with the old key, and purloin the fabulous prizes. 


91 У DANGER ALERT SPOILER ALERT X X 7 


D SKELLIG: 
FORTUNE 


Locations: Ruined Inn, Shipwreck (Unmarked] 
Enemies: Sirens 


MARINE SALVAGE OFF THE 
SOUTHERN COAST 


| OBJECTIVE 


Along the south coast 
of Ard Skellig is a small 
coastal settlement 
dominated by the 
burned-out ruins of an 
inn. The place is overrun 
by Sirens, so beware of 
these airborne pests as 
you arrive, The area to 
search isn't the skeletal 
remains of the Inn, but rather the small fisherman's cottage on this beach itself. 
Inside is a wooden chest with a letter to read 


ITE 


|, OBJECTIVE 


The letter tells a tale of 
woe regarding a ship's 
sinking, and parts of 
this gallant but doomed 
boat can still be seen 
sticking out of the 
waters to the southeast 
Optionally take a boat 
and travel southeast, to 
the rotting remains of 
the ship, beached on rocks. 


Use your own boat, the sloping deck of the rotting ship, or dive underwater and 
utilize your crossbow to begin removing any further Siren threats. The chest is 
stil on the deck, but has slid to the submerged area near the main mast. A small 
swim is required to loot it. 


SPOILER ALERT X. 


ARD SKELLIG: 


Locations: Arinbjorn, Eldberg Lighthouse, Pirate Camp (Unmarked), 
Peart Divers’ Cave (Unmarked) we 
Enemies: Ekhidna, Pirates 


LOOT OFF THE COAST 


|, OBJECTIVE 


Take a trip to the trio of islands north of Arinbjorn, with Eldberg Lighthouse on 
the northern-most island. This rugged promontory is located in the northwest 
Ard Skellig. From Arinbjorn, cross the coastal rocks, following the rough path and 
fallen bridges to the second of the three islands. Expect Ekhidna swooping in to 
thwart you along the way. Your destination is a pirate camp on the eastern side 
of the second island. 


After making short 
work of the cutthroats, 
search the pirate camp 
for a small sack on the 
wooden cot near the 
campfire. After reading 
the unsent letter, take 
а running jump off the 
cliffs to the east, diving 
into the frigid waters 
around the underwater cave that appears on your map (an unmarked Pearl 
Divers’ Cave) 


ITEM: Unsent letter 


| OBJECTIVE 


Between the cave 
entrance and the 

edge of the island is a 
sunken boat. Use your 
Witcher Senses while 
treading water to spot 
the underwater chest 
nestled near the prow of 
the sunken vessel, then 
dive down and claim it. 
The Pearl Divers’ Cave isn't necessary to find. 
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GOGE 


DANGER ALERT 


AN SKELLIG: 


SPOILER ALERT Ж 


Locations: Urialla Harbor (An Skellig) 
Enemies: 


AMID THE FRIGID WAVES, BELOW THE 
CRAGGY COAST 


| OBJECTIVE: 


While exploring the 
northeastern outer 
island of An Skellig, 
make your way from 
the main settlement of 
Urialla Harbor, heading 
southeast along the 
trails, to the southeast 
edge of the island itself. 
Either approach from 
the rocky hillside or the coast itself. 


On the ragged shoreline of jutting rocks is a section of boat partly submerged, 
with a bloated corpse resting on the deck. After ensuring you won't be attacked 
by any nearby Sirens, search the body and read the cargo list you find. 


| OBJECTIVE 


The cargo list indicates а nearby ship that still carries some Nilfgaardian 
valuables, though the vessel has sunk in the area immediately southeast of your 
current location. Look for the nearby rocks and ship's mast protruding from the 
waves. Dive there, using a crossbow to end any Sirens trying to stop you. Then 
find the chest on the deck of the sunken boat. 


SPOILER ALERT NN 


: PRECIOUS HAUL ÛJ | 


Due north of the 
Abandoned Village, and 
just southeast of the 
elven tower known as 
Tor Gvalch'ca, is an area 
of inhospitable waters 
It's usually beneficial to 
approach from the sea. 


The corpse in question. 
is lying on a section of broken boat, close to the ice flows and shoreline. Нор 
onto the boat, and read the note the corpse still clutches. It seems a terrible. 
storm recently sunk a ship nearby. 


The chest is on the sea 
bed directly north of 
the corpse's position. 
Swim across the bay, 
and dive to the right of. 
the shipwreck rocks 
to the left (northwest), 
and dive down as 

the ground starts to 
rise. Claim your booty 
beneath these waves. 


) DANGER ALERT SPOILER ALERT X) 


“RUINS, HIDDEN T 
«YOU KNOW. 


Locations: Dorve Ruins 
Enemies: Devourers, Sirens, Wraiths 


RANSACKING SOME RUINS 


| OBJECTIVE 


While exploring the 
ruins of Dorve, the 
village to the lair of the 
ice giant on Undvik ilse, 
travel east through the 
western gate, close to 
the signpot, and stop at 
the cliff edge. Discover 
(optionally using your 
Witcher Senses) an old 
skeleton holding an equally ancient key and map. How interesting... 


Open up the map in your inventory menu, and discover a rudimentary etching of 
a settlement, with an "X" marking the foot of a tall tower. Treasure! 


ITEMS: Old key, Mysterious map 


SPOILER ALERT X7 


SPIKEROOG: 
NOT ONLY EAGLES DARE 


OBJECTIVE 


The chest containing 
the treasure requires а 
Swift run uphill, since 
the map is actually of 
Dorve Ruins itself. Slay 
up to six Devourers or 
Rotfiends shambling 
about the place, and 
then go east up the 
slope where two Sirens flit about the narrow and fallen towers of the fort atop 
the hill. 


The small island of 
Spikeroog holds a 
number of secrets, 
not least a treasure 
trove off the coast 
just southeast of the 
main settlement of. 
yt АУ Svorlag. From Svorlag's 
UNDVIK: SHORTCUT. signpost, take the path 
ШЕРУІ емее 2 along the high coastal. 
rocks heading roughly southeast. You're looking for the pointed island at the 
Locations: Urskar, Dorve mouth of Svortag bay, 


You may also encounter Wraiths as you reach the base of the tower structure. 
Look for a Witcher wolf sign daubed on the walls here (using your Witcher 
Senses). Step into the tower ruins, climb the ladder, edge across the wooden 
ledge with the large bird's nest, and locate the small wooden chest. Unlock it to 
uncover a stupendous prize! 


SPOILER ALERT N 


TREASURE 
HUNTS 


Enemies: Bandit The bay itself has around half a dozen Drowners to dissuade from existing. When 
the coast is literally clear, head to the pointed rock promontory and search the 
corpse lying close to a chest and the remains of a small sail boat. Claim the note 
and key, and read the small missive. 


ITEMS: 


Midway along the | OBJECTIVE 
northern lake shore in 
the center of Undvik isle, 
between Urskar (to the 
west) and Dorve Ruins 
(to the east), is a gravel 
shore with a rowboat, 
sometimes guarded by 
bandits, Feel free to slice 
them into smaller, more 
‘manageable chunks before checking the boat for a small sack of loot 


Dive into the water by 
the pointed promontory, 
remaining close to the 
shore, but a little to the 
east and slightly south. 
The treasure can be 
tricky to take; not only 
due to the Sirens that 
may be active in this 
area (use the crossbow 
to stop them), but the difficult-to-spot chest. Find it just below the promontory 
rocks, near some weeds, and use your Witcher Senses to find it more easily. 


SPOILER ALERT N 
SNIDHALL ISLE: 
` UNLUCKY' S TREASURE 


P 


The piece of paper in 
the sack has notes on 
one Skelliger's path to 
wisdom, though choking 
his druid after throwing 
his valuables in a lake 
didn't seem to result in 
a higher understanding 
of matters, Never mind; 
you're here for the loot 
so swim out into the lake, roughly southwest of the rowboat. 


THE KING GRIFFIN OF SNIDHALL ISLE 
[ OBJECTIVE: __ —— Е 
Dive down when you see the top of the mast of the submerged boat, then dive " 


down to the lake bed where the algae-covered chest resides near the broken 
hull of the vessel 


While the nearest signpost on the mainland can be found at the Ancient Crypt. 
along the north shore of Ard Skellig, it's usually easier to embark from Kaer 
Trolde Harbor, and set sail to this dormant volcano. Land on the southern shore 
you first spot. 


569 


570 


Bring your best Archgriffin-Killing equipment with you, as there's a terribly 
powerful beast nesting on the summit of this island. This is one of the toughest 
opponents you'll ever face, so ensure you're the appropriate level to tackle it (the 
Nrchgriffin is Level 48). 


ITEMS: A frustrated warri Skullhead key 


Check the griffin's 
nest for a variety of 
disgusting, half-eaten 
corpses. One has а 
document to read, and 
а key to use. The note 
pinpoints а treasure 
chest, which was being 
removed by some 
hapless folk before the griffin decimated them. I's a short walk along the summit 
to reach more bodies, and a half-excavated chest to unlock. 


СУОХ DANGER ALERT e ALERT 44 


J 


Locations: Harviken, Endrega Cave (Unmarked) 
Enemies: Endrega Workers, Endrega Drones, Venomous Arachas 26 


FAROE: | 


After reaching the southeastern island of Faroe, feel free to take a boat around 
the coast, or journey from the settlement of Harviken, to the southwestern 
shoreline. Among the rugged rocks is a small inlet and Endrega Cave. The stench 
is unpleasant, as one Endrega is nibbling on the corpse of an adventurer. Kill the 
foe, search the body of the man, and obtain the following 


ITEMS: Message, Scratched key 


j OBJECTIVE 


Enter the cave mouth 
at the inner end of 

the inlet, then dive 
into an underwater 
cave heading roughly 
northward. Swim 
quickly and surface 
as soon as you can, 
clambering up into a 
hidden cave system 
inhabited by a couple. 
of Endrega Drones and 
a bulbous Arachas. 

s worth defeating all 
of them to minimize 
surprise attacks. 


When combat is over, 
make a thorough search 
of the cave itself, which 
is rough-walled, but single chamber. There are a few alcoves; make sure you find 
the one to the southeast, which holds the chest you seek. 


ОСС 


FC) DANGER ALERT 


[© 


IR 


Locations: Harviken, Faroe Archipelago (Unmarked) 
Enemies: Sirens 


DIVING IN THE DEEP BLUE SEA 
OBJECTIVE: 


Due north of the island 
of Faroe is a cluster of 
uninhabited islands, 
usually encased in 
snow and ice. Pick a 
sea-faring vessel and 
sail toward the largest 
of these islands in the 
tiny archipelago. You 
find itis home to Sirens, 
but the treasure you seek is slightly further north 


If you're approaching 
from the south, steer 
east around the largest 
island, and look for an 
upturned rowboat on 

a smaller island to the 
north of the largest one. 
Here you also find a 
skeleton to loot a note 
from. It's a tale about 
the search for Noorhis Ironsides. 


ITEM: Notes about treasure 


| OBJECTIV 


Once you read the notes, swim almost due east of the island with the skeleton 
on it, and dive down in search of a sunken longboat. Hall-buried in the silt is the 
treasure you seek 


DANGER ALERT 


Along the banks of the 
river, just south of The 


Locations: Lebioda's Gate, Metinna Gate, Orlemurs Cemetery (иптаг! 
Enemies: Drowners, Grave Robbers à 


While paying your 
respects at Orlemurs 
Cemetery, in the 
Lebioda's Gate area of 
south Beauclair, be sure 
to inspect the bloated 
corpse that's lying 
half-submerged on the 
western shore of the. 
cemetery. Remove the 
inquisitive Drowners first, and once all three of them are defeated, search the 
corpse on the shore. The dead body contains a letter to read. You can also start 
the quest in the crypt, by looting the sack near the robbers, 


ITEM: Sod 


A GRAVE MISTAKE 


Head northeast, through 
the main cemetery 
gates, up the side steps 
to enter the walled 
mausoleum area, and 
then down either of the 
main steps to reach 

the catacombs. Push 
open the catacombs 
gate, and head inside. 
Pass through the doorway ahead (west) of you, walk down the curved corridor that 
‘opens up into the larger crypt chamber, and immediately tum left. Surprise a group 
of four grave robbers, Add more to the total of deceased in the vicinity, before 
discovering a sack (used by the robbers, with a note in it) and a small chest on the 
side of the arched alcove in the northeast corner. Gather your booty here. 


ITEMS Toussaint 


{ sword, Orders from Robin 


< X ) DANGER ALERT LER ALERT ЖУ 
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Y! \paw/ | WHAT WAS 
THIS ABOUT AGAIN? 


Locations: The Silver Salamander Inn, Sunken Galleon (Unmarked) 
Enemies: Drowners, Shaelmaar 


THAT SINKING FEELING 
OBJECTIVE — 5 


Silver Salamander Inn, 
are the remains of a 
sunken galleon, The tell- 
tale sounds of Drowners 
can also be sensed in 
this area, so beware 

of them as you explore 
this underwater wreck 
Perhaps the Drowners lurking here explain why this vessel hasn't been picked 
clean by scavengers. There are a number of chests to ransack, and the bloated 
remains of a corpse under the broken hull to pick the following items from: 


ITEMS: Ship Captain's log, Key 


After reading over the captain's log notes, it seems prudent to investigate the 2 
nearby cave. Dive underwater, swimming into the cave mouth, and quickly 3 
surface, stepping into a subterranean cavern with a large, rolling Shaelmaar Е 
to contend with. As you may not have encountered such а beast before, learn. F 
to watch for its rolling attacks based on hearing, and peruse the Bestiary 

information for this beast (see page 748). 


THE SUBTERRANEAN SKELETON 


Look to the mini- 

map and search the 
‘southeast corner of the 
Shaelmaar cavern for a 
ledge to climb up, and 
a small, higher tunnel 
to investigate, Perched 
at the end of the tunnel. 
are some sacks of 

loot, and skeletal remains, along with a diary and some quality items, inside the 
locked chest the bony remains are still clutching. 


ITEMS: Crowns (250¢1, Diagr 1 


POLER ALERT XX X 
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© \paw/ CURSE OF 
CARNARVONA 


Locations: Fox Hollow, Castel Ravello Vineyard, Miner's Camp 
{Unmarked} 

Characters: Alistair Carnarvona 

Enemies: Archespores, Barghests 


EE 


CORPSE IN THE LONG GRASS 
OBJECTIVE y 


On the woodland 
pathway, east of Fox 
Hollow, and north of 
Castel Ravello Vineyard, 
is an enchanting river 
and wooden bridge. 
Unfortunately, a pack of 
ghostly Barghests are 
haunting this place, 

so it is currently less 
than idyllic. 


57 


572 


Step off the path into the grassy woods just northwest of the bridge, and 
slaughter these hounds. They are sniffing around the corpse of Alistair 
Carnarvona. Search the long grass for his corpse, a note, and a key. 


GUARDED BY ARCHESPORES 


After reading the notes you found on the corpse, head northwest, crossing the 
shallow river, through the brick archway onto the winding path toward Fox 
Hollow. Look northward toward a small trading camp for miners; now deserted 
aside from a group of Archespores. Deliver killing blows to each flower, before 
thoroughly inspecting the camp. 


There's a number of casks, chests, and other equipment to inspect as you work 
your way through the camp, nestled close to an elven ruin. But the prize you 
seek is inside the rather ornate chest (which glows red if you use your Witcher 
Senses) under the burlap stall tent. Use Alistair's key to unlock it, and gather the 
following goods. 


ITEMS: Ingots, ore, and a spoon, Diagram: Toussaint Knight's armor 


CC C) DANGER ALERT SPOLER ALERT X X 
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Ў (BAW AROUND THE 
WORLD IN... EIGHT DAY 


Locations: Coronata Vineyard, Dun Tynne Crossroads, Bandit Camp 
(Unmarked) "I 
Enemies: Bandits 


OFF THE BANDITS 


OBJECTIVE 


Just east and slightly 
north of Coronata 
Vineyard, along the 
main thoroughfare, is а 
side road that leads to a 
small camp overrun by 
Bandits, overlooking the 
sandy beach, river, and 
Dun Tynne Crossroads 
on the other side of 

the river. Introduce this motley collection of thugs to the pointy end of your steel 
sword, There are two or three archers, and a couple of swordsmen that must be 
cut down. 


When the camp is cleared, thoroughly inspect the area, looking for a chest (that 
lows red if you Use your Witcher Senses) on the north side of the camp, close to 
а cart and stack of barrels, under a tree, The chest contains the following items; 
read the note before continuing. Close to the camp you find the corpse of an 
explorer, just beginning to putrify in the sun. Check this body for a diary; it seems 
the explorer's adventures were cut short: Literally. 


ITEMS: Unfinished report, Key to the traveling trunk, Diary 


for a trip around the world, Diagram: Toussaint Ducal 
Guardsman's Trousers. 


OFF THE WAGON 

Continue east, down to the sandy shore of the river, where two more bandits are 
beginning to loot a small covered wagon. Deliver swift and bloody justice, before 
inspecting the goods the explorer was carrying. The locked chest is medium- 
sized, and sitting underwater behind the wagon. 


ITEMS: Random items and Florens 


DANGER ALERT 


\Baw/ THE BLACK WIDOW, 


SPOILER ALERT K X X| 


x 


Locations: Count de la Croix's Mill, Flovive, Sunken Wreck (Unmarked) 
Enemies: Drowners 


PITY POOR PASCAL PELISSIER 


OBJECTIVE 


If one looks at a map of Toussaint, and picks a camping spot equidistant between 
Count de la Croix's Mill (to the west) and the village of Flovive (to the east), 

one would find the perfect spot on the lake shore. Head there to find a small. 

tent, cart, and three Drowners chewing on the remains of a man. Remove the 
revolting foes, and search the remains of the man. Clues to sunken treasure are 
to be found on the letter he carries. 


The casket which you seek is found underwater, almost directly south of the 
camp. Ready yourself for a swim, or utilize a boat and journey into the lake, to 
the protruding edge of a ship that marks the start of your searching spot. As one 
might expect, additional Drowners are active in this area, so Keep your crossbow 
handy (attacking from the boat, the top of the sunken ship, or underwater) 


Dive down into the reasonably clear lake waters, heading underneath the ship to 
find a small chest containing a few valuables. 


ITEMS: Orens, fine jewelry and clothing 


SPO} DANGER ALERT uk STASH OF YOUNG FRANCOIS 
\BaW/ THE TOUSSAINT 


Fortunately, there's 
something in itfor 
you; head northeast 
across the meadow, 
and hop the fence 
into the grounds of 
Cutterin Manor, which 
is just east of Astre 
Castle Ruins, and west 
of Chuchote Cave. Аз 
you emerge from the rows of sunflowers and into the vineyard, a second Wraith 
TROUBLE AMONGST THE RUBBLE welcoming committee appears to thwart you. Once you have dismissed them, 
look for the statue in the southwestern edge of the vineyard, and scrabble in the 
dir in front of the stones to discover some choice valuables, 


ITEMS: Diamond, ruby, pearls, and florens 


PRISON EXPERIMENT 


Locations: Astre Castle Ruins, Rioux-Cannes Outpost, Bastoy Prison їй 
Ruins (unmarked) à 

Characters: Hooded Woman 

Enemies: Alp 


Deep in the Gorgon Foothills, and midway between the Astre Castle Ruins (to the 
north) and the Rioux-Cannes Outpost (to the south) are the Bastoy Prison Ruins, б. 
perched atop a low hill. Amid the maze of dilapidated walls and rubble is an old ODED DANGER AU 


He пн, ры ате а 5 5 [7 TT BUT OTHER THAN 7 | 35 
о be a lesser vampire; an Alp with fast feet as well as fangs. Slaughter her wit ' i ү 28 
your silver sword, then inspect the body she was peering over. THAT, HOW DID YOU | БЫ B 


ITEMS: 


k's di 


lid key 


Locations: Seidhe Llygad Amphitheater 
BASTOY PRISON BONANZA Enemies: Phantom of the Amphitheater 
Even the most cursory 
glance over the 

book the corpse was 
clutching reveals there's 
some treasure to be had 
in these parts. The exact 
location requires a bit of 
searching through the 


prison ruins. Close to On your travels through the southern parts of the Gorgon Foothilis, you must not 
the southeastern edge miss the faded grandeur of the Seidhe удай Amphietheater! Though when you 
of the ruins is a collection of old crates, and a small chest sitting on the rubble. get there, the place is eerily quiet, and there's evidence of candies being lit. Ignore 
Pry it open using the old key, and a collection of papers and coin can be yours, those for the moment, and search for the remains of a young woman, recently 
Read the order to discover further knowledge of this place. dead. Locate the diary and bottle of wine. Once you read the diary, it transpires 
this young actress has appeared to try and reenact the scene marked in her diary, 


ITEMS: Diagrams: Toussaint Ducal Guard Captain's armor and before she expired. Or did something kill her? Time to finish what she started! 
trousers, Formula: Mutagen Transmutor-blue to red, 


Crowns (150+), and Florens, Work order ITEMS: Perfume-laced journal, Wine "Vis la Crac 


3 
Ў \saw/ THE SUFFERING 


| OBJECTIVES 


O YOUNG FRANCOIS 


If you read more about the scene in question, and examine the footprints from the 
woman's corpse using your Witcher Senses, you deduce that lighting each of the 
five candles in the same order that the woman did is the first part of the scene. 
Remember you need to follow the footprints all the way back to the first candle 
she lit, which is just to the right of the corpse (and pictured). Light it, then simply 
follow the footprints to each subsequent candle, lighting each one as you go. 


Locations: Astre Castle Ruins, Chuchote Cave, Cutterin Manor 
(Unmarked) 

Characters: Young Francois 

Enemies: Wraiths 


With the candles lit correctly, your objective updates. Rummage around in your | 

TORMENT BEFORE THE NOOSE inventory for the “Vis la Crac" wine you removed from the woman's corpse (the | | 
* » wine is likely to be in your Quest tems), and place it into your Consumables, | | 

OBJECTIVE: Then choose it and drink it. It seems you've summoned a fierce critic! i 


EVERYONE'S A CRITIC | 


While searching the wooded area just south of Astre Castle Ruins, and watching OBJECTIVES 
for the Monster Nests to the west of you, look for a pleasant-looking cottage, Ep 
with unpleasant and tormented guests. A wraith haunts the place. Once you've 
dispelled this specter, additional unpleasantness must de encountered; there's 
а corpse swinging from the large oak tree in the northeast comer of the garden. 
Obtain the writings of Young Francois before he ended his days, and read about 
his torment. 


ITEM: Journal of desperate man 573 


The Phantom of the 
Amphitheater is a 
fearsome specter, 
known to many as a 
Beann'shies, with a wail 
that can splinter wood. 
It's important to learn 
her powerful attacks, 
and methods to combat 
her as you slowly 
remove her life force. Consult the Bestiary entry on page 751 for all pertinent 
information. When your critic has been silenced, inspect the pile of dust she left 
behind, as it contains a particularly omate pendant. 


ITEM: Decorated necktace with a pendant in the shape of a key 


| OBJECTIVE 


You surmise that the key-shaped pendant unlocks a cubby around here 
Somewhere, You are correct, but the cubby itself is behind a couple of 

fallen pillars along the southern edge of the amphitheater. Hop over them, 
descend slightly to an iron gate, and use the key to unlock it. Inside is a small 
antechamber. In one corner is a tiny chest to unlock, valuables to claim, and a 
dusty diary to read for furthering information on this haunting. 


ITEMS: Runestone, jewelry, weaponry, Dusty diary 


DANGER ALERT SPOILER ALERT Ж 


2 2 
& \paw/ THE INCONSTANT 


GARDENER 


Locations: Hortense Estate, Tesham Mutna Ruins, Abandoned Coopers’ 
Workshop (Unmarked) 

Characters: Quayle the Gardener 

Enemies: Bandits 


QUAYLE HUNTING 


OBJECTIVE 


In the south of Toussaint, just west of Tesham Mutna, and south of the Hortense 
Estate, is a Coopers’ workshop, recently abandoned and now home to a quintet 
of Bandits, You have excellent opportunities to fob in bombs, and attack from the 
upper part of this small compound. Or, simply waltz in from the rough pathway 
among the pasture and trees. When all threats lie in puddles of their own blood, 
conduct a brief search for a small sack, and loots its contents: 


ITEMS: Orders from Graybill Pellegrin, Gardener's key 


THE MOST PEACABLE PEOPLE DO THE 
MOST TERRIBLE THINGS 


| OBJECTIVE 
f 


574 


A reading of the missive 
you've found makes 
mention of a chest 
located somewhere 
within the walls of this 
‘Abandoned Coopers’ 
Workshop. It may be 
initially difficult to 
discover, as the chest is 
tiny, and hidden behind 


the four barrels and brazier close to the log pile. Unlock the chest for further 
evidence of what the gardener in this place was worried about, as well as 
some valuables. 


ITEMS: Diary of Quayle the gardener, Diagram: Toussaint Ducal 
Guard Officer's steel sword, florens, and jewelry 
OOOD 


$ \Baw/ 


APPLIED 
ESCAPOLOGY 


Related Quests: Secondary Quest: Turn and Face the Strange 
Locations: Toussaint Prison, Valley of the Nine 

Enemies: Drowners 

Recommended Items: Killer Whale Potion 


A SKILLFUL SKELETON 


OBJECTIVE 


A skeleton lies in the 
long grass, hiding a 
secret close to Toussaint 
Prison. Fortunately, you 
don't have to be an 
inmate, or even enter 
the prison fortress to 
obtain the necessary 
clue from this pile of 
bones. Instead, venture 
around the perimeter island the prison sits on, until you find a small tree on a 
grassy outcrop of rock, and obtain the following diary from an impressive prison 
escapee. Read the book to learn where a necessary key is located. 


ITEM: Escape ài jurnal 


Before this valley was 
flooded, there used to be 
a lower holding'area in 
the northwest part of the 
prison, and the chamber 
can still be seen on your 
mini-map. Dive into the 
water around this point, 
and search for a cave 
entrance in the silt and 
sand. Swim along the narrow tunnel, into a submerged prison area, and quickly 
use your Witcher Senses to ascertain the location of another corpse, glittering in 
the muddy waters. Claim the following from the body. 


ITEM: intricately decorated key 


TURN AND FACE THE SOUTH 


Sunken ruins and elven treasure sound intriguing, but the exact location of the 
ancient flooded temple is more of a mysterious, Head to the southern shore of 
the lake, or take a boat toward the southern shore southwest of Toussaint Prison. 
When you reach the approximate location shown in this picture, wade out a few 
paces, and dive down into another world! 


Of course, this world is still populated with foes you've met earlier; around 
three Drowners need to be culled before you can properly explore this 
wondrous place. The main structure, which looks like an X, is north of where 
you need to explore, and you venture through a portal there during Secondary 
Quest: Turn and Face the Strange. Instead, search for the huge archway їп a 
submerged structure to the south. Swim in, then down into a large flooded 
cavern of silt, and ransacked treasure chests at the far end. One requires the 
key to open, so snag the valuables and backtrack before you drown! 


ITEMS formula (lesser muta: 


DAN SPOILER ALERT X X F| 
\Baw/ FILBERT ALWAYS 
- PAYS HIS DEBT 


Locations: 
Character: 
Enemies: Ghostly Knight 


Maximus Nonius Macrinus 


GLADIATOR, READY? 


Coat your silver sword with specter oil when you're wandering the southern 
stretches of The Champ-Désolés, as the Casteldaccia has a nasty surprise 
awaiting you; the ghost of its former owner; Maximum Nonius Macrinus! This 
fellow was a towering specimen when alive, and he's just as intimidating in death! 
Fight this Ghostly Knight using the tactics you've previously employed against 
human foes and ghosts in human form, as well as the giant Iron Borgs you fought 
during the Tourney. When the Ghostly Knight haunts no more, search the corpse 
of the last trespasser to enter here; he's by the well close to the area where you 
fought. Read the notes on his person. 


ITEM: Notes by a vandaguilder from Filibert's hanse 


LOFTY GOALS 


OBJECTIVE: 


Macrinus was also 
guarding a stash of 
treasure long kept in 
his family, and hidden 
somewhere inside his 
manor. Enter via the 
main door across the 
cobblestone courtyard 
(to the north) and 
immediately climb the 
ladder inside. Step out onto а small loft, and look for a suspicious candle holder 
оп the far wall. Examine it, and it can be turned, revealing a hidden door with a 
chest inside. Looting time! 


ITEMS: Toussaint knight's boots, Toussaint knight's steel sword, 


Crowns (250+), diagram, jewels, formula, Maximus Nonius | 
Macrinus’ journal 


DANGER ALERT SPOILER ALERT X) 


, WAITING FOR 
Сок AND оні 


Locations: Casteldaccia Abandoned Estate, Bandit Camp (Unmarked) 


F | 


Enemies: Bandits 


While running through the wild marshlands to the southeast of the Castledaccia 
Abandoned Estate, you may chance upon a camp of bandits; around four of them 
with at least one archer. (If you previously defeated the nearby hanse, you face 
Drowners instead of Bandits.) Dispatch them all to the void, before making a 
good search of their camp, as well as the bag of loot one of them drops. You'll 
find the following orders and a key. Read the orders to progress further, 


ITEMS: Orders on stained paper, Key 
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576 


WE ALWAYS FIND SOMETHING TO LET US 
THINK WE EXIST 


A sunken boat is ripe 
for the ransacking, and 
сап be found roughly 
west of where you 
fought the bandits. 

Run, then swim out 

into the waters, and 
dive down, disturbing a 
group of around three 
Drawners. Sharpen your 
crossbow-firing skills, and once the coast is clear (or not, as you can ignore the 
foes and start your search), swim down to the rotting remains of the boat, now 
half-hidden in underwater plant life. Among the other chests is one glowing red if 
you use your Witcher Senses; pick the following items from it 


ITEMS: Supplies invoice, Diagram: Bethaven blade, jewels, ore, 
formula {lesser mutagen transmutator-red to green}, tools 
and whetstone 


) DANGER ALERT SPOILER ALERT X X. 


Aw/ ~SPOONTANEOUS 


x] 
PROFITS! 


Related Quests: Blood and Wine: Main Quest: La Cage au Fou 

Locations: Trastamara Hunting Cottage, The Gran'place, нир 
Embassy, The Pheasantry (Unmarked), Basane Farm, Danamebi 
Temple Ruins (Gor'Thon's Studio] (Unmarked) 

Characters: Innkeep (The Pheasantry] 

Enemies: Wraiths. 


PLUCKED FROM THE PHEASANTRY CELLARS 
| OBJECTIVE 


| This Quest is available during your exploration of the Manor house close to the 
| Trastamara Hunting Cottage Signpost, in far southeast Toussaint, during Main Quest: 


While exploring the strange and dilapidated manor house perched on the hill 
‘overlooking Caroberta Woods, which is filled with a strange collection of spoons 
hanging from ropes and sitting on sideboards, enter the main dining room of 
the residence (where the three skeletons lie by the table). Look for a small side 
table in the southeast corner with a few small candies on it. Also resting on this 
wooden table is a strange spoon, which is actually a key! It bears sophisticated 
crafting, as well as a small tag. Be sure to read the Spoon-Key Note. 


IT 


MS: Spoon-Key and Spoon-Key Note 


The note makes mention of a particular lock the Spoon-Key opens, and the 
fabled Pheasantry Inn, located in the poshest part of Beauclair, holds the 
answers. Head there (the nearest Fast-Travel points are The Gran'place or 
Nilfgaardian Embassy), and enter the drinking establishment. Step up to the bar 
and ask the Innkeep “ever seen a spoon like this?”. She remarks the cutlery 
seems to be a fanciful bouillon spoon...or a key! She directs you to the cellars 
where the previous owner left all sorts of knick knacks. 


| OBJECTIVE: 


You're given free run 
of the place, so head 
behind the bar, and 
down the stairs into 
the cellar. Pass by the. 
Kitchens, into a small 
side corridor with a. 
couple of cobwebbed 
armoires. The one in 
the comer glows red, 
requires a good looting! Remove the tome from inside, and give it a read. This 

is a rather precious cookbook containing hundreds of recipes. However, the last 
page has some chaotically-written lines regarding what exactly the Spoon-key 
unlocks—the legendary studio of бог Thon Ramsay, an elven cook famed for his 
culinary masterpieces! 


HEAVEN’S KITCHEN 


F OBJECTIVE 


Take a trip to Dun 
Tynne territory, in the 
northeastern part of the 
Duchy, and follow the 
road northeast from 
Basane Farm. Perched 
on a rocky outcrop аге 
the ancient remains 

of an elven ruin, the 
Danamebi Temple 
Ruins that the cookbook referred to. Head up the steps, into the archway and 
down the subterranean stairs to the locked elven door. The Spoon. ey opens the 
door. Just as the cookbook had predicted, the interior of the temple is indeed 
the studio of бог Thon Ram'say! Among the loot is a chest containing some 
exceptional recipes, a formula for Mutagen transmutation, some precious gems, 
and other valuables. On your way out, don’t be surprised if a trio of Wraiths 
appears to hinder your thievery. 


“SCAVENGER HUNTS 


VIPER SCHOOL GEAR 


Related Quests: Hearts of Stone: Main Quest: Open Sesame [Part 1 
{Part 2), Hearts of Stone: Main Quest: Whatever a Man Sow 

Locations: Ransacked Village, Amavet Fortress Ruins [Unmarked], 
White Orchard Cemetery (Unmarked) 

Characters: Witcher Kolgrim 

Enemies: Deserters, Wraiths 

Recommended Items: 330 Crowns 


SERPENTINE STEEL SWORD: 
KOLGRIM'S COMEUPPANCE 


OBJECTIVES: ___ 


t 


| This quest is unmarked, and has only limited hints and objectives (outside of this 
guide). It can be started at any time, and from either location listed (where the 
diagrams may be found), but the optimal path is shown here. It is recommended 
you secure the two diagrams during Main Quest: Lilac and Gooseberries. Both 

| diagrams are found in White Orchard. The quest concludes once both the initial 
‘sword diagrams are found, though there is a complete set of armor and two more 

[impressive swords still to find in an unmarked quest afterwards. 


While traversing the 
roadways close to the 
Ransacked Village (east 
of Woesong Bridge), 
take a stroll into the 
wooded land from the 
brick bridge you and 
Vesemir cross before 
helping the merchant 
from the Griffin, You're. 
looking roughly north of the bridge (and northwest of the Ransacked Village) 
toward a ruined brick watchtower that overlooks the hamlet. This is an unmarked 
location called the Amavet Fortress Ruins. 


The ruins are perched upon an embankment that is rather difficult to scale if you 
don't approach from the south, heading north. Run up the fallen brick wall, grab 
the gray rock to pull yourself up, then leap left, across and up onto a couple more 
climbable edges before scrambling onto the exposed wooden platform over an 
old bridge. 


There are around four Temerian Deserters that don't take kindly to your intrusion. 
Dispatch them quickly, then explore the ruined tower itself. 


GOOG 


DANGER ALERT 


М1 PER & 


| KED) QUI 


The remainder of the Viper School Gear remains unavailable until you begin the 
Hearts of Stone Main Quest. To obtain the remaining diagrams (allowing you to craft 
Viper Armor, Boots, Gauntlets, Trousers, and Venomous Steel Sword) and actual. 
| Venomous Silver Sword (no diagram exists), you must make specific choices during 
|| this Main Quest. As you cannot go back and find these diagrams if you miss the 
pecific choices, take great care in ensuring your decisions are wise! 
o —————— 


Check the ground for 
some Angrily Scrawled 
Notes, and a chest along 
the eastern wall. Open it 
and gather the diagram 
inside, along with an 
Interrogation report 
Read the report, which 
references a camp from 
where the deserters 
would rob the enemy. 


SERPENTINE SILVER SWORD: 
CRYPTIC NOTES 


OBJECTIVE 


The notes also make mention of “that old mill," and involves Kolgrim, a Witcher 
of the Viper School, who was wrongly accused of a kidnapping, and ended his 
days in the Verrieres family crypt. With this information, you can focus your 
‘searching on the relevant areas mentioned. Gallop northwest, across the river 
north of Woseong Bridge, and pass the Mill. 


Continue northwest along the road, which ends at White Orchard Cemetery, 
Aside from the humming of a Place of Power, expect a spectral ambush as a 
wraith appears to attack when you cross the cemetery threshold! Slay it, kneel 
at the Place of Power to acquire an Ability Point, and then "knock" on the chapel 
door using Aard. On either side of the entrance are hand prints; spot them using 
your Witcher Senses. 


Descend into the crypt 
under the chapel. 
Optionally light the 
wall torches with 

Igni. Defeat а second 
wraith within the crypt, 
and check the area 

for a few chests and 
corpses. Some bodies 
are fresh, but Kolgrim's 
remains, slumped on the eastern wall, are skeletal. Search Kolgrim, gathering 
the diagram, and read the letter addressed to Ivar Evil-Eye, giving a minor hint 
that there are other diagrams to find across these lands, The scavenger hunt 
now concludes. 


ITEMS: Letter from Witcher Kolgrim of the Viper School, 
grai pentine silver sword 


CHOOL GEAR ADDITIONAL) 


VIPER SCHOOL GEAR: 
A COLLECTOR OF VEDYMINAICA 


To obtain the four diagrams that make up the Viper outfit, you must have just. 
started Hearts of Stone Main Quest: Open Sesame (Part 1). Your initial objectives. 
have you visit the Borsodi Auction House in Novigrad. After meeting Vimme Vivaldi, 
you have the optional objective to meet his three friends. The one that piques your 
interest is a lady of a certain age, and one that instantly recognizes your medallion. 
She is a keen collector of objects related to the witcherly profession. 


577 


578 


Ask her where she developed this interest, and she mentions a happy past, but 
doesn't elaborate. She does, however, allow you to view a selection of alchemy 
formulas, as well as four pieces of Viper gear. This is your only opportunity to 
purchase the following: 


Viper Trousers 


WITCHER GEAR: GOING, GOING, GONE! 


This Viper armor is medium in weight, offers poison immunity, and offers the highest 
armor rating of ай the Witcher gear. Each Diagram costs around 330 crowns, and 
this is the only opportunity to buy them! 


After a chat about the auction, the Countess hopes you might use your 
preternatural abilities to locate a missing earring. Oblige, head up onto the 
exterior balcony, and examine a spilt wine goblet. You soon realize the Countess 
has an ulterior motive for asking you outside; she wishes to learn more about 

а man she once knew with tenderness; Vesemir. Answer her as you wish, and 
leave her to her melancholy thoughts. 


VIPER SCHOOL VENOMOUS STEEL SWORD: 
BORSODI BASEMENT BONANZA 


To obtain the Venomous 
Steel Sword Diagram, 
you must be concluding 
the Hearts of Stone 
‘Main Quest: Open 
‘Sesame (Part 2). The 
culmination and battle 
between the brothers 
Borsodi should have 
ended, leaving you in 
the large basement vault of the Borsodi Auction House. Before you leave via the 
‘secret door to the south of this basement, check the two chests near the pillar 
with the pressure plate; there are actually two valuable diagrams; for an Ofieri 
Crossbow (which isn't relevant to this Scavenger Hunt, but is included as the 
weapon is impressive) and the Venomous Steel Sword. Don't forget them before 
you leave! 


r Crossbow, 
ег Venomous Steel Sword 


ITEMS: Diagram: 
Diagram: 


DANGER ALERT 


Related Quests: Secondary Quest (Novigrad): Of Swords and Dumplings 
Locations: Midcopse, Hierarch Square Armory (Novigrad), 

Hattori's Dumpling Shop and Armory (Glory Lane, Novigrad) 
Characters: Edwin Greloff, Witcher George, 
Recommended Items: 200 Crowns 


ear Hattori 


PREAMBLE: MAPS FROM THE ADJUNCT 
CARTOGRAPHER EDWIN GRELOFF 


EDWIN GRELOFF MAPS #1 AND #2: 
AMATEUR ARMORER OF MIDCOPSE 


Stroll on into the village of Midcopse in Velen, and find the Armorer at his forge 
toward the northwest cluster of dwellings. Check the Armorer's wares and 
purchase the following two maps (for around 60 crowns for both), and then read 
either in your Inventory (under Quest Items). 


VIPER SCHOOL VENOMOUS SILVER SWORD 


To obtain the Venomous 
Silver Sword (the 
weapon itself, as the 
diagram isn't available), 
there are a few 
important choices you 
must have made, as you 
start Hearts of Stone: 
Main Quest: Whatever 
а Man Soweth.... After 
meeting with Gaunter O Dimm and Olgeird von Everec at the Temple of Lilvani 

in northeast Velen, you must help Olgierd and intercede when Master Mirror is 
about to claim Olgierd's soul. This forces you into the Realm of Rumination, and 
to solve Master Mirror's Riddle before the sands of time thwart you. 


Cross the wooden 
bridge from the 
weeping well, and at 
the next path junction, 
head left. Head under 
the bridge and up the 
steps, following the 
path as it curves left 
(west) to a junction. 
Тит right, and face 
down a specter that takes the form of a Hym. Race northwest, leap the gap in 
the stone steps, and locate the red-lit rock with a sword protruding from it. 


Remember! This is the only chance to retrieve this weapon! Then retrace your 
‘steps back to where Shani was in trouble, and continue the quest. 


ITEM: Viper Venomous Silver Sword 


2 END: WITCHER VIPER GEAR: 


THE SERPENT'S BITE 


Seek out an armorer and blacksmith to craft this 
armor and swords. The initial swords grant а 
poisoning chance when striking any foe who is 
susceptible to poison, and allow you to gain ХР for 
slaying monsters. They are perfect for your first 
weapon enhancements. The wearable gear has an 
excellent armor rating, and an impressive resistance 
to poison attacks (though you may opt for Golden 
Oriole to heal your poisoned wounds instead of 
wearing this). Both the Venomous Stee! and Silver 
swords offer much more damage and poison 
chance. Consult A Witcher's Inventory in the eGuide 
for more details. 


Viper Gear: Armor and Se 


ine Swords (Venomous): Level 39 required (except Гог the intial swords). 


Searching for the Griffin Witcher Gear diagrams is a somewhat laborious but 
|j rewarding task. It begins when you have finished one of the following options: 
1. You explore Velen, and stumble across the location of the Griffin Steel Sword, 

Griffin Silver Sword, or Griffin Gear (Armor, Boots, Gauntlets, and Trousers). 


2. You visit one of the three following armorers, and purchase a set of maps by the 
‘Adjunct in Natural History at Oxenfurt Academy, Edwin Greloff, which details his 
research into the Witcher George. Any Edwin Greloft map starts this Scavenger Hunt, 
Specific maps detail upgraded diagrams (each offers locations of between three and. 
six enhanced, superior, or mastercrafted Griffin gear diagrams). There are a total of 
four Edwin Greloff documents to find. 


|| Remember! You don't need any of Edwin Greloff's maps to find the basic Griffin Gear, | 


though any document starts this quest anyway. As usual, you need to find the gear in 
{ the following order: Basic, Enhanced, Superior, and finally Mastercrafted. 


The First Map allows you to find the Upgrade Diagrams: Part 1 (the Enhanced boots, 
trousers, and steel sword of the Enhanced Griffin Gear Diagrams). 


The Second Map allows you to find the Upgrade Diagrams: Part 2 (the armor, 
gauntlets, and silver sword of the Enhanced Griffin Gear Diagrams). 


EDWIN GRELOFF MAP #3: 
THE ARMORER OF HIERARCH SQUARE 


Sojoum at Hierarch 
Square within Novigrad 
City, and locate the 
Journeyman Armorer 
under the arches to the 
northwest. 


DANGER ALERT 


Locations: Midcopse, Dragonstayer’s Grotto, Lornuk, Hindhold 

Characters: Edwin Greloff, Witcher George 

Enemies: Endrega Workers, Endrega Warriors, Wraiths, Ekimmara, 
Drowners, Harpies 


ARMOR, BOOTS, GAUNTLETS, AND 
TROUSERS: DESCENT INTO THE 
DRAGONSLAYER'S GROTTO 


| OBJECTIVES 


“== 


| | There are six Diagrams to find in three separate locations. They can be found in 

| any order, and whether or not you've come across any of Edwin Greloff's maps on 
the Witcher George. They are presented as the objectives appear if you read one of 
Edwin's maps first. All basic diagrams are found in Velen. This quest can be started 


at any time, but the optimal opportunity is any time during or after Act I: Main Quest: 
The Nilfgaardian Connection. 


Among his wares is the third map constructed by Edin Greloff for sale (which is 
around 45 Crowns to buy). Take it, then read it in your Inventory (under Quest Items). 


ITEM: Edwin Greloff's Third Map 


The Third Map allows you to find the Upgrade Diagrams: Part 3 (the Superior steel 
sword, armor—including boots, gauntlets, and trousers—and silver sword); a total 
of six diagrams in three separate locations. 


EDWIN GRELOFF MAP #4: 
MASTER ARMORER OF NOVIGRAD CITY 


After completing Secondary Quest: Of Swords and Dumplings (see page 
389), visit Hattori and browse his selection of goods. Purchase the following 
parchment listed below (for around 100 Crowns), and then check it in your 
Inventory (under Quest Items). 


ITEM: Edwin Greloff's Fourth Map 


The Fourth Map allows you to find the Upgrade Diagrams: Part 4 (the Mastercrafted 
steel sword, armor—including boots, gauntlets, and trousers—and silver sword); | 
a total of six diagrams in three separate locations. 


Upon reading the first of Edwin Greloff's maps, it becomes clear that an 
excavation of Witcher George's final resting place is in order. You may have heard 
Whispers about a place just northwest of Downwarren and slightly southwest 

of Reardon Manor, the Dragonsiayer's Grotto. Trek across forest and hills to an 
entrance hidden in the woods. Slay any Endrega nearby, and use your Witcher 
Senses to uncover the mark of the Witcher's Wolf Sign at the entrance itself (ust 
right of the stone opening). 


Enter the catacombs, and you're immediately set upon by three Wraiths. Expect 
further incursions from such foes as you search the first chambers for loot. 
Light any candles or torches you see, so you know where you've been. Head 
roughly north down a narrow passage, slaying more Wraiths, until you reach а 
large crack in the left (north) stone wall. Turn this into a hole by blasting the wall 
section with Aard. 


SCAVENGER 
HUNTS 


579 


580 


This allows access into a gas-filled cavern that can harm you if you light it, so 
refrain from Igni or torches except from a distance. Coax more wraiths back 
into the previous passage (expect at least two more), then head east and south 
up the tunnel to a cluster of fallen boulders. Remove these with another blast 
of Aard, and step into the crypt of Witcher George. You also waken a great evil, 
а nasty Ekimmara! Battle this vampire with skill, Yrden, Devil's Puffballs, and 
tactics gleamed from this guide's Bestiary. 


BY GEORGE, YOU'VE DONE IT! 


| OBJECTIVE 


Venture into the tomb itself, looting any chests and the weapon rack if you wish. 
Light any braziers, and stop by the upper stepped area to inspect the stone tomb 
of Witcher George. Open his chest to gather four complete diagrams, as well as 
George's journal. Read it to uncover some of his thoughts regarding a "green 
dragon” and peasants taking refuge in elven ruins. This provides objectives to 
finding the two remaining swords (in either order). Now exit, either back the way 
you came, or south, out of the hidden exit (use the Eye of Nehaleni to banish a 
boulder illusion) and out to a spectacular view of Crookback Bog. 


SILVER SWORD: PRECARIOUS CLIMBING AT 
LORNRUK LIGHTHOUSE 


It's a long trek west to 
the northwestern tip 

of Velen, and the old 
smuggling location 
and fortress lighthouse 
of Lornruk. Approach 
by land, and you find 
the bridge is up. This 
forces you to find a 
more aquatic approach 
to investigating this area. Though you can leap from the part of the bridge that's 
accessible, and land in the water, it is safer to carefully descend via the slope 
from the southern part of the bridge, and work your way to the base of the island 
the lighthouse sits on. There is another Place of Power to activate here, as well. 


The area is crawling with Drowners, both above and below the water. Ready 

your crossbow for a dive, and inspect the waters just east of the island. You 
should discover an underwater cave entrance. The entrance actually takes you 
northward, directly under the island the Place of Power sits on. Surface in a small 
grotto under the island. There's a treasure chest and other booty, but the way 

up is via the flat-topped rocks. Climb on these, and find the stone ladder up to a 
small storage room with hay mattresses. 


Ascend the wooden 
‘steps to a makeshift 
barracks (empty of 
people), ransacking 
the place for more loot. 
Step outside, and turn 
the bridge wheel to. 
lower the drawbridge. 
At this point, you may 
disturb a great Wyvern 
that sits atop the tower. Now is as good a time as any to challenge it to battle; 
use your crossbow, and fight on the drawbridge so you have room to move. 


When the coast is clear, return to the doorway in the fortress, and look for 
the ladder to the right of it. On the ruins of the upper floor are more loot and 
a treasure chest with the diagram you seek. The accompanying note makes 
‘mention of a one “Master Barnaby of Novigrad.” You've now got what you 
came here for, though you can climb the outer wooden steps to the tower itself, 
ascend the tower, searching for Dobromir's journal, and the Wyvern's snack atop 
the tower. Feel free to dive into the water from the tower for a dangerous, but 
thrilling end to this investigation 

ITEMS: lagram: Griff 
Dobromir's jour: 


silver sword, Crafting notes, 


STEEL SWORD: 
THE SAGA OF WITCHER GEORGE 


| OBJECTIVE 


The castle in question is 
due east of the Border 
Post, on the Pontar 
River; a fortification 
known as Hindhold. 
Head across the 
swampy ground to 

this imposing stone 
structure, slaying a 
couple of Endrega 
Workers and a Warrior at the entrance. Enter the castle, and work your way 
through the ruins and gloom to some interior stone steps, through some 
cobwebs and all the way up onto the wooden roof of the fortress. 


A flock of Harpies (and their monster nest) are the reason for all the excrement 
in the area. Clean them up, optionally destroying the nest as well, Make a quick 
inspection of the area. The wooden ladder and scaffolding can be explored 
whenever you wish (there's skeletal remains on an upper crenellation). For now, 
remain on the wooden roof. 


On either side of the wooden scaffold is a doorway. Use either to enter a ruined 
chamber with a hole in one wall, a chest, and a slumped skeleton in rags, by 
the main wooden wall support. Search the skeleton for the final Griffin diagram, 
and a letter As this scavenger hunt draws to a close, feel free to open any other 
chests, including the “glimmering” chest to the left of the corpse, which holds 
Witcher George's confession. 


ITEMS Griffin steel sword, Balstick's letter 


itcher George's confession 


DANGER ALERT 


: GRIFFIN SCHOOL DIAGRAMS — PA 


Related Quests: Scavenger Hunt: Griffin School Diagrams - Part 2 

Locations: Wyvern's Ruins (Unmarked), Burned Ruins, Pirates’ Hideout 
(Unmarked) 

Enemies: Wyvern, Pirates 


BOOTS (ENHANCED): NORTH MUDPLOUGH 
RUINS RECONNOITER 


VE 


These are the first three Diagrams (Enhanced) to find in three separate locations (out 

| ofa total of six Enhanced Diagrams). Diagrams аге useful only once you've Crafted 

! basic Griffin gear. In order to reveal their location as a quest, you need the first of Erwin. 
PTET 
The usually-barren territory of Mudplough in northern Velen has little to offer except 
the reminders of a horrific war. Either trudge through the marsh islands heading 
southwest from Ursten, or follow the winding path northwest from Inn at the 
Crossroads to reach the remains of some brick ruins perched on a grassy knoll. 


by a Wyvern, $ 
ог avoid it while you 
search for the treasure 
chest. It sits among the 
brick rubble inside a 
partly destroyed set of 
walls in the northern 
part of the ruins. 


ITEM: Diagram: Griffin boots ~ enhanced 


TROUSERS (ENHANCED): 
SIFTING THROUGH THE BURNED RUINS 


| OBJECTIVE 


GRI FEIN SCHOOL D А 


Related Quests: Scavenger Hunt: Griffin School Diagrams - Part 1, 3. 

Locations: White Eagle Fort, Frischlow, Crossroads, Ghouls' Nes! 
(Unmarked) 

Enemies: Troll, Wraiths, Noonwraith, Wolves 


ARMOR (ENHANCED): 
HOARDED BY THE PATRIOT TROLL 


| OBJECTIVE 


Ё 


. 
1 (ENHANCED) 


From the Crow's Perch fortification, the small farmhouse now reduced to ruins of 
stone and burned wood lies just outside the protection of the moat, to the east. 
After optionally using your Witcher Senses to find the wolf sign (which allows you 
to pinpoint each treasure chest a little more accurately on your map), climb the 
wall shown. 


The chest is poking out 
of the mass of charred 
wood from the fallen 
roof. Clamber on it, 
and take the following 
diagram. 


STEEL SWORD (ENHANCED): 
BLOODSHED AT THE PIRATES’ HIDEOUT 


OBJECTIVE 


On the far western side of Velen in Spitfire Bluffs is a smugglers’ promontory 
that's northwest of Condyle, and southwest of both the Coast of Wrecks 

and Refugee Camp. Follow the path or climb the hill from the shore to reach the 
ruins of an old fort, now turned into a Pirates’ Hideout, 


There are around 

eight of these пе'ег- 
do-wells roaming the 
overgrown battlements 
here. Approach from 
the south or north. 
Thoughtfully they've left 
some explosive barrels. 
to detonate (using Igni) 
if the mood takes you. 
The chest is atop a small section of stone steps on the western edge of the ruins. 


p" а. POILER ALERT X. 
APART 2 ENHANCED) E 


The armor diagram 
is located among 

the detritus and junk 
hoarded by a patriot 
troll that lives in the 
White Eagle Fort just 
west of Oxenfurt. 

Pay him a visit and 
don't worry about 
fighting: he's harmless 
unless provoked. 


Visit The Mire territory, and carefully explore the specter-filled village of 
Frischlow, which has seen more than its fair share of massacres. Cast in a. 
permanent gloom, wraiths are only the start of your problems. Expect three or 
four as you explore. Head to the southwestern side of the settlement, below the 
roadside shrine. Here, a Noonwraith rises. 


581 
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Fight the Noonwraith among the ruins and swamp ground. The scattered corpses А 
and a pile of rotting villagers nearby, show why this place is so haunted. Now SILVER SWORD (ENHANCED): 


investigate the cave opening the Noonwraith appeared near. Use Aard to remove EXPLORING THE GHOULS’ NEST 
the blockage, and find the chest with the gauntlets inside. = * = 


The wolf sign is at the northern edge of the camp, whereas the chest wil 
diagram inside is to the side of the wooden “fort” the troll has construc 
Secondary Quest: The Volunteer starts here if you speak to the singing 


OBJECTIVE 


On the higher ground 
southwest of Crookback 
Bog is the Crossroads 


GAUNTLETS (ENHANCED): somos. Head bere, 
GUARDED BY THE SPIRITS OF THE DEAD — үш 


wolf attacks, before 


ITEM: Diagram: Griffin armor - enhanced 


7- heading northeast 
| OBJECTIVE: —— = from the signpost, to a 
wooded ravine. 


Though there's blood 
splatters and talk of a 
ghoul nest, the place 

is usually deserted. 
Inspect the cave at 

the base of the ravine, 
head inside, and gather 
loot from the deceased 
villagers, as well a8 
finding the diagram 
inside a chest at the far 
end of the cave tunnel 


DANGER ALERT SPOILER ALERT X 


GRIFFIN SCHOOL DIAGRAMS — PART 3 (SUPERIOR). (J 


r ARMOR, BOOTS, GAUNTLETS, AND 
Locations: Rock Shrine (Unmarked, An Skelligl, КОИ TROUSERS (SUPERIOR): AGAINST THE ODDS 


Giants Toes (Ard Skellig), Elverum Lighthouse (Ard Skellig) 
Enemies: Bandits, Pirates, Wolves 


STEEL SWORD (SUPERIOR): 
AGAINST THE ELEMENTS IN AN SKELLIG The main landmass of Ard Skellig has a variety of interesting geographical 
features; not least the collection of rocks spread out like a giant's foot. Locate 
this beach in the far northeast shore of the island. There are Pirates aplenty here; 
expect to slay at least nine, in groups of three. 


After three waves 

of pirates, there's a 
camp of bandits to 
finally face as you pass 


| These are the six Diagrams (Superior) to find in three separate locations (diagrams under a couple of large 


for the wearable items are grouped together). an six diagrams are found in Stege — arches. Beat them 
„ro submission, then 
inspect their camp; the 
treasure chest you seek 
is nestled in the flotsam 
of a wrecked rowboat 
near the campfire 


Set sail for the northern isle of An Skellig, docking your boat at either the Bay 
ûf Winds or Urialla Harbor. The treasure you seek is along the pathways that 
twist and turn through the hilly wood and heather to the northwest of the island. 
Follow the path north to a trio of abandoned huts. 


Just beyond these 
abandoned huts is a 

trio of bandits you can 
face. Afterwards, head 

to the cliff edge and 

rock shrine. Ignore the 
offerings in front of 

the shrine; the chest is 
tucked away on the other 
side of the shrine rock. 


Diagram: Griffin trousers - superior 


SILVER SWORD (SUPERIOR): 
UNDER THE ELVERUM LIGHTHOUSE 


OQ OQ O DANGER ALERT 


© GRIFFIN SCHOOL DIAGRAMS PART (MA TERCRAFTED)\ 7 


Related Quests: Scavenger Hunt: Griffin School Diagrams - Part 3 
Locations: Boxholm (Ard Skellig], Redgill (Ard stellig. 

One-Eyed King's Ruins (Unmarked, Ard Skellig], 

Fornhala (Ard Skelligl, Kaer Dhu (Unmarked, Ard Skellig) 


Enemies: Cyclops, Harples, Archgriffin 


STEEL SWORD (MASTERCRAFTED]: 
ABANDONED IN BOXHOLM 


| OBJECTIVE 


These are the six Diagrams (Mastercrafted) to find in three separate locations. 
diagrams for the wearable items are grouped together). They can only be found. 
if you've located all six Superior Griffin gear elements, and you've purchased the. 

|! fourth (and last) of Erwin Greloff's maps from Hattori the Master Armorer (Novigrad). 


| Ай six diagrams are found in Skellige. 


Travel to the abandoned settlement ot Boxholm in the upper central area of 
Ard Skellig. At the signpost, head east toward a ruined water tower with two 
spires. The wolf sign is behind some low bushes on the stone wall, to the right 
of the towers. 


More importantly, 

the chest is up the 
sunken stone steps to 
the east, right of the 
two watchtowers, up 
and over the wall, and 
then a short walk left 
(north) to a ruined wall 
surrounded by bracken, 


ITEM: Diagram: in steel sword - mastercrafted 


This diagram is located under the Elverum Lighthouse on the very southern tip of 
Ard Skellig. Journey there by trail or boat, and locate the entrance to a cave on 
the hillside above the rugged shoreline 


HUNTS 


SCAVENGER 


Locate the wolf sign at the cave mouth to aid in mapping where the treasure 
chest is, before entering the cave and then exploring the winding tunnels within. 
Keep exploring until you cross an old elven bridge, down some steps to a tomb. 
The chest is behind the tomb with another chest. 


Griffin silver swore 


ITEM: Diagra 


ARMOR, BOOTS, GAUNTLETS, AND 
TROUSERS (MASTERCRAFTED): 
IN THE LAIR OF THE ONE-EYED KING 


OBJECTIVE 


‘Along the eastern shore north of Redgill is a treacherous lair; a set of cliffside 
ruins guarded by a harpies and fearsome Cyclops that can easily send you flying 
to your doom! Approach from the north (heading south) to avoid the cyclops 
(there are just harpies to deal with instead), On the north slope are a number of 
large boulders. Look for the wolf sign there and climb them. 


Сїтї two of the 
boulders, and up onto 
the snow-covered ruins, 
then tum right and 
enter the cave where 
a Place of Power is. 
located. There are two 
chests to discover 
nearby; loot them 
both as one has all the 
diagrams you need. 


ITEMS: Diagram: Griffin armor - mastercrafted, Diagram: Griffin 
boots - mastercrafted, Diagram: Griffin gauntlets - 
trousers - mastercrafted 


mastercrafted, Diagram: Gril 


583 
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SILVER SWORD (MASTERCRAFTED): 
AMID THE RUINS OF KAER DHU 


m T 


On the eastern shore of the marshy lake, and opposite the cursed village of 
Fornhala is a small fort known as Kaer Dhu. Get there by heading down from 
Fornhala, and crossing the swamp. Watch for an Archgriffin nesting on a large 
dead tree in the vicinity. 


Very little of the fortification remains standing, but the tower holds the treasure 
you seek. Head inside the doorway opening, and check left for the chest. 


END: THE GRIFFIN WARRIOR 


Griffin Gear (Basic); бп Gear (Enhanced): Gritin Gear (Superior): Grilfin Gear (Mastoreratted): 
Level 11 required, 


Those that wish to augment their already-potent Sign powers are wise to choose this armor while in combat, as Griffin gear gives bonuses to your Signs (usually the 
intensity), including the swords, as well as other bonuses. 


Level 18 required. Level 26 required. Level 34 required, 


SPOILER ALERT X 
E: m 


ADALBERT KERMITH'S MAP #1: 
THE MERCHANT OF BLACKBOUGH 


While exploring Velen in the area to the west of Crow's Perch, drop in on the 
village of Blackbough, and locate the merchant standing in front of his hut, close 
to the signpost and crossroads. Check his meager wares and buy the first map 


r (for around 15 crowns), and then read it in your Inventory (under Quest Items). 


! Searching for the Cat Witcher Gear diagrams is considerable task. It begins when 
| you have finished one of the following options: 


|| 1. You explore Novigrad, and stumble across the location of the Cat Steel Sword,Cat | 


The First Map allows you to find the Upgrade Diagrams: Part 1 (the boots, armor, and. 
silver sword of the Enhanced Cat Gear Diagrams). 


Silver Sword, Cat Crossbow, or Cat Gear (Armor, Boots, Gauntlets, and Trousers). 


| 2. You explore Velen, and visit one of the three following traders, and purchase 

| set of maps by the Adjunct in Natural History at Oxenfurt Academy, Adalbert 

| Кетті, which details his notes into the Witcher Kiyan. Any Adalbert Kermith map 
starts this Scavenger Hunt. Specific maps detail upgraded diagrams (each offers 
locations of between three and six enhanced, superior, or mastercrafted Cat gear +4 
diagrams). There is no upgrade to the Feline Crossbow. There are а total of four — | 
Adalbert Kermith documents to find. 


| Remember! You don't need any of Adalbert Kermith's maps to find the basic Cat 
Gear, though any document starts this quest anyway. As usual, you need to find the 
gear in the following order: Basic, Enhanced, Superior, and finally Mastercrafted. 


| 

| ADALBERT KERMITH'S MAP #2: 

| THE AMATEUR BLACKSMITH OF BLACKBOUGH 
| 
1 


Don't depart the Velen village of Blackbough without additionally visiting the. 
blacksmith banging away at his anvil. It isn't a quality breastplate you're after, 
but the second of Adalbert's maps. Purchase it for around 30 crowns, and open 
your Inventory (under Quest Items) to read it. 


VA COE 


The Second Мар allows you to find the Upgrade Diagrams: pan 2 (the gauntlets, 
trousers, and steel sword of the Enhanced Cat Gear Diagrams). 


ON"THET 


HT PATH 


ADALBERT KERMITH'S MAP #3: 
THE QUARTERMASTER OF CROW'S PERCH 


The Bloody Baron's 
residence in northwest 
Velen is a hive of 
activity, and behind 

the inner walls above 
the fortified village is a 
quartermaster's store 
Among the weapons, 
Gwent cards, and other 
trinkets you'll find the 
third of Adalbert's maps. It costs no more than 65 crowns. Open your Inventory 
(Quest Items) to check it 


ITEM: Adalbert Kermith’s Third Map 


D d CAT-GEAR*ON"THE'RIGHT-PATH 


The Third Map allows you to find the Upgrade Diagrams: Part 3 (the steel sword, 
gear (armor, gauntlets, trousers, and boots) and silver sword of the Superior Cat 
Gear Diagrams). 


DANGER ALERT 


OOO” 
[2 
v 

A 


Locations: Elector's Square (Novigrad), Temple Isle Passages 
(Unmarked), Lighthouse, Widow's Grotto, Flying Stag (Unmarked), 
Est Тауіаг, Drahim Castle 

Characters: Adalbert Kermith 

Enemies: Golem, Wraiths, Drowners, Witcher Kiyan, Bandits, 

Witch Hunters 


ARMOR, BOOTS, GAUNTLETS, AND 
TROUSERS: NOVIGRAD'S BIGGEST SECRET 


| OBJECTIVES: | 


There are seven Diagrams to find in four separate locations. They can be found in 
апу order, and whether or not you've come across any of Adalbert Kermith's maps 
оп the Witcher Kiyan. They are presented as the objectives appear if you read one 
| of Adalbert's maps first. All basic diagrams are found in Novigrad. This quest can be 


| started at any time, but the optimal opportunity is any time during or after Act : Main | 
Quest lilfgaardian Connection, { 
— — 


After viewing the first 
of Adalbert Kermith's 
annotated maps, it 
appears the City of 
Novigrad is hiding тоге 
than just sorcerers in 
its many subterranean 
hideaways. There's 
mention of special 
passages under Temple 
Isle, the hifalutin seat of government and location of the Eternal Fire's major 
place of worship. 


ADALBERT KERMITH'S MAP #4: 
THE AMATEUR BLACKSMITH OF LINDENVALE 


SCAVENGER 
HUNTS 


Due east of Crow's Perch, in the northern part of Velen, is another impoverished 
settlement, Lindenvale. Speak to the blacksmith on the north part of the village; 
he gladly sells you the last of Adalbert's maps for around 125 crowns. Open your 
Inventory (Quest Items) to check it. 


ITEM: Adalbert Kermith’s Fourth Map 


Vá CAT-GEAR"ON"THERIGHT-PATH 


The Third Map allows you to find the Upgrade Diagrams: Part 4 (the steel sword, 
‘gear (armor, gauntlets, trousers, and boots) and silver sword of the Mastercrafted 
Cat Gear Diagrams). 


CAL SCHOOL GEAR ( BASIC ) 


Head to the Electors 
‘Square signpost to start 
your exploration. Don't 
be tempted to explore 
the shoreline under 

this huge island rock, 
ог you'll never find the 
entrance! 


From Elector's Square, 
head roughly west and 
northwest down the cobbled side streets, to the cliff edge. You're looking for a 
clifftop stone path that winds precariously around the dwellings that face the 
sea. Carefully climb down the rocks to a subsequent grassy path which takes 
you down and around to a large fissure, the cave passage entrance. 


Enter the cave passage, 
continuing north and 
northeast until you're 
stopped by a rock 

wall. This is actually 
an illusion, so produce 
the Eye of Nehaleni 
(obtained during Main 
Quest: Wandering in 
the Dark), and interact 
with the rock; it dissolves away. You gain entry to a large subterranean cavern 
with elven arches around the perimeter. Beware of a golem up ahead, close to 
a fountain. Battle or avoid this summoned monster. Secure the main fountain 
chamber, ending (to the southeast) at two sets of steps with four cauldrons to. 
light, with a firmly-locked laboratory door atop the steps. 


MW ANVESTIGATINGTHEMAD WITCHER'S LAIR 


The going gets particularly tough from this point on, so prepare for dangerous 
combat. Feel free to use Igni or interact with any cauldrons, braziers, candles, or 
torches you spot (though watch for flammable gas down a side passage to the. 

northwest), so you can keep track of where you've been. Or check the map out on 
page 646. It's a maze in here! 
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INVOICE FOR А GOLEM 


Work your way in a counterclockwise direction around the perimeter of the 
fountain cavern from the starting entrance. At the first blocked archway on your 
right (along the south perimeter of the cavern), light the two cauldrons and break 
the walled section of the cracked arch opening using Aard. Continue down a few 
rock steps to a pool. Dive down, optionally loot a chest, and climb out the other 
side. Head into an eerily-Iluminated chamber. Watch for a wraith guarding some 
paperwork and a chest. Read the invoice, revealing who purchased the golem 
(Irenues var Steingard). 


ITEM: Invoice for a Golem 


LOOK TO THE DEPTHS TO BE LIFTED UP 


Return to the fountain 
саует where you 
fought the golem, and 
journey east through 

an open arch, and 
southeast through a 
natural rock tunnel with 
some escaping fungi 
gas (refrain from using 
fire). Climb the rocks 

at the end of the tunnel, and search for a strange ceremonial stone chamber 
marked by a tablet inscription. Examine it, then explore the octagonal room with 
eerie cowled statues surrounding a central stone floor. Use your Witcher Senses 
and uncover some notes, strange markings, and a mysterious recipe. Slay the 
two waiting wraiths guarding this place. 


ITEM: Research notes, Mysterious recipe 


Light the torches if you wish, then inspect the pillars around the chamber. А! of 
them have levers you must pull. Each time you pull а lever, the statue to the right 
of it rotates clockwise 90 degrees. Continue moving these statues until every 
single one of them faces into the central stone floor. You'll know when this has 
happened as the central floor grinds back to reveal a plunge pool! Dive into the 
murky depths, fending off any Drowners with your crossbow, and locate (using 
Witcher Senses) the skeletal remains on the bottom of the pool. Extricate its кеу, 
ascend, and head back to the golem chamber. 


ITEM: Laboratory key 


NO GOOD. NO EVIL. ONLY PAIN. 


Unlock the door at the top of the two sets of steps, and enter the mage's 
laboratory. You may wish to Meditate and prepare for combat first. Light any 
braziers, and then look ahead at the deranged man sitting inside a pentangle. 
This is Kiyan, the Witcher driven mad and doomed to sit here for an eternity! 
Not any more. 


After slaying your erstwhile brethren, inspect his corpse for a mother lode of 
valuables! The notebook reveals how Kiyan was driven mad, becoming little 
more than а demonic host. The laboratory log also mentions the wreck of the 
“Flying Stag;" your next destination. 


ITEMS: Moonblade, Laboratory notebook, Diagram: Feline armor, 
Diagram: Feline boots, Diagram: Feline gauntlets, 
Diagram: Feline trousers 


MY DEFEATING WITCHERCKIYANSTHE'BEST-BATTLE TACTICS 


The battle is likely to be short-lived, as although Kiyan can utilize Signs (Aard, gni, 
and Quen) and sword attacks with the Moonblade he carries are quick and cause 
bleeding, you have a couple of cunning plans to try: 


Death from Afar: Before combat even begins, before you walk down the laboratory 
steps, utilize as many Dancing Star, Dragon's Dream, and other bombs you have, 
Jobbing them at the kneeling Kiyan to thoroughly soften him up. Should the fight 
get out of control, use the pillars and scenery to dart behind, and try further ranged 
attacks (bombs or crossbow bolts). 


Death up Close: If you're fighting Kiyan at close quarters, which is the usual plan, try 
to play a defensive game. Wait for him to start an attack string, parry it (or dodge), 
and return the favor with some quick slices of your own. Quen is helpful to absorb 
‘damage and keep you from getting staggered. Whittle down Kiyan's health in this 
‘manner, until he yields. 


CROSSBOW: THE RESTING PLACE OF THE 
FLYING STAG 


j OBJECTIVE 


Between the Lighthouse and Widow's Grotto on the northwestern coast of the 
Grassy Knoll territory, are a cluster of small islands. 

Take a boat or swim across from the mainland, watching for any bandits, until 
you spot the rotting remains of the once-proud ship, the Flying Stag 

Climb aboard this 
barnacle-bottomed “+ -— 
vessel, and then 4 

descend into the 

waterlogged hull to 
discover a small chest 
perched at the edge 
of the water. Pry it 
open to obtain the 
crossbow diagram, 
and some notes. Head to safety and read up on a sorcerer's attempts to kidnap 
Witcher Kiyan. This further knowledge points to some ancient elvish ruins in 
Gustfields Territory. 


ITEMS: Mage's notes, Diagra ine crossbow 


SILVER SWORD: WALLED UP ALIVE IN 
EST TAYIAR 


| OBJECTIVE 


Search the northeastern part of Novigrad, and the Gustfields Territory in 
particular, to uncover the elven ruins of Est Tayiar. This ancient subterranean 
labyrinth is also said to be the hideout for Phillipa Eilhart. Visit the overgrown 
ruins, ignoring (or battling) any witch hunters on the surface. Descend down the 
slit of earth at the entrance. 


Use Aard to break 

а loose wall to the 
southeast, when you're 
down below in an 
entrance chamber of 
elven tile floor. The 
wall reveals a small 
antechamber with a 
corpse to loot. Read 
the notes the professor 
left; it references Castle Drahim. The Witcher apparently murdered one of the 
professor's men and left the poor fellow to die in here. 


ITEMS: Professor Sigismund Gloger's notes, 
ine silver sword 


Diagra 


STEEL SWORD: THE TRIAL OF WITCHER 
KIYAN IS COMPLETE 


| OBJECTIVE 


DANGER ALERT 


= CAWSCHC 


Related Quests: Scavenger Hunt: Cat School Diagrams - Part 2 

Locations: Royal Wyvern's Cave (Unmarked, Velen), Aeramas" 
Abandoned Manor [Novigrad), Southern Gate (Novigrad City), 
Poor Lodgings (Unmarked, The Bits, Novigrad City) 


аж 


Enemies: Royal Wyvern, Wyverns 


BOOTS (ENHANCED): TRESPASSING IN THE 
WYVERN'S DEN 


OBJE 


| = 


[| Those аге the first three Diagrams (Enhanced) to find in three separate locations (out 
of f six Enhanced Diagrams). One of the diagrams is found in Velen, and two. 
1 are in Novigrad. 


а 


East of Toderas and 
south of the Grotto, 

and across the rough 
hillside north of Benek, 
is a hillside cave with 
two entrances. If you've 
completed Contract 
Phantom of the Trade 
Route, you know this to 
be the nest of a Royal 
Wyvern, so take the lower, south entrance if you wish to avoid combat. 


The wolf sign is at the 
south cave entrance, 
on the right rock wall. 
Venture north up the 
entrance tunnel (if 

you find some hiding 
villagers, you've 
ventured too far). Keep. 
to the right, looking 
along the right wall for 
the chest among the rubble and ferns. 


From Est Tayiar, you 
can journey almost due 
west to the territory of 
Grassy Knoll (south of 
Novigrad city). Find the 
small castle perched 
оп a hill, and watch 

for some bothersome 
bandits, who may 
attack from horseback 
(but not if you push them off their steeds using Aard). 


Though there's a blood trail leading to the cellar, and an unnaturally pale 

and cracked corpse at the bottom, this isn't part of your quest (this is part of 
Contract: The White Lady). Instead, look for the wolf sign on the boulder to the 
left of the castle tower entrance. Enter the tower (burst through the door using 
Aard), and take the ladder down into the tower cellar. There are a few chests 
with valuables to loot, but the real prize is the “glittering” chest in the corner. 
Gather the diagram and journal, the latter of which tells you more about Witcher 
Kiyan's work for Prince Adrien). This isn't required reading, as you should now 
have all seven diagrams, and the quest concludes. 


ITEMS: Prince Adrien's journal, Diagram: Feline steel sword 


SCAVENGER 
HUNTS 


POILER ALERT X 


IAGRAMS =) PARIGI (ENHANCED) ©) ЇЙ 


ITEM: Diagram: Feline boots - enhanced 


ARMOR (ENHANCED): TRAVERSING THE 
ABANDONED MANOR 


| OBJECTIVE 


Due east of Oxenfurt 

in the large territory of 
Gustfields, is a minor 
trail to take through 
the woods, until you 
reach the remains of 
two brick gate columns 
indicating the threshold 
to the once-grand 
Aeramas' Estate. 


There's a strange smell of cheese in the air, which becomes all the more 
apparent if you complete Secondary Quest: Of Dairy and Darkness at 
this location. 


For now, climb the stairs and head up to the ruins of the upper floor, above the 
pentangle. Between an upturned sideboard and a bookcase on the octagonal 
upper area is the chest you require. 
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SILVER SWORD (ENHANCED): 
UP INTO SQUALOR 


OBJECTIVE | 


Visit either the Oxenfurt Gate or Southern Gate on the east side of the 
City of Novigrad. From the Southern Gate, it's a straight shot into The Bits, 
northward across the cobblestones, through a small archway tunnel, to a 
grime-filed courtyard. 


Behind the small hedge and dead trees on the upper grass area is a ladder. 
Climb it (from the correct direction!) and head inside a squalid lodging house. 
Take the stairs to your right immediately, to an upper floor and small bedroom, 
Loot the chest on the southern wattle-and-daub wall. 


DANGER ALERT 


CAT SCHOOLDIAGRAMS PARNO (ENHANCED) N If 


Related Quests: Scavenger Hunt: Cat School Diagrams - Рагі i, 1 38 

Locations: Codgers’ Quarry (Velen), Oxenfurt (Novigrad), Blacksmith's - 
Shop (Unmarked, Oxenfurt), Toderas (Velen), Reardon Manor (Velen), 
Hog Hut (Unmarked, Velen) 

Enemies: Alghouls, Bandits 


GAUNTLETS (ENHANCED): 
NECROPHAGES IN THE QUARRY 


| OBJECTIVE 


| 


These аге the second three Diagrams (Enhanced) to find in three separate locations. 
tal of six Enhanced Diagrams). Two of the diagrams are found in Velen, 


їп Novigrad (the city of Oxenturt). | 
— — ی‎ 


Time to do some 
digging around in 
Codgers’ Quarry; 

head there and speak 
to the initially- 
unpleasant peasant 
looters (Secondary 
Quest: Looters (II). 
Combat occurs, but not 
with the peasants; there 
are three prowling Ghouls to cut down before you're able to search. 


Head southwest, into the dark quarried area where the necrophages came from. 
Check the right wall for the wolf sign, then head into the quarried area, moving to 
the fern-filled back of the large alcove where the chest is. 


ITEM: Diagram: Feline gauntlets ~ enhance: 


TROUSERS (ENHANCED): 
HIDDEN ALCOVES IN THE SEWERS 


| OBJECT! 


ITEM: 


гат: Feline silver sword - enhanced 


POILER ALERT K 


Visit the second city of 

Oxenfurt, heading in 

via the Western Gate 

and moving eastward, 

toward the blacksmith's 

residence. Pass him by, 

heading around to the 

lower, rear entrance. 

to his building, by the 

water. Enter the door shown in this picture. 


Turn immediately 

right once you enter, 
ignoring the stairs 

up. Instead, use the 
ladder to descend into 
a small cellar, with a 
broken wall leading 
into Oxenfurt's sewers. 
Step through the brick 
wall opening, and view 
a second brick wall opposite, to the west. Use your Witcher Senses to find a 
protruding brick to the right. Use it, opening the secret section of wall that leads 
to an alcove with the chest. 


ITEM: Diagram: Feline trousers - enhanced 


STEEL SWORD (ENHANCED): 
HIDING A HAUL IN THE HOG HUT 


| OBJECTIVE 


Back in Velen, mid-way between Toderas and Reardon Manor in the wooded hills 
and dales of this once-picturesque place, is a small cave opening. Check the left 
rock wall at the entrance to uncover the wolf sign. 


This place may be 
teeming with bandits 
attempting to enter an 
elven temple. The area 
is known locally as the 
“Hog Hut", for reasons 
which become apparent 
during Secondary Quest: 
Fool's Gold. For now, 
pass the dead bear and 
find the chest you seek along the left wall, at the start of the elven floor tiles. 


ITEM: Diagram: Feline steel sword - enhanced 


DANGER ALERT 


ALERT X 


CAT SCHOOL DIAGRAMS PARTS SUPERIOR). E BF 


Related Quests: Scavenger Hunt: Cat School Diagrams - Part 2, 4 
Locations: Cavern (Novigrad), Earth Elemental Ruins (Unmarked, 

Velen}, Ursten Novigrad), Rock Troll Cavern (Unmarked, Velen} 
Drowners, Golem, Earth Elemental, Nekkers 


Enemi 


STEEL SWORD (SUPERIOR): 
ASSAULT IN THE CAVERN 


| These are the six Diagrams (Superior) to find in three separate locations (diagrams 
for the wearable items are grouped together). One of the diagrams is found in Velen, 


| and two are in Novigrad. 


Northeast of Temple Isle. 
(Novigrad City) along 
the coast of Gustfields 
is the appropriately- 
named Cavern signpost. 
Battle any Drowners 
along the sands before 
wading into the cave 
mouth. The large 
boulder right of the cave has the wolf sign scrawled onto it. 


The cave is waterlogged, but the water level is low enough to allow full 
maneuverability. This is handy, as there's a terrifying Golem guarding a small 
wood platform at the back of the cave, which holds the chest you seek. Slay or 
avoid the Golem before gathering the loot 


А sword 


— 


ARMOR, BOOTS, GAUNTLETS, AND TROUSERS 
(SUPERIOR): ATTACK AT THE RUINS 


| OBJECTIVE 


nd 


OOD DANGER ALERT ——- — کت‎ 
2 — 
|? CAT. SCHOOL DIAC 


Related Quests: Scavenger Hunt: Cat School Diagrams - Part 3 
Locations: Kaer Gelen (Ard Skellig), Trottheim (Faroe), 


Enemies: Noonwraith, Wraiths, Harpies, Sirens 


STEEL SWORD (MASTERCRAFTED): 
DEATH FROM WITHIN, TREASURE ABOVE 


| OBJECTIVE 


These are the six Diagrams (Mastercrafted) to find in three separate locations 
(diagrams for the wearable items are grouped together). All six diagrams are found 


| in Skellige. 


— —ũ— —ä — 


DIAGRAMS — РА 


Over in Crookback Bog, along the southwestern marsh shores relatively close to 
the Dragonslayer's Grotto, is a small set of stone ruins guarded by a frightening 
Earth Elemental 


Check a section of 
stone ruins on the 
north edge of this small 
unmarked location for 
the wolf sign, then avoid 
the Earth Elemental, or 
attack it, and discover 
the chest slightly south 
of the sign, nestled in a 
ruined comer of ivy and 
evergreen saplings. 


ITEMS: Diagram: Feline armor - superior, Diagram: Feline boots - 
superior, Diagram: Feline gauntlets ~ superior, 
Diagram: Feline trousers - superior 


SILVER SWORD (SUPERIOR): 
CARNAGE IN THE CAVERN 


| OBJECTIVE 


Visit the village of Ursten, and take a small trek into the forest to the east of 
this settlement. Search out a small dell with a cave entrance, and remove the 
bothersome Nekker duo outside. 


Venture into the cave 
(after checking the right 
entrance wall for the 
wolf sign), and a Nekker 
infestation attempts 

to swarm you. Stay in 
the entrance tunnel 

and make short work 

of around six more 
Nekkers. Then head into 
the larger cavern beyond, where you face а rabid rock troll, Only then can you 
search the cavern, checking the climbable ledges to the east, blasting through 
stalagmites with Aard, to reveal a chest alcove. 


ITEM: Di sword - superior 


daa ˖ 
ANMASTERCRAFTED). (7 


The abandoned fortress of Kaer Gelen, east of the Miner's Camp and north of 
the Abandoned Sawmill in the northern climes of Ard Skellig, holds its fair share 
of secrets, including a Noonwraith at its threshold. Climb the steep slope to the 
main entrance and signpost, which is blocked. Then enter via the side portcullis 
arch, which is open. 


After being set upon by 
four wraiths, dismiss 
these spirits, and head 
south down the main 
corridor. The wolf sign is 
on the stone wall at the 
junction where there 
are cobwebbed stairs 

to the right (west). Take 
these stone steps up 
and check the left wall for a small alcove; step in to claim the loot from a chest. 


ITEM: Diagrat ine steel sword - mastercrafted 
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ARMOR, BOOTS, GAUNTLETS, AND SILVER SWORD (MASTERCRAFTED]): 
TROUSERS (MASTERCRAFTED]: TREASURE ABOVE 
DEATH FROM ABOVE, TREASURE WITHIN 


| OBJECTIVE 


Remain on Faroe for the last of the Cat School Gear; journey east from Harviken, 
up the hill trails and almost to the summit where the warrior's arena is located. 
Lower down the slope is a rocky promontory and cave. 


Sail to the southeast isle of Faroe. Due south of Trottheim (which is full of slavers) 
is a rugged coastline filled with Sirens and Harpies. Expect a prolonged assault 
from the air. After the coast is (literally) clear, check the left wall of the cave 
mouth for the wolf sign, and wade inside. 


Inside are the remains of elven ruins. In front is a large cracked wall. To your 
right is a smaller cracked archway wall. Use Aard to break open both these walls, 
This cave features but the diagram is in a small tomb alcove behind the archway wall. 
three strange statues 
you can turn (until they 
become orange rather 
than red in your Witcher 
Senses) and unlock 

а door to more loot. 

But you're here for the 
four diagrams, so stay 
hugging the left wall as 
you enter, until you reach the chest behind a stalagmite column. 


Fel 


ITEM: Diagrai tver swore astercrafted. 


ITEMS: Diagram: Feline armor - mastercrafted, Diagram: Feline 
boots - mastercrafted, Diagram: Feline gauntlets - 
mastercrafted, Diagram: Feline trousers - mastercrafted 


END: THE TALONED TALENTS OF CAT SCHOOL GEAR 


Feline Gear (Basic), 
Level 17 required. 


Gear (Mastercratted) 
quired. 


With bonuses to your Critical Hits and increased chances to cause bleeding from the swords (sometimes including dismemberments and other attack bonuses), and 
Various resistances for the armor parts, the Feline Diagrams of the Cat School gear is a must for those Witchers intending to primarily use their swords over signs. 


DANGER ALERT 


Location: Kaer Trolde (Ard Skellig] 
Characters: Ibrahim Savi, Witcher Gerd 


Recommended Items: 355 Crowns 


PREAMBLE: MAPS FROM THE ADJUNCT 
GEOGRAPHER IBRAHIM SAVI 


| Locating the Bear Witcher Gear diagrams is a task not well-suited to an amateur. It 
begins when you have concluded either of the following options: 


| 1. You explore Skellige, and stumble across the location of the Ursine Steel Sword, 
| Ursine Silver Sword, Ursine Crossbow, or Ursine Gear (Armor, Boots, Gauntlets, 
and Trousers). 


| 2. You explore Skellige and purchase a set of maps by the Adjunct in Natural History 
at Oxenturt Academy, Ibrahim Savi, which details his notes into the Witcher Gerd. 

| Any Ibrahim Savi map starts this Scavenger Hunt. Specific maps detail upgraded 
diagrams (each offers locations of between three and six enhanced, superior, or 
mastercrafted Bear gear diagrams). There is no upgrade to the Ursine Crossbow. 
There are a total of four Ibrahim Savi documents to buy. 


| Remember! You don't need any of Ibrahim Savi's maps to find the basic Bear Gear, 
| though any document starts this quest anyway. As usual, you need to find the gear in 
the following order: Basic, Enhanced, Superior, and finally Mastercrafted. 


IBRAHIM SAVI'S MAPS #1, #2, #3, AND #4: 
THE ARMORER OF KAER TROLDE 


Travel to Ard Skellig, and visit the windswept armorer at Kaer Trolde. After 
checking his selection of goods, buy the all four of the maps (which should cost 
по more than 355 crowns for all of them). Then open and view them in your 
Inventory (under Quest Items). 


BEAR SCHOOL GEAR 


ITEMS: Ibrahim Savi's First Map, Ibrahim Savi's Second 


Ibrahim Savi's Third Map, Ibrahim Savi's Fourth Map 


ONTHERIGHT PATH 


Г d t 


The First Map allows you to find the Upgrade Diagrams: Part 1 (the silver sword, 
boots, and armor of the Enhanced Bear Gear Diagrams). 


The Second Map allows you to find the Upgrade Diagrams: Part 2 (tho gauntlets, 
steel sword, and trousers of the Enhanced Bear Gear Diagrams), 


The Third Map allows you to find the Upgrade Diagrams: Part 3 (the gear (armor, 
gauntlets, trousers, and boots) steel sword, and silver sword of the Superior Bear 
Gear Diagrams). 


The Fourth Map allows you to find the Upgrade Diagrams: Part 4 (the steel sword, 
‘gear (armor, gauntlets, trousers, and boots), and silver sword of the Mastercrafted 
Bear Gear Diagrams). 


POLER ALERT Ж 


Locations: Yngvar's Fang (Ап Skellig), Fort Tuirseach (Unmarke 
An Skelligl, Rogne (Ard Skelligl, Fort Etnir (Unmarked, Ard 
Skellig), Old Watchtower (Spikeroog), Melusine's Cave (Unmarked, _ 
Spikeroog), Ruined Inn (Ard Skellig] 

Characters: Ibrahim Savi 

Enemies: Rock Troll, Sirens, Wraiths, Gargoyles, Ice Elemental, Bandits, 
Cyclops, Drowners, Sirens 


ARMOR, BOOTS, GAUNTLETS, AND 
TROUSERS: SCALING YNGVAR'S FANG 


OBJECTIVES: 


There are seven Diagrams to find in four separate locations. They can be found 
in any order, and whether or not you've come across Ibrahim Savi's maps on the, 
Witcher Gerd. They are presented as the objectives appear if you read one of 
| lbrahim's maps first. A basic diagrams are found across Skellige. This quest can be 
|l started at any time, but the optimal opportunity is any time during or after Act I: Main. 


Quest: Destination Skellige. | 
— — 


Fort Tuirseach is an unmarked (and dilapidated) location on an Skellig, which is 
a formidable ocean's distance away from the main island of Ard Skellig. Set sail 
heading to the port of Urialla Harbor. You'd be wise to speak to the women of this 
place, and begin the Secondary Quest: The Path of Warriors, since your journey 
requires you to undertake part of the aforementioned path. Now head northeast 
across the island until you reach the entrance to the Trail to Yngvar's Fang (the 
mountain) Beware of a rock troll guarding the entrance. 


Run forward over the 
wooden bridge, and 
leap the gap before 
slaying a Siren, Wait for 
two more and defeat 
them as well. Coax 
them over with AX or 
crossbow bolts, Then 
move right along the 
path, leap a gap, and 
make a tight left turn as you climb up and onto the natural rock bridge. Dash 
across the moss. 


MORE HASTE. LESS SPEE 


Falling while maneuvering across this increasingly dangerous pathway, full of 

leaps and precise landing, requires you to keep a steady head, and a degree of 
patience. Save your progress before each new leap, Look for rocks stained with bird 
‘droppings to climb on as you continue onward and upward. It you fall, there's usually 
‘a period of backtracking. Or death spasms, 
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From the mossy bridge, leap and grab the ledge. Pull yourself up and make а 
series of sharp switchback turns as you zig-zag up the mountain trail. Leap the 
gaps and pass by two tattered flags showing your progress. Continue west along 
the trail which flattens out slightly, and leap the gaps along the slope after sliding 
down a little. When you can't continue any farther, look left and you see a series 
of ledges leading up into the mists to the peak of Yngvar's Fang. However, to the 
fight is a wooden door. Push it open to enter the remains of Fort Tuirseach. 


THE WAILING HORRORS OF FORT TUIRSEACH 


Ignite the torches on your left and right of the barred throne room gate so you 
know where you've been. Head left, down the spiral steps to the lower dungeon 
level, lighting torches as you go. Ahead, wraiths are forming. Grab a scrap of 
paper (a ballad) and slay the first wraith. It guards a chest with treasure, close to 
a wall lever. Use the lever to open the cell gratings all along the walls. 


ITEM: Ballad of Torgeir the Red 


Two more wraiths 
appear. Stay them 
before heading through 
the open gratings, 
checking a number of 
cells. Three hold dead 
prisoners, but one 
offers a drop into a cave 
tunnel. Drop down to 
the south, turn right 
(west), and explore under the dungeon. These are stone catacombs, with another 
wo wraiths to face. Find the stone steps up (north) to a ruined spiral staircase. 
Climb the rock ledges to a blockage, which is soon removed with Aard. 


| OBJECTIVE 


You finally arrive in the central throne room of the fort, which is otherwise 
inaccessible. Screeching in this chamber are three more wraiths, which appear 
аз you approach the locked gate. First, ransack the glittering chest in the far 
corner. Loot it to gather the first four diagrams, and the chronicles of Clan 
Tuirseach, as well as the second ballad of Witcher Gerd. Ransack any other 
chests as your objective updates after reading the chronicler's book, before using 
the lever on the right pillar to unlock the gate allowing a quick exit 


ITEMS: Ballad of Witcher Gerd, Chronicles of Clan Tuirseach, 
Diagram: Ursine armor, Diagram: Ursine boots, 


Diagram: Ursine gauntlets, Diagram: Ursine trousers 


SILVER SWORD: TERROR AT FORT ETNIR 


| OBJECTIVE 


Journey back to Ard Skellig, and visit the settlement of Rogne, which is due east 
of Kaer Trolde in the northern part of the main island. Follow the winding trail 
from Rogne heading east (passing the lake), and then northwards, up the steep 
embankment towards the ruins of Fort Etnir itself. 


You're in fora 
frightening battle when 
you finally arrive: A duo 
of Gargoyles, as well 
as an Ice Elemental 

аге prowling the 
battlements! Stay away 
from both sets of foes 
so you're facing the 
Gargoyles first. Once 
these behemoths are destroyed, search the ruined watchtower behind them 
for chests, before checking the base of the tower for some skeletal remains 
clutching the following 


ITEMS: Arrest warrant for Witcher Ger 
Diagram: Ursine silver sword 


The knight Chal 


CROSSBOW: IN THE GLOOM OF 
MELUSINE’S ROOM 


Journey across the 
ocean to Spikeroog, 
following the shoreline 
in a westerly direction 
from Svorlag until you 
Spot a cave mouth by 
the ocean. Alternatively, 
locate the Old 
Watchtower and take 
the sloping trail down 
to the rocky beach (bandits and a roaming Cyclops may thwart your progress 
across land). At the rugged shore, enter a snow-covered cave. This is the same 
cave you must explore during Contract: Here Comes the Groom. 


Enter the cave, slaughter any waiting Drowners, and climb the rock ledges in the 
tunnel immediately to the right. Follow them up, leap across the main tunnel, and 
land close to a skeleton on a ledge above the main watery cavern that overlooks 
а massive shrine to Melusine. This ledge can also be accessed via outcrops to 
the north, inside this cave. Gather the crossbow diagram and a letter from the 
dusty bones. 


ITEMS: Letter to Ingeborga Kalebsdotter, Diagram: Ursine crossbow 


STEEL SWORD: HUNTING WITCHER GERD 


[ OBJECTIVE 


Travel to the southern coast of Ard Skellig, close to the village of Fyresdal, and 
locate the settlement aptly entitled Ruined Inn to the southeast, either by trail 
or boat. Defeat the cluster of sirens swarming the inn, which appears to have 
sustained some major fire damage. 


The charred remains 
of the inn should be 
investigated. Look for 
the stone steps leading 
down, obscured by 
some burned rafters, 
and push the wreckage 
aside using Aard. 
Descend the steps, 
battling a wraith or two in the cellar below, before finding a note pinned to a wall, 
an arrest warrant for the Witcher Gerd. Now check the small cellar bedroom; one 
has a “glittering” chest with more notes, and your final diagram! 


Ursine steel sword 
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DANGER ALERT 


€ BEAR SCHOOL DIAGRAMS PAR 


Related Quests: Scavenger Hunt: Bear School Diagrams - Part 2. 
Locations: Kaer Gelen (Ard Skellig), Fortress Ruins (Unmarked, 
Ard Skellig), Farting Trolls’ Cave (Unmarked, Ard Skellig), 

Grotto (Ard Skellig) 
Enemies: Harpies, Alghouls, Rock Trolls (Dodger, Jessie, Joe), 
Hegal Grossbart, Jesse Grossbart, Manfred Grossbart 


SILVER SWORD (ENHANCED): 
INTO THE SNOW-TOPPED FORTRESS 


These are the first three Diagrams (Enhanced) to find in three separate locations (out. 
Jal of six Enhanced Diagrams). All the diagrams are in Skelliges | 


Northeast of Kaer Gelen 
(accessed over the top 
of the mountain with a 
treacherous slide down 
to the fortress roof), 
and north along the 
coast (before cutting 
inland up the snow- 
topped mountains) from 
the Whale Graveyard 
are the remains of an ocean-facing fortress, now devoid of human life. Expect 
Harpies to attack as you reach the giant arch at the front of the structure. 


Cross the fallen debris in the courtyard, check the right interior wall for a wolf 
sign, and prepare to repel a group of Necrophages once you enter the fortress. 
Once slain, head north to a hole down to a subterranean tunnel leading to two 
more Necrophages. Check the perimeter for chests, with the one you need to 

open at the opposite end to the tunnel entrance 


IOOQ 


[9 


DANGER ALERT 


BEAR SCH 


Related Quests: Scavenger Hunt: Bear School Diagrams - Part 1, 3 
Locations: Rogne (Ard Skellig), Fort Etnir Gatehouse (Unmarked, — 


Ard Skellig], Kaer Atmhult, Martin Coast [Undvik] 
Enemies: Pirates, Guard Dogs 


GAUNTLETS (ENHANCED): 
A LACK OF TERROR NEAR FORT ETNIR 


| OBJECTIVE 


| 
These are the second three Diagrams (Enhanced) to find in three separate locations. 
| (out of a total of six Enhanced Diagrams). All the diagrams are in Skellige. { 


q qua X 
1 (ENHANCED) 


BOOTS (ENHANCED): BREAKING WIND 
AND ROCKS 


| OBJECTIVE 


North of Holmstein's 
Port along the 
southwestern slopes of 
Ard Skellig, is a cave 
mouth protruding from 
the snowy slopes. 
There's no real trail to 
get there, so look for 
the massive boulders 
scattered about. The 
wolf sign is on the left wall just inside the entrance, 


This is the Flatulent Trolls’ Cave, a name you'll understand when you venture into 
the larger cavern, where three windy rock trolls are making unpleasant noises 
(Secondary Quest: Farting Trolls). Ignore or attack them, then search for the chest 
along the western side of the main cavern, close to a pile of boating debris. 


ITEM: Diagram: Ursine boots - enhanced 


ARMOR (ENHANCED): BANISHING THE 
GROSSBART BROTHERS 


| OBJECTIVE 


The Grotto on the far southeastern coat of Ard Skellig is difficult to reach via land, 
so chart a boat from Fyresdal and steer it along the coast until you spot the cave 
mouth. Check the left interior wall for а wolf sign, before climbing the ledges to 
the right, into the cave itself 


You may wish to start Secondary Quest: The Sad Tale of the Grossbart Brothers 
before heading into this cave, as the trio of ne'er-do-wells are hiding out here, 

Treat them like the common bandits they are and slay them. The chest is near 

some stalactites in the southeast part of the cave. 


ITEM: Diagram: Ursine 


Find your bearings by 
visiting the settlement 
of Rogne again, due 
east of Kaer Trolde оп 
Ard Skellig. The journey 
you previously took to 
Fort Etnir should be 
partly retraced; head 
across the wooden 
platforms overlooking 
the lake, and make a left (north) turn at the trail junction. 


Head under the arch of the stone gatehouse, looking for the wolf sign under the 
arch on the left wall. Climb the curving trail to the right, leading up and onto the 
stone bridge of the gatehouse itself. The small stone ruin houses the chest. 


| ITEM: Diagram: Ursine gauntlets - enhanced 
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STEEL SWORD (ENHANCED): 
TRIUMPH OVER THE PIRATE HORDE 


The crumbling ruin of Kaer Almhult is your next port of call; set sail from Kaer 
Trolde or the Eldberg Lighthouse (northwest Ard Skellig) and sail due west to 
reach this abandoned fortress. However, the place is now a haven for pirates 
and their guard dogs. Expect around twenty foes as you make your way from the 
Signpost and shore on the east, along the path to the main fortification structure. 


Continue a prolonged battle with the pirate horde, ensuring your survival by 
‘checking on the locations of archers and dealing with them as well as those 
armed with swords, The wolf sign is on a rock on the left (south) side of the 
fortress entrance arch. The chest itself is in the ruined battlements, up the stairs 
from the upturned wagon in the main courtyard. 


ITEM: Diagram 


TROUSERS (ENHANCED): 
INSIDE A SMUGGLER'S COVE 


OBJECTIVE: 


DANGER ALERT 


BEAR SCHOOL DIAGRAMS = PART 


Related Quests: Scavenger Hunt: Bear School Diagrams - Part 2, 4 

Locations: Hanged Man's Tree, Quarry Workings (Unmarked), — 
Ruined Tower, Cave of Ignius Fatuus (Unmarked) 

Enemies: Nekkers, Foglets, Ignius Fatuus (Foglet) 


ARMOR, BOOTS, GAUNTLETS, AND TROUSERS 
(SUPERIOR): QUARRY EXPLORATION 


| OBJECTIVE 


i 
These are the six Diagrams (Superior to find in three separate locations (diagrams. 
| for the wearable items are grouped together). All 


Visit the Marlin Coast; 

a settlement in the 
northeast corner of the 
western isle of Undvik. 
Take a boat and steer it 
north and a little east to 
a small cluster of island. 
Disembark on the rocky 
shore near a splintered 
boat. The wolf sign is on 
part of the protruding rocks, half-covered with conifer bushes. 


The diagram is hidden inside a small cave, which has two ice-covered entrances 
just west of where you docked. Smash the ice out of the way with Aard, and 
locate a couple of chests in this smuggler's cave. One holds the pantaloons 
diagram you crave. 


Travel back to Hanged 
Man's Tree in Grayrocks 
Territory (Velen), and 
Journey into the rolling 
woods just northwest 
of here. Search out 

the remains of a rock 
quarry in the woods, 
and battle a group of 
Nekkers in the vicinity. Cross the rickety bridge and inspect the cave mouth. The 
wolf sign is on the left side of it 


Obtaining the treasure chest is suspiciously straightforward; enter the cave and 
look for the quarry workings and wooden support beams to the left, leading to. 
a small alcove where the chest resides. Expect further Nekkers as you emerge 
back outside. 


ITEMS: Diagram: Ursine armor - superior, Diagram: Ursine 
boots - superior, Diagram: Ursine gauntlets - superior, 
Diagram: Ursine trousers - superior 


STEEL SWORD (SUPERIOR): 
BRAVING THE ELEMENTS 


Deep in Crookback Bog, south and a little east of Downwarren, is a signpost 
for a Ruined Tower. Venture here with extreme care, as an Earth Elemental is 
lumbering about the sagging stone battlements. Check the outer stone wall on 
the west side for the wolf sign 


The chest with the diagram is nestled against an interior wall in the eastern 
corner of the ruins. 


ITEM: Diagram: Ursine steel sword - superior 


SILVER SWORD (SUPERIOR): 
ILLUSIONS IN THE FOG 


Оооо 


DANGER ALERT 


= 


Southwest of The Orphans of Crookback Bog, across the treacherous marshlands 
and close to the water, is a rocky hillside with trees. Inspect the boulders here 
using the Eye of Nehaleni, and dismiss the illusion. Contract: Swamp Thing 
should start during this time. 


The wolf sign is right of the entrance, Enter the cave you discovered, Defeat the 
Foglet in the initial chamber. Venture too far, and the named Foglet, Ignis Fatuus, 
must be defeated. Instead, stay in the initial chamber with the two skeletons, and 
check the stalagmite alcove to the left (southeast) for the chest. 


SPOILER ALERT X 


€ BEAR SCHOOL DIAGRAMS. PART (MA TERCRAFTED): E 


| Related Quests: Scavenger Hunt: Bear School Diagrams - Part 3. 
Locations: Blackbough, Bear Cave (Unmarked), Destroyed Bastions Ж 
Olena's Grove, Drowner Island (Unmarked) 
Enemies: Nekkers, Wyvern, Cyclops, Drowners 


STEEL SWORD (MASTERCRAFTED): 
INTO THE BEAR CAVE 


катаптаан 


T 
These are the six Diagrams (Mastercrafted) to find in three separate locations 
l (diag 


In the grassy 

woods northwest of 
Blackbough, close to the 
Pellar's Hut (which you 
visit during Main Quest 
A Princess in Distress), 
is a bear's cave 
However, the place is 
currently overrun by 
Nekkers. Slay any you wish before entering the large cave entrance itself. There 
are two entrances; the wolf sign is on the left wall of the right (main) entrance. 


Once inside, drop down into the main cavernous area and sift through the wagon 
wheels and other wreckage. Amid the animal corpses and bracken is a large 
stalagmite near a broken wagon. Behind the stalagmite is the chest, near the 
perimeter wall to the northeast. 


ITEM: Diagra 


rsine steel sword - mastercrafted 


yams for the wearable items are grouped together). AII the diagrams are in Velen, 


ARMOR, BOOTS, GAUNTLETS, AND 
TROUSERS (MASTERCRAFTED): 
BATTLE AT THE BASTION 


‘Along the southern 
border of Velen itself, 
deep in Crookback 

Bog, is а Destroyed 
Bastion that holds its 
fair share of secrets, 
Journey south from the 
crossroads, winding 
through the hilly trail. At 
the outer crenellations, expect to be attacked by a Wyvern. Press on to the top of | 
the hill, where you must face a mighty Cyclops. 


Check the ruined wall with the metal rod archway north of the highest tower, The 
wolf sign is here. Then search the ruined walls for the chest tucked into а corner 
nearby, near a large pile of collapsed stone and dirt. 


ITEMS: Diagram: Ursine armor - mastercrafted, Diagram: Ursine 
boots - mastercrafted, Diagram: Ursine gauntlets - 


mastercrafted, Diagram: Ursine trousers - mastercrafted 
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* Close to the border between The Mire and Crookback Bog, on the southeast 
F rr 


and remains of a campfire (and burned tent) with a wolf sign to locate. Head 
north to look out over the lake, and find a tiny island with a copse of trees. 


Head down to Drowner 
Island and watch for the 
monster nest here. The 
island has a hump of 
earth to jog up; behind 
a rock is a half-dug 
mound of earth, with 
the treasure chest 
peeking out. 


ITEM: Diagrai 


ine silver sword - mastercrafted 


Ursine Goar (Basic); 
Level 20 required. 


WOLF SCHOOL GEARS 


Purchase the following parchment notes listed below (for around 110 Crowns 
total), and then read them in your Inventory (under Quest Items). 


Related Quests: Secondary Quest [Novigrad]: Of Swords and Dumplings 
Locations: Hattori's Dumpling Shop and Armory (Glory Lane, Novigrad), 
Hierarch Square Armory [Novigrad], Lindenvale, Kaer Trolde | 


Characters: Hieronymus, Witcher Elgar, Eibhear Hattori 
Recommended Items: 350+ Crowns 


Searching for the Wolven Witcher Gear diagrams is a lengthy but rewarding task. 
It begins when you have completed one of the following options: 


PREAMBLE: NOTES FROM THE | 1. You visit Kaer Morhen, and discover the location of the Wolven Stee! Sword, 
EPONYMOUS HIERONYMUS } Wolven Silver Sword, or Wolven Gear (Armor, Boots, Gauntlets, and Trousers), 

| 2. You visit one of the land's armorers, and gather a set of notes by the noted mage 
HIERONYMUS NOTES #1 AND #5: and historian Hieronymus, which details the Witcher Elgar and the diagrams he 
MASTER ARMORER OF NOVIGRAD CITY | №0. Any Hieronymus note starts this Scavenger Hunt. Specific Hieronymus notes 
Resi cate detail upgraded diagrams (each otters locations of three enhanced, superior, 


ог mastercrafted Wolven gear diagrams). There are a total of six Hieronymus 
‘documents to find. 


|, Remember! You don't need any of Hieronymus’ documents to find the basic Wolven — | 
| Gear, though any document starts this quest anyway. As usual, you need to find le 
gear in the following order: Basic, Enhanced, Superior, and finally Mastercrafted, 


‘Secondary Quest: Of 
‘Swords and Dumplings 
(see page 389), visit 
Hattori and browse his 
selection of goods. 


ITEMS: Well-Preserved Notes by Hieronymus оп the Witcher Elgar, | 
Worn-Out and Faded Notes by Hieronymus on the Witcher Elgar 


The Well-Preserved Notes allow you to find the Upgrade Diagrams: Part 1 (the first The Damp, Moldy Notes allow you to find the Upgrade Diagrams: Part 3 (the first зе! | 
set of three pieces of Enhanced Wolven Gear Diagrams). of three pieces of Superior Wolven Gear Diagrams). 
The Worn-Out Notes allow you to find the Upgrade Diagrams: Part 5 (the first set of The Notes on Parchment allow you to find the Upgrade Diagrams: Part 6 (the second 
three pieces of Mastercrafted Wolven Gear Diagrams). set of three pieces of Mastercrafted Wolven Gear Diagrams). w 
HIERONYMUS NOTES #2: HIERONYMUS NOTES #4: THE ARMORER OF 
THE BLACKSMITH OF LINDENVALE HIERARCH SQUARE 
Visit the Velen village Stop off at Hierarch Square within Novigrad City, and locate the Journeyman 
of Lindenvale, and Asmorer under the arches to the northwest. Among his goods is another piece 
locate the Blacksmith of Hieronymus’ notes for sale (which is around 60 Crowns to buy). Gather it, and 


DLC) 


at the north end of the read itin your Inventory (under Quest Items). 
thoroughfare. Check the 
Blacksmith's wares and 
purchase the following 
set of notes (for around 
40 Crowns). Remember 
to read it afterward! 


A: Slightly Torn Notes by Hieronymus on the Witcher Elgar 


The Well-Preserved Notes allow you to find the Upgrade Diagrams: Part 2 (the 
second set of three pieces of Enhanced Wolven Gear Diagrams). 


SCAVENGER 
HUNTS 


HIERONYMUS NOTES #3 AND #6: THE ARMORER OF 
KAER TROLDE 


Travel to Ard Skellig, and visit the windswept armorer at Kaer Trolde. After checking 
his selection of goods, buy the two notes (which should cost no more than 140 
crowns for both). Then open and view them in your Inventory (under Quest Items). 


ITEM: Heavily Fad 


Notes by Hieronymus on the Witcher Elgar 


The Well-Preserved Notes allow you to find the Upgrade Diagrams: Part 4 (the 
second set of three pieces of . 
ITEMS: Damp, Moldy Notes by Hieronymus on the Witcher Elgar, 2 — Spr OQ 
Notes on Parchment by Hieronymus on Elgar the Witcher 


OOOO O DANGER ALERT 


Related Quests: Secondary Quest: The Bastion 
Locatiosn: Signal Tower (Kaer Morhen) 
Characters: Hieronymus 

Enemies: Harpies (Erynia), Wraiths 


ARMOR, BOOTS, GAUNTLETS, AND 
TROUSERS: THE LAST SIGNAL 


| OBJECTIVES: 


| whether or not you've come across any of Hieronymus" notes on the Witcher Elgar, well as random items to take, you must also find the more ornate chest against 
|| All are found in Kaer Morhen. 
— 0) the north wall, on the first scaffold level, which contains another of Hieronymus’ 
notes. Once you read the notes, three additional objective become available (for 
locating the armor, boots, gloves, and trousers in one location, the steel sword in 
a second location, and the silver sword їп a third location). 


There are six Diagrams to find in three separate locations. They can be found Climb the ladder up onto the scaffold, looking for any other chests to loot. As 


From the signpost at Kaer Morhen, make a looping path around the mountain 
just south of the fortress. Your destination is an unmarked signal tower atop 
the treacherous cliff pathway, Watch for Harpies (Erynia) as you reach this 


tumbledown tower. Head through the archway, and into the main floor of the (ITEM: Hieronymus’ notes 
structure with the wooden scaffolding above you. 
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‘OBJECTIVE: 


Just behind the 
ladder you used to 
reach the chest with 
Hieronymus’ notes, is 
à curved contraption 
leaning against the 
wall. Examine it and 
you discover a portal. 
generator. Look to 
the right for a second 
Portal; this one containing a crystal within it. Find the missing crystal (for the 

left generator) by backtracking to the broken outer wall, just inside the archway 
entrance, but before the interior of the tower. Head over the broken wall section, 
‘and around to the right. A precarious drop and Kaer Morhen fortress should be 
visible to your left. Climb on the small section of wooden scaffolding, and procure 
а crystal from a narrow wall indent up and right of you. 


ITEM: Polished Crystal 


| OBJECTIVES. 


Return to the portal generator and mount the crystal. Then utilize Aard to power 
ир the crystal. A green maelstrom appears in the air just outside the signal tower. 
However, it isn't fully formed; you must first look to the right, to the second 
portal generator (which already has a crystal mounted to it), and activate that 
with Aard. The portal now stabilitizes. Run off the edge of the wooden scaffold, 
landing in the portal to avoid an embarrassing death. 


| OBJECTIVE 


You appear inside a 
small cave with a view 
of Kaer Morhen out of 
the exit. A pile of bones 
(those of Hieronymus 
himself), and the 
wraith associated with 
them, stands between 
you and completing 
this objective. Defeat 
the wraith, then search the body and gather four diagrams as well as a note 
written in a shaky hand. Read the note, then continue to find the remaining two 
diagrams. Then finish your exploration by carefully dropping down a series of 
rocky outcrops tothe path below. 


ITEMS: Diagram: Wolven armor, Diagram: Wolven boots, 
Diagram: Wolven gauntlets, Diagram: Wolven trousers, 
Notes written in a shaky hand 


DANGER ALERT 


ПІСУ WOLF SCHOOL GEAR UPGRAD 


— E 


Related Quests: Scavenger Hunt: Wolf School Gear Upgrade 
Diagrams - Part 2 
Locations: Crow's Perch, Grotto, Wyndamer Lake Folly 


Enemies: Drowners 


STEEL SWORD: THE LAST BASTION 


OBJECTIVE 


Journey to the Baston ruins on the western side, and prepare to engage a quartet 
of angry wraiths near where you trained as a lad. After the spirits have been 
dismissed, look for the burned-out structure close to the perimeter stone steps. 


Inspect the half-buried skeletal remains there. This is what's left of the Witcher 
Varin. He carries documentation for the steel sword, as well as a journal to 
optionally read. 


ITEMS: Diagram: Wolven steel sword, Varin's journal 


SILVER SWORD: THE LAST WATCHTOWER 


L OBJECTIVE 


Travel via a lengthy path 
through forested slopes, 
or descend to the 

lake and utilize a boat 
to reach the Ruined 
Watchtower toward 

the northwest of the 
expansive lake. Expect 
to battle wolves along 
the path close to the 
watchtower entrance, which (if you use your Witcher Senses) has a wolf marking 
by it, indicating a place of interest to Witchers. 


As you step through into the threshold, a wraith rises from a skeleton near a set 
of stone steps by the secondary tower itself. Remove this threat, and search the 
skeleton slumped here to conclude your search for the basic Wolven gear. 


ITEMS: Diagram: Wolven silver sword, Journal kept by c 


the mage Hieronymus’ assistant 


OLLER ALERT X. 


E DIAGRAMS - PART. 1 (ENHANCED) e 


SILVER SWORD (ENHANCED): 
DEEP DOWN THE BARON'S WELL 


OBJECTIVE 


nme as. aaa 


There are other chests within this small but confusing tunnel structure. Begin by 
slowly entering the cave, and taking the right fork at the first junction. When this 
tunnel widens out, Keep to the left wall to spot the chest itself. 


r 
These are the first three Diagrams (Enhanced) to find in three separate locations. 
| (out of a total of six Enhanced Diagrams). ll three diagrams are found in Velen. 


ITEM: Diagram: Wolven boots - enhanced 


Visit Crow's Perch 
and ascend to the 
baron's manor. Locate 
the garden and drop 
down the well (to the 
northwest) 


ARMOR (ENHANCED): BELOW THE FOLLY, 
INTO THE LAKE 


OBJECTIVE 


Drop down into the 
cave and descend the 
stepped pathway until 
you have water directly 
in front of you. Walk along the rocky area with the water to your left, and find the 
chest close to some stalagmites. 


Between the village 
of Frischlow (to the 
south), and Fyke Isle 
in Lake Wyndamer (to 
the north) is a small 
island with the remains 
of a brick folly slowly 
sinking into the water. 
BOOTS (ENHANCED): Beware of Drowners as 
AT THE RIVER'S EDGE, BELOW THE MARSH you swim or take a boat 
there (if you find any 
underwater, introduce 
them to a crossbow bolt 
or two) 


ITEM: Diagram: Мо! 


silver sword - enhanced 


Just off the southern 
tip of the island where 
the majority of the 
brick ruins are, use 
your Witcher Senses to 
check underwater for a number of chests. The one shown here, around 15-20 
feet below the water but close to the shore, is the one to loot. 


Almost due east of 
Marauders’ Bridge, and 
northeast of Toaderas 
in the northeastern 
corner of Crookback 
Bog territory is a Grotto 
guarded by a half dozen 
Drowners. Deal with 
them before entering 
the grotto; its entrance 
faces the Pontar River 


ITEM: Diagram: 


DANGER ALERT 


\DLC/ / WOLF SC -HOOL GEAR. АК ÜPGRADI DIAGRAMS - PART 2 


r———— 


Once inside, follow the 
tunnel corridor until the 
walls widen out, and 


Related Quests: Main Quest: To Bait a ForktaiL... 
Locations: Iron Mine, Forktail Lair, Lakeside Hut, Ruined Watchtower 


Enemies: Bears, Drowners keep to the left wall 
Ignore the chest on the 
GAUNTLETS (ADVANCED): Tow tous ae 


into the Forktail's lair; 
the large open cavern 
to the east. Search for 
a wooden chest among 
the bracken, in the middle-west area of this chamber 


ITEM: Diagram: Wolven lets - enhanced 


TROUSERS [ADVANCED]: 


ü 
tts a oto rct Dm Aree agen fau er Moo BELOW THE RIPPLING WATERS 


ENTERING THE FORKTAIL'S LAIR 


From the Iron Mire, 
head across the river in 
a roughly southeastern 
direction, avoiding 
Bears and climbing 

the steep pathway to 
an area of scree, wild 
heather and meadow. 
With the river to your 
left, look for a cave 
opening within the long, vertical rock cliff, where a Forktail once flew during 

Main Quest: To Bait a focal 599 


Head to the Lakeside Hut, and wade through the muddy waters to the southern 
part of the expansive lake, heading roughly northeast, toward the relatively small 
island just off the shore line. 


600 


Тит and face south 
once you're on the small 
island, and optionally 
use your Witcher Senses 
to find the orange glow 
of a chest just below 
the water's surface on 
the southern bank of 

the island. 


ITEM: Di 


STEEL SWORD (ADVANCED): 
RETURN TO THE WATCHTOWER 


| OBJECTIVE: 


DANGER ALERT 


Head to the Ruined 
‘Watchtower at the 
northwestem end of the 
huge fake, where you 
found one of the original 
diagrams for the silver 
sword. On this occasion, 
you'e after steel sword 
plans; enter vía the main 
entrance, and climb this 
upper wall. 


Then it's simply a quick 
dash across the remains 
of the wooden platforms 
to the chest directly 
above the arched 
entrance. Pry it open and 
take the last enhanced 
diagram you need. 


ITEM: Diagram: Wolven steel swor 


POLER ALERT 4 


ПІСУ: WOLF SCHOOL GEAR UPGRADE DIAGRAMS - PART 3 (SUPERIOR) " 


rw 


Locations: Fyresdal, Fort Grymmdjarr (Ard Skellig], Lofoten, Ice Troll 
Ruins (Hindersfjall), Arinbjorn, Arinbjorn Barrow Ard Skellig) — 


Enemies: Harpies, Ice Troll, White Wolves 


ARMOR [SUPERIOR]: 
RAIDING THE HARPIES' NEST 


| OBJECTIVE 


Begin by visiting the settlement of Fyresdal on the southern coast of Ard Skellig. 
K's a short trot westwards and a little south, up some increasingly steep terrain, 
to reach the remains of Fort Grymmdjarr (unmarked) 


Deliver some Igni and killing swipes to a flock of Harpies that usually reside here. 
Then make some leaps up the wooden perimeter wall to the eastern perimeter 
battlements, walking south to the foot of the wooden tower where the chest 

is located. 


ITEM: Diagram: Wolven armor - superior 


i 
These are the first three Diagrams (Superior) to find in three separate locations 
put of a total of six Superior Diagrams). All three diagrams are found їп Skellige. 


STEEL SWORD (SUPERIOR): THROUGH THE 
FUMES IN THE ICE TROLL'S FORT 


| OBJECTIVE 


Travel to the eastern island of Hindersfjall, and make your way from the main 
village of Lofoten along the main road heading roughly westward, Continue as 
the path narrows, until you reach the top of the hill and an old set of stone ruins 
to investigate. Beware an Ice Troll lurks here! 


Whether you defeat 
the troll or not, look 

for the large and 
roughly circular hole 
and drop down, Look 
for the opening to the 
northeast. It leads down 
to a chamber where 
escaping gas makes the 
going difficult. The toxic 
fumes can be tricky, so cast Quen for some protection. Igni lights the room up, 
but only temporarily, Best to dash directly forward, and look for the chest on the 
rear wall, to the left (on the rubble) 


ITEM: Diagram: Wolven steel sword - superior 


SILVER SWORD (SUPERIOR): NESTLED IN THE BARROW'S ALCOVE 


OMG IVE eee : OT 


Take the road heading 
southeast from 
Arinbjorn, and climb the 
steep wooded slopes to 
the barrow, an ancient 
burial ground at the top 
of some winding stone 
steps and markers. 
Beware of White 
Wolves. The view up 


here Is breathtaking. ITEM: Diagram: Wolven sitver sword ~ superior 


Inside the barrow there's a scattering of pots and a small camp, but the real treasure is placed inside a tiny metal chest on the rubble pile in one of the alcoves, the 
second from the right if you're looking at the entrance steps 
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Related Quests: Secondary Quest: The Witcher's Forge, Secondary — BOOTS (SUPERIOR): 
Quest: Berengar's Blade КО EXPLORING BERENGAR'S CAVE 
Locations: Iron Mine, Berengar's Cave (Unmarked], Cave of the Tríals of 2 
Grasses (Unmarked) 
Enemies: Earth Elemental, Bears, Drowners, Endriaga, Chort, Harpies, 
Nekkers, Rotfiends 


GAUNTLETS (SUPERIOR): 
WRATH OF THE EARTH ELEMENTAL 


| OBJECTIVE: 


These are the second three Diagrams (Superior) to find in three separate locations. 
(out of a total of six Superior Diagrams). They can only be found if you've located all 
ix basic and enhanced Wolven gear elements, and you've purchased Hieronymus" 


iotes from the journeyman armorer in Hierarch Square (Novigrad City). All three. Н 
| diagrams are found in Kaer Morhen. From the Iron Mine signpost, turn and view the river and follow the banks of this. 


. w, eastward until it bends to the north. Expect Drowners and Bears along the 
river's bank, and a mixture of swimming, wading, and evading, Look to the east 
and enter the large cave mouth, known colloquially as Berengar's Cave, as you 
access this area during that Secondary Quest. 


Journey southwest 
from Kaer Morhen to 
the Iron Mines entrance, 
and enter the old 
workings. After heading 
inside, prepare to face 
a mighty Earth 
Elemental summoned 
by a mage and left as 
a sentry (as part of 
Secondary Quest: 

The Witcher's Forge). 


Turn right at the cave entrance to reach the huge interior cavern, and prepare for 
battle; there may be Endriaga, and even a bull Chort to face! The chest itself is 
along southwest part of the perimeter wall, behind a cluster of stalagmites. Use 
Aard to destroy millions of years of geology and claim the contents of the chest. 


After a ferocious battle, 
look for the stone altar 
оп the northwestern 
edge of the chamber, 
and loot the tiny chest 
sitting on the side of 
the altar 


ITEM: Diagram: Wolven Gauntlets - superior 


ITEM lolven boots - superior 
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TROUSERS (SUPERIOR): CAVE OF THE TRIALS OF THE GRASSES 


| OBJEC TIVE: 


Start your next 
expedition from Kaer 
Morhen (signpost) 
itself, climbing the 
mountainous trail to 
the northwest until you 
reach the small cave 
entrance where you 
trained during your 
youth at the time of the 
Trials of the Grasses. Expect a sizable flock of Harpies along the way. 


Head inside, and 
prepare to clear the. 
tunnel of Nekkers and 
Rotfiends. Once the 
place is only holding 
bad memories and 
skeletons to loot, look 
for the low stone wall 
on the southern wall, 
relatively near the far 
end of the tunnel, A small chest is hidden behind the stalagmites here. Smash 
them to claim your fancy pants. 


ITEM: Diagram: Wolven trousers ~ superior 


POILER ALERT X 


Locations: Condyle, Byways, Elven Ruins (Unmarked), Kimbolt Way 
Den (Unmarked) 26 
Enemies: Cannibals, Bandits, Drowners, Wraiths, Bandits, Fiend 


STEEL SWORD (MASTERCRAFTED]: 
SHIPWRECK OF THE SOUTHERN PENINSULA 


| OBJECTIVE: 


These are the first three Diagrams (Mastercrafted) to find in three separate locations. 
{out of a total of six Mastercrafed Diagrams). АП three diagrams are found in Velen.) 
Journey to the western 
side of The Mire 
territory in southwest 
Velen, and watch 
yourself as you head 
through the village of 
Condyle; it has been 
overrun by Cannibals! 
You're headed due 
south of Condyle, 
down the grassy (and 
increasingly swampy) 
river banks, and into the 
river to the south. 


Take a boat if you 
wish, or swim out to 
the sunken ship you 
can see the mast ol 
Use a crossbow if. 
the Drowners are bothering you. Take a deep breath (or a Killer Whale potion) 
and swim directly down to the stairs leading into the hold. Though there are 
other chests to loot, the one you want is directly under the hold stairs. Grab the 
diagram and surface without drowning 


IT 


A: Diagram: Wolven steel sword - mastercrafted 


ARMOR [MASTERCRAFTED]: | 
THE OFFERING AT THE ELVEN RUINS 


OBJECTIVE: 


While stil in The Mire territory, 
look for the village of Byways 
on the land mass southwest of. 
Fyke Isle. Take a trip through 
the long grass and conifers, 
heading roughly eastward, to 
an ancient elven ruin with a 
cat statue. Wraiths roam this. 
sorrowful place. 


You don't need to encounter the wraiths. You are here purely for the small chest 
hidden inside the medium-sized circular stone offering point, one of two at the 
entrance steps. Look ín the left one. 


ITEM: Diagram: Wolven armor - mastercrafted 


SILVER SWORD (MASTERCRAFTED): 
THE FIEND OF KIMBOLT WAY 


[OBJECTIVE 


This diagram requires 
a journey to the 
southeastem part of 
Velen; deep within 
Crookback Bog territory. 
From the signpost of 
Kimbolt Way, run down 
through the hamlet 
(overrun by a few unruly 
bandits) and then into 
the marsh ground to the south. Look for the large oak tree where someone has built a 
rickety den. The place is guarded by a Fiend. 


With the Fiend defeated, you are free to look over the remains of two bandits who made 
the mistake of disturbing this beast. Loot the corpses in front of the locked den, so you 
may take the key that opens the wooden door. Read the notes if you want to be slightly 
depressed. Inside the den, raid the chest. 


ITEMS: Bandit's key, Bandit's notes, Diagra 


sword - mastercrafted 


DANGER ALERT 


AR L 


— Е 2 
MASTERCRAFTED) [ | 


DLC / WOLF SCHOOL G 


Related Quests: Contract: Missing Son 


Locations: Boxholm [Ard Skellig), Dorve Ruins (Undvik], 


Old Watchtower (Spikeroog) 
Enemies: Morvudd (Fiend), Harpies, Bandits 


GAUNTLETS (MASTERCRAFTED): 
DERELICT CASTLE, DEVIANT FIEND 


f OBJECTIVE 


These are the second three Diagrams (Mastercrafte) to find in three separate locations... 
| (put of a total of six Mastercrafted Diagrams). All three diagrams are found in Skellige. 
On the main island of 
Ard Skellig, locate the 
settlement of Boxholm, 
which has been 
recently devastated by 
a powerful Fiend. The 
entity їп question is 
Morvudd, found lurking 
on the health inside a 


small derelict castle 
above the settlement. Slaying him is part of Contract: Missing Son. 


Whether you engage in a battle with Morvudd or not, the chest you seek is 
nestled on the top of the wall connected to the largest piece of the ruin, on the 
western side of the derelict castle 


END: THE WOLVEN WARRIOR 


Wolven бе 
Level 14 п 


BOOTS (MASTERCRAFTED]: 
THE LOST VILLAGE OF UNDVIK 


OBJECTIVE 


Set sail for the isle of Undvik, now deserted thanks to the Ice Giant's lumbering 
antics, and make haste to the ghost village of Dorve Ruins. Beware of Harpies as 
you explore the deserted hillside settlement. 


Look for the ruined watchtower at the top of the settlement (on the highest 
ground), and maneuver around the base of the structure until you spot the chest, $ 
sitting on its side on an outer corner. 


ITEM: Diagram: Wolven boots - mastercrafted 


TROUSERS (MASTERCRAFTED): ON THE 
LOOKOUT AT THE OLD WATCHTOWER 


| OBJECTIVE 


Another boating trip is called for; this time you're visiting the small isle of 
Spikeroog (north of Ard Skellig). Dock along the southern coast or the main 
village of Svorlag, and make your way to the Old Watchtower, guarded by a 
platoon of bandits. 


The watchtower has around eight bandits to dish out a painful death to. As 

they succumb to your superior fighting prowess, look for a small chest placed 
cunningly atop the white stone wall, above one of the archways near the wooden 
vertical support. 


ITEM: Diagram: Wolven trousers - mastercrafted 


Wolven Gear (Mastorcratted) 
required. 


Now you have the Wolven armor you need, check to see the crafting materials needed, and then seek out an armorer or blacksmith to craft this armor. 
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Related Quests: Scavenger Hunt: Griffin School Gear, Scavenger Hunt 
Feline School Gear, Scavenger Hunt: Wolven School Gear, Scavenger 
Hunt: Ursine School Gear, Scavenger Hunt: Grandmaster Griffin 
Gear, Scavenger Hunt: Grandmaster Feline Gear, Scavenger Hunt: 
Grandmaster Wolven Gear, Scavenger Hunt: Grandmaster Ursine 
Gear, Scavenger Hunt: Grandmaster Manticore Gear 

Locations: The Gran'Place, Lafargue Armory (Unmarked) 

Characters: Lazare Lafargue 

Recommended Items: Mastercrafted Witcher Gear (Griffin, Feline, 
Wolven, Ursine] 


A LAZARE FORGE ATTITUDE 
| OBJECTIVE ИР" 


| Additional lost diagrams of a most potent and incredible nature are said to exist 

| Within the vales and caves of Toussaint. Searching for five sets of Grand Master. 

| Witcher Gear diagrams is a lengthy but rewarding task. It commences when you've 
|, completed one of the following options: 


1. You explore Toussaint, and stumble upon the location of one or more of the 
| diagrams, There are Feline, Griffin, Wolven, Ursine, and Manticore diagrams to find. 


2. You visit a Notice Board, such as the one just south of The Gran'place іп Beauclair, 
|. and read the notice marked "Contract: Grandmaster Armorer". 


|| э. You visit Lazare Lafargue (without knowledge o his notice), a noted Grand Master 
| armorer of Beauclair, and discuss the availabilty о! such rare diagrams. This is 

the quest you are currently reading, and you are encouraged to complete this first, 
| _soyou can start each of the ve Scavenger Hunts all at once, and finish them at 
your leisure, 


| Remember! In order to create the Grandmaster gear of each Witcher School (with 

the exception of the Manticore gear), you require Mastercrafted gear of that school, 
|) which you can find by finishing the previous Scavenger Hunts, With four of the five 
J| gear diagrams, you can find the gear in any order you like (as all are Grandmaster 
[| diagrams). For Manticore equipment, you need only Grandmaster gear. 


Beauclair's best armorer seeks a brave man to help recover some long-lost 
diagrams, Though the contract is highly dangerous (and isn't technically a 
“Witcher Contract”), the reward is said to be lucrative. More details are available 
at the armorer's shop, on the corner in Hauteville, one of the poshest parts of 
town. Step inside, and you're greeted by Lazare Lafargue, who immediately 
recognizes you're from the School of the Wolf. 


He tells you that he's spent years seeking diagrams for Witcher armor of 
exceptional, grandmaster quality. Though you've heard of such equipment, you 
believed them all lost. Not quite! The holders of the diagrams came to Toussaint, 
but they perished, and you need to learn where and retrieve the diagrams. In 
return, Lafargue will forge whatever you fancy. Ask how the diagrams wound 

up in Toussaint, and Lafargue mentions the legendary elven master armorer 
Tyen'sail, who Lafargue learned his trade from. You can ask how he ended up 
apprenticed to an elf, before requesting more information on where to look for 
the diagrams. 


Lafargue knows of five likely fallen Witchers, each from a different school: the 
Wolf, Griffin, Cat, Bear, and Manticore. Ask about the following School gear: 


* The Wolf: Witcher Adon was hired as an escort on an archaeological 
expedition to the elven ruins at Termes. 


* The Griffin: The Witcher took a contract at Fort Ussar and required better gear 


* The Cat: Bartolomé de Launay, a ducal armorer, asked to confirm the 
authenticity of a Witcher diagram; a Witcher had offered it for sale in return 
for a full set of gear. Soon after, de Launay disappeared. 


* The Bear: Lafargue remembers a towering Witcher who haggled with 
Tyen'Sail like a fishwife, and pledged to bring them coin after completing а 
contract at the Tufo vineyard. 


* The Manticore: A century past, Witcher Merten visited Tyen'Sail and made a 
poor impression; stinking like a dwarf and quarreling fiercely. Folk say the 
Witcher brawled with the Ducal Guard and was arrested and sentenced to 
Bastoy Prison. 


Now you have the five snippets of information, the five Grandmaster Witcher 
Gear Scavenger Hunts begin, and this quest stalls temporarily 


GRANDMASTER LAFARGUE AND THE 
FURIOUS FORGE 


; OBJECTIVES: 


To complete this quest, all you need to do is finish one of the following 
five quests: 


* Scavenger Hunt Grandmaster Griffin Gear (see page 605) 
Scavenger Hunt: Grandmaster Feline Gear (see page 606). 

• Scavenger Hunt: Grandmaster Wolven Gear (see раде 608) 

* Scavenger Hunt: Grandmaster Ursine Gear (see page 610). 

* Scavenger Hunt: Grandmaster Manticore Gear (see page 611). 


When ай diagrams of any of these five schools have been found, return to 
Lafargue, and speak to him, telling him you've found something. When a 
complete set of diagrams are in your possession, he can make a draft of them, 
and become the first Grand Master Armorer in all of Toussaint and the Northern 
Realms! At this point, you can have him craft whatever Grandmaster armor you 
wish (materials are available in his armory if you don't have them, but you must 
bring the Mastercrafted equipment from previous Scavenger Hunts so this gear 
can be further augmented). The quest now concludes. 


Secondary Quest: Turn and Face the Strange, 
J: Knight for Hire, Contrac 
Blues, Sca ter Master Master Master! 
Hunt: Griffin 
s: Lafargue Armory (Unmarked), Fort Ussar Ri 
arked) 
п Augustus Fierabras, Witcher 
Jerome, Pr 
Епетіе 
Fleder 


Recommended Items: Mastercrafte й ffin) 


Filibert Fourfinge 


Garkain 


This quest commences when you've completed one of the following options: 


1.You explore Toussaint, and stumble upon the location of one or more of the 
| Grandmaster Griffin diagrams. 


2. You visit a Notice Board, such as the one just south of The Gran'place in Beauclair, 
‘and read the notice marked "Contract: Grandmaster Armorer”, and start 
Scavenger Hunt: Master Master Master Master! (see page 604). 


| 3. You visit Lazare Lafargue (without knowledge of his notice), a noted Grand Master 
| armorer of Beauclair, and start Scavenger Hunt: Master, Master, Master, Master! 


(see page 604). 


Remember! In order to create Griffin Grandmaster gear, you require Mastercrafted 
gear of that school, which it is recommended you find by finishing Scavenger Hunt: 
Griffin School Gear (see page 605). You need to find the gear in the following order; — 


| sic, Enhanced, Superior, Mastercrafted, and finally Grandmaster, _ н 


| OBJECTIVES: _ 


Lazare Lafargue mentioned that a Witcher from the Griffin school took on a 
Contract at Fort Ussar, and this is the best place to start searching. Trek to the 
eastern edge of Toussaint, deep in The Champs Désolés Territory, to the large, 
flat summit where the tumbledown ruins of Fort Ussar stil stand. Remain on the 
summit surface, watching for two Slyzards at this monster nest (usually active 

if Contract: Bovine Blues has been started), and enter the ruined fort itself. The 
chest you require is tucked away under some stone steps. Loot it, and gather the 


following vital items: 


ITEMS: Captain Augustus Flerabras report, Diagram: Grandmaster 
Griffin steel 


rd, Diagram: 


ster Griffin 


Diagram: Grandma: 


Read the report, concerning a Witcher named Jerome, who was initially a 
paragon of politeness regarding a contract at a castle on Mont Crane, until 
Fierabras mentioned payment would be from the coffers of a mage named 
Moreau, after which Jerome flew into a rage. How curious. 


SPOILER ALERT X, 


A BATTLE FOR THE AGES AT MONT 
CRANE CASTLE 


OBJECTIVE 


Prepare for a protracted fight with a large number of bandits as you close in on 
this windswept castle at the summit of Mont Crane. 


O Mont Crane is one of three bases of operations for an infamous outlaw gangs 


known as a Hanse. Be particularly wary and prepare for a tough fight. These bandits 
аге well-organized and, when attacked, might call for help from neighboring camps. 
To prevent this, kil bandits running with torches (that show up on your mini-map) 
toward signal fires (also on your mini-map). Your goal is to Kill the hanse's leader. 


HANDLUNGUNBANSEBASE 
w THE MONT CRANE CASTLE MASSACRE 
O тыз base is particularly problematic as there is only one way іп and out (from | 
the south), and you're heading uphill to reach the bailey (inner courtyard atop the 
steps from the outer courtyard). Expect around 16 foes, and double that if tho signal 
fire is lit. 


Itis fortunate then, that this guide has some tactics to ensure victory against these 
‘overwhelming forces, as part of Secondary Quest (Unmarked): Knight for Hire (see 
page 463). Consult the section on Mont Crane Castle, and remember that you don't 
need to slay all foes to progress in this quest (so you can leave the enemies on the 
upper bailey alone, and especially the leader Filibert Fourfingers). J 


| OBJECTIVE 


Once you have the 
leisure time to inspect 
Mont Crane Castle a 
little more meticulously, 
after all bandits that 
pose an immediate 
threat to you are 
neutralized, look around 
the lower courtyard, to 
a section of ruined wal 
in the northwest corner. Use the Eye of Nehaleni to remove the illusion; this is 
actually a cracked entrance into the lower dungeon of the castle itself! 
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Descend down the 
stairs, tum right, and 
ignore the corridor 
immediately to your right 
(southeast). Instead, 
follow the perimeter 
passageway forward 
(northeast), and then 
tum right; just before the 
last right tum which is a 
dead-end. Continue southeast down the passage that ends in a bookcase alcove. 
Examine the table, which contains a useful Power crystal. Pick it up. 


| OBJECTIVES: - 


Head down the connecting corridor with evidence of Moreau's laboratory desks, 
stills, shelves of strange liquids and a row of barrels on an inaccessible loft 
above you. Turn left (southeast) to face a seemingly sealed stone archway wall 
relief. Use your Witcher Senses to pick out a button on the right side of the relief 
and press it. The stone arch slides back, revealing a secret passage! 


Just beyond this secret door is a small passage leading to an open chest on your 
left. Gather some required reading, including Moreau's journal from here. Read 
the notes, which detail Moreau's son, the Witcher Jerome, arriving at Fort Ussar 
in readiness for some experimentation. The notes also mention an activation 
crystal, which you are fortunate to have already found. Slot it into the elven 
bracket on the wall, then summon a blast of Aard to power it. A portal appears to 
your right. Enter it! 


ITEMS: Moreau's journal, Book: Golem, or Man's most Faithful 
Servant, Book: Witchers: Not Quite the Devils You Thought, 
Book: Monstrum, or a Portrayal of Witchers, Volume 1 


JEROME MOREAU'S PRISON 


СУС © DANGER ALERT 


Related Quests: Secondary Quest (Unmarked): Knight for Hire, 
Scavenger Hunt: Master Master Master Master!, 
Scavenger Hunt: Feline School Gear 

Locations: Lafargue Armory (Unmarked), Trading Post, Villa Vedette 
(Unmarked), Arthach Palace Ruins, Pits of Brume (Umarked] 

Characters: Lazare Lafargue, Bartolomé de Launay, Clerk, Antoine. 
“Starling” Straggen, Witcher Lexandre 

Enemies: Bandits, Hanse Dogs, Antoine “Starling” Straggen, Wild Dogs, 
Archespores 

| Recommended Items: Mastercrafted Witcher Gear [Feline] 


OUT FOR THE COUNT, DOWN FOR THE CLERK 


[ OBJECTIVE: 


You appear in Mont Crane Cave (an unmarked Monster Den north of the castle). 
As one of the books you just found is related to golems, it shouldn't come as a 
surprise that Moreau's lumbering familiar is still guarding this underground area. 
Fortunately, it is as slow-moving as it is strong. Defeat it in glorious combat (the 
Bestiary on page 728 has some Golem-slaying plans), before pushing further up 
into the prison, away from the portal 


There's much to discover here; a tiny chest on a shelf, close to the large stone 
fireplace and oven, contains a diagram. There's another diagram just sitting 

out on a small table by two large copper brewing stills (there's a note made by 
Jerome on the back of this diagram; a letter to his father Professor Moreau, that 
is distinctly the opposite of an affectionate missive). On a chair is a small sack 
containing a shirt and the final diagram. 


Grandmaster Griffin 
Griffin sitver swor 


ITEMS: га! 


‘mor, Diagram: Grandmaster 
Diagram: Grandmaster Griffin trousers 


This concludes the quest for the Grandmaster diagrams, but you still need to 
leave this cave. Interact with the rock wall to the left of the fireplace; it is an 
illusion, allowing you to reveal a separate section of cave, where you can loot 
some choice chests, drop into a pool of water, and escape back into Toussaint 
via a cave mouth north of Mont Crane Castle, in an area east of Basane Farm. 
Beware of Fleders and a Garkain lurking in this Monster Den. 


MASTER*MASTER'MASTET 


Y 4 MASTE 


It this is the first set of Grandmaster Witcher diagrams you've collected, return to 
Lazare Lafargue to let him make copies, and finish Scavenger Hunt: Master Master 
Master Master! (which is technically a Secondary Quest if you're looking for it in 
your Quest Panel menu), 


END: THE GRAND 
GRIFFIN WARRIOR 


Behold the best possible Griffin armor ever 
created by man or elf! Check the crafting 
materials needed, and seek out Lazare 
Lafargue to craft this armor and weaponry, 


This quest commences when you've completed one of the following options: 


| 1-You explore Toussaint, and stumble upon the location of one or more of the 
| Grandmaster Feline diagrams. 


| 2. You visit a Notice Board, such as the one just south of The Gran'place in Beauclalr, 
| and read the notice marked “Contract: Grandmaster Armorer", and start. 
‘Scavenger Hunt: Master Master Master Master! (see page 604). 


1 з. You visit Lazare Lafargue (without knowledge of his notice), a noted Grand Master 
armorer of Beauclair, and start Scavenger Hunt: Master Master Master Master! 
{see page 604). 


Remember! In order to create Feline Grandmaster gear, you require Mastercrafted 
|| gear of that school, which it is recommended you find by finishing Scavenger Hunt: 

Feline School Gear (see page 606). You need to find the gear in the following order: 
L Basic, Enhanced, Superior, Mastercrafted, and finally Grandmaster. 


Previous conversations 
with Lazare Lafargue 
has lead you to learn 
that Bartolomé de 
Launay, a биса! 
armorer, was asked to 
confirm the authenticity 
of a Witcher diagram; 

a Witcher had offered 

it for sale. Soon after, 
de Launay disappeared. The home of de Launay is as good a place to start 

this investigation. Head north, deep into the Vedette Valley territory, continuing 
northward from the Trading Post along the road, before making a right (easterly) 
turn. Ahead is the faded grandeur of Bartolomé de Launay's residence, known as 
Villa Vedette. The front gate is firmly locked. 


| OBJECTIVE 


Head counterclockwise around the perimeter wall of the estate, passing a large 
tree, and locating some partly-ruined wooden scaffolding in the southeast 
corner of the wall. Leap and clamber up and on top of the perimeter wall, and 
drop down into the estate's grounds. You discover (and can attack with ranged 
projectiles from the perimeter wall before dropping down if you wish) a unit of 
seven bandits, busy figuring out what to do with a captured man. A swift and 
bloody combat later, you're the one doing the choosing, 


This Clerk is a Person in Distress, and is much less anxious after a momentary 
loss of composure, You can buy from him, ask what he's doing here, and inquire 
about the Witcher diagrams. He hasn't made a thorough account of the items in 
this place, but you're welcome to ferret about for anything you require. 


> 4 KNIGHTFORHIRE 


This heroic deed pays dividends; visit the ducal camerlengo, who can be found in 
his office in the Knights Dormant Square in Beauclair (close to the main bridge to 
the palace, and The Gran Place Signpost). Consult the Unmarked Secondary Quest: 
Knight for Hire for further details. 


| OBJECTIVES: 


BANDITS' LAMENT AT ARTHACH PALACE 


Exit the Villa Vedette, 
and make your way 
roughly west, across 
the crossroads, toward. 
the marshlands where. 
the ruins of Arthach 
Palace still stand. Along 
the way, expect to 
encounter a mounted 
bandit, and around four 
infantry on the right (north) side of the track. This is but a taste of the carnage lo 
come! Cross the remains of a small elven bridge, and the palace tower, with its 
tumbledown crenellations, looms out of the marsh ahead of you. 


HANSE BASE: OUTLAWS RULE HERE! 


® Arthach Palace Ruins is one of three bases of operations for an infamous 
outlaw gang; a place known as a "Hanse." Be particularly wary and prepare for a 
tough fight. These bandits are well-organized and when attacked might call for help 
from neighboring camps. To prevent this, kill bandits running with torches (that 


SCAVENGER 
HUNTS 


10 


show up on your mini-map) toward signal fires (also on your mini-map). Your goal is 
to kill the hanse's leader. 


HA 
THE ARTH. 


Î Though the place has upward о! 30 bandits, and at least a dozen more to 
call on if the signal fire is lit, you have the luxury of retreating and returning, and 
attacking from any direction you wish. The only time you may be surrounded is if 
you venture onto the battlements; so staying on the ground and using projectiles is. 
favored. Despite this, bettering the Hanse forces of Antoine “Starling” Straggen is no 
walk in the park. 


it is fortunate then, that this guide has some stratagems to ensure victory against. 
these overwhelming forces, as part of Secondary Quest (Unmarked): Knight for Hire 
(see page 463). Consult the section on Arthach Palace Ruins, and remember that 
you don't need to slay all foes to progress in this quest (so you can leave the leader 
Antoine “Starling” Straggen, who is up on the central tower). 


| OBJECTIVE 


The place is a mess, 
and among the detritus 
there's some minor loot 
1o pocket if you wish. 
But the reason you're 
here is revealed once 
you find the unlocked 
door into the building in 
the northwest corner of 
the compound (with the 
red walls). Enter, turn left past the kitchen, into an old study area, and inspect the 
painting on the wall. Loot it to discover two pieces of parchment critical to your 
needs. Read the letter immediately; it appears Count de Launay was setting a 
trap for the Witcher who visited him, and went for protection to the bandits who 
dwell in the ruins of Arthach Palace. 


ITEMS: Letter to Bartolomé de Launay, Diagram: Grandmaster 
Feline armor 


Once the extreme bout of carnage has ended, whether or not you summon the 
Knights errant to commander this location or not, you can make off with the. 
following parchments, found on the northern ruined ramparts, just in front and to 
the right of the signal fire. The leader's report makes worthwhile reading, as it tells 
the story of double-crossing the Count and torturing the Witcher to death, after 
learning the remaining diagrams were hidden in a place called the Pits of Brume. 


ITEMS: Hanse leader's notes, Diagra 
Diagram: Grandmaster Feline boots 


FORCING BACK FOLIAGE IN THE PITS 
OF BRUME 


OBJECTIVES: 


A quick check of your map indicates the Pits of Brume aren't far away; a short 
jog through the bog in а roughly southeasterly direction. Along the way, you may 
encounter another Bandit Camp. This one has around four foes and a dog, and 
closer to the Pits entrance, a pack of Wild Dogs may cause some minimal panic. 
On the meadow grass just before you discover the Pits narrow cave entrance, 
expect an Archespore to need weeding. 


607 


608 


Follow the narrow tunnel until it bends round to the left, and take the right 
(upper) fork at the junction. This way you can overlook the main pit cavern, and 
deal with two unruly Archespores. After the plant life is cut back, check the far 
(northwest) end of the pit, where the journal of Witcher Lexandre can be found 
near a small burlap cot. A vial, and more importantly, the remaining Witcher 
diagrams are found in the knapsack here. 


ITEMS: Lexandre's journal, Diagram: Grandmaster Feline steel 
sword, Diagram: Grandmaster Feline silver sword, 
Diagram: Grandmaster Feline gauntlets 


QQQ QQ DANGER ALERT 


[6 13 " 
2877 


Related Quests: Secondary Quest (Unmarked): Knight for Hire, 
Scavenger Hunt: Master Master Master Master!, Scavenger Hunt: — 
Wolven School Gear 

Locations: Lafargue Armory (Unmarked), Termes Palace Ruins 

Characters: Lazare Lafargue, Witcher Adona of Carreras, Master 
Tyen'sail, Isabelle Duchamp, George Herbert 

Enemies: Archespore, Boars 

Recommended Items: Mastercrafted Witcher Gear (Wolven] 


HERE LIES OUR FATHER. 
HE DIED SO OTHERS MAY LIVE. 


| OBJECTIVE: _ 


|" This quest commences when you've completed one of the following options: 


| 1.You explore Toussaint, and stumble upon the location of опе or more of the 
Grandmaster Wolven diagrams. 


| 

! 2. You visit a Notice Board, such as the one just south of The Gran'place in Beaüclair, 
| and read the notice marked "Contract: Grandmaster Armorer, and start 

|| Scavenger Hunt: Master Master Master Master! (вее page 604). 


|| 3.You visit Lazare Lafargue (without knowledge of his notice), a noted Grand Master 


‘armorer of Beauclair, and start Scavenger Hunt: Master Master Master Master! 
(see page 604). 


Remember! In order to create Wolven Grandmaster gear, you require Mastercrafted 
| gear of that school, which itis recommended you find by finishing Scavenger Hunt: | 
Wolven School Gear (see page 608). You need to find the gear in the following order: | 


| Basic, Enhanced, Superior, Mastercratted, and finally Grandmaster, ] 
M ———————— —— 


This concludes the quest for the Grandmaster diagrams, but you still need to 
leave this pit; simply return the way you came, or head further in to gather any 
remaining loot you wish. 


> МА$ТЕ 


MASTER*MASTER-MASTER! 


If this is the first set of Grandmaster Witcher diagrams you've collected, return to 
Lazare Lafargue to let him make copies, and finish Scavenger Hunt: Master Master 
Master Master! (which is technically a Secondary Quest if you're looking for it in 
your Quest Panel menu). 


END: THE GRAND 
FELINE WARRIOR 


This is the finest quality Feline armor 
ever constructed! Check the crafting 
materials needed, and seek out Lazare 
Lafargue to craft this armor and weaponry. 
Consult A Witcher's Inventory in the eGuide 
for more details. 


RANDMASTE 


During your chat with 
Lazare Lafargue, 

you learned that 
Witcher Adon was 
hired as an escort 

оп an archaeological 
expedition to the elven 
ruins at Termes. Now 
‘seems as good time 
as any to head to the 
expedition site, which is over on the far eastern side of Toussaint, at the Termes 
Palace Ruins, in northeast Caroberta Woods Territory. As you arrive, the camp 

is just south of the elven ruins, and the rotting tents are still visible, Conduct a 
search of the camp, after dealing with the plant-lfe here; an Archespore needs to 
be de-headed. Then use your Witcher Senses to find a tiny chest under a bench 
between two tents. 


ITEM: Isabelle Duchamp’ Journal 


The journal is a diary of an expedition to study the elven ruins here, gaining entry 
using something called the “Purple Ruby of Aed Gynvael" 


| OBJECTIVES: 


Itseems the 
investigation is to take 
you into the elven 

ruins. Make a careful 
inspection of the entire. 
area around the ancient 
arches. Beneath them, 
behind a small waterfall 
(and a cracked wall 

you use Aard to break 
it open), is a Place of Power to optionally locate. There are a few scattered 
sacks and chests of loot to open on the ruins themselves. Expect to be harried 
by the occasional forest Boar, But you're here to find the purple barrier pictured 
previously; an archway in the roughly northern part of the ruins. When you find 
it, you see there's a slot on the right side of the inner archway, which probably 
deactivates the barrier, But where is it? 


| OBJECTIVE 


Fortunately, it's extremely close by (and easily overlooked); it is on the right 

side of the tiled floor entrance you can see in the previous picture; at the foot 

of the fallen masonry step, and is found along with a letter, Read the letter, a 
haughty report about an overly-cautious Witcher in the service of “Duchamp” the 
lead archeologist. Now head to the purple barrier, slot in the ruby, and explore 
the chambers. 


ITEMS: Purple Ruby, Georg 


HERE LIES OUR WITCHER. 
HE DIED WHEN A ROCK FELL ON HIM. 


OBJECTIVE 


If you've been busy coating your sword in specter oil, you've correctly predicted 
this elven tomb holds a number of unquiet spirits! Slowly descend the steps, and 
engage two Barghests in combat. It's recommended you make slow and steady 
progress through these ruins, to avoid becoming overwhelmed by spectral 
forces. When both astral hounds are dispatched, use your Witcher Senses to look 
for the skeletal remains in the first chamber. They appear to have been running 
for the exit. 


The sturdy arched door 
to your right (west) is 
firmly locked, meaning 
the only way is left 
(east) and down the 
steps. Use Aard on the 
cracked wall preventing 
further progress, and 
step through into а 
more rocky tunnel, 
turning right (south), moving into a larger cavern where a Giant Centipede must 
be slain. Afterward, feel free to search for a minor chest and loot, before locating 
a second weakened wall and blasting it open to reach the second part of the 
underground ruins. 


You are immediately set upon by two Barghests and four Wraiths, so it is 
imperative you prepare for this combat! If you're feeling overwhelmed, retreat 
into the giant centipede cavern to regroup; rushing further into the ruins simply 
‘summons two more wraiths! It is worth remaining in this secondary chamber 
and fighting any remaining guardians of these depths. 


After the wraiths are defeated, head right (east) to a room with a dead end, and 
a huge boulder brought down from above. The skeletal remains of Witcher Adon 
сап be found partly under this massive rock; he brought this down to crush his 
foes, and ended up killing himself, too. He's carrying some of the diagrams you 
seek. Gather them before continuing, 


ITEMS: Diagram: Grandmaster Wolven steel sword, 
Diagram: Grandmaster Wolven silver sword, 


Diagram: Grandmaster Wolven gauntlets 


Head west now, into a tomb where you make a spectacular discovery—the tomb 
of King Divethaf himself! Inspect the plaque, then a satchel strewn on the lile 
floor in this chamber. It looks like it belonged to a Witcher. It also contains the 
three remaining diagrams you seek! The journal also found in the satchel may 
cause a smile of melancholy; the Witcher came to Toussaint at Vesemir's request. 


ITEMS: Adona of Carreras’ journal, Diagram: Grandmaster Wolven 
armor, Diagram: Grandmaster Wolven trousers, Diagram: 
Grandmaster Wolven boots 


This concludes the quest for the Grandmaster diagrams, but you stil need to 
leave these ruins. Simply inspect the ruins for any further loot, before you head 
through the archway to the north, turn right (east), gather a key at the foot of the 
sturdy door you couldn't open previously, and unlock it. From here, ascend the 
steps back outside. 


Upon exiting the ruins, the responsible thing to do is to remove the crystal to seal 
them back. They're sealed for a reason after all, and leaving them open just lets 
more Wraiths and Barghests out to roam the area 


If this is the first set of Grandmaster Witcher diagrams you've collected, return to 
Lazare Lafargue to let him make copies, and finish Scavenger Hunt: Master Master 
‘Master Master! (which is technically a Secondary Quest if you're looking for it in 
your Quest Pane! menu). 


END: THE GRAND WOLVEN WARRIOR 


Behold the very best Wolven armor ever 
forged by elf or man! Check the crafting 
materials needed, and seek out Lazare 
Lafargue to craft this armor and weaponry. 


SCAVENGER 
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OO QO DANGERA 


Related Quests: Scavenger Hunt: Master Master Master Master!, 
Scavenger Hunt: Bear School Gear, Contract: The Tufo Monster — 

Locations: Lafargue Armory (Unmarked), Flovive, Marcescent Forest. 
Filament Stream 

Characters: Lazare Lafargue, Charite Gontran de Tufo, Witcher Junod 


of Bethaven 
Enemies: Bears, Giant Centipedes, The Tufo Monster (Shaelmaar] 
Recommended Items: Mastercrafted Witcher Gear (Ursine] 


UNDERMINING THE PEASANTS OF FLOVIVE 
| OBJECTIVE 


| This quest commences when you've completed one of the following options: 


|| 1.You explore Toussaint, and stumble upon the location of one or more of the 
Grandmaster Ursine (Bear) diagrams. 


| 2. You visit a Notice Board, such as the one just south of The Gran'place in Beauclair, 
|| and read the notice marked “Contract: Grandmaster Armorer", and start 
Scavenger Hunt: Master Master Master Master! (see page 604). 


3, You visit Lazare Lafargue (without knowledge of his notice), a noted Grand Master 
armorer of Beauclair, and start Scavenger Hunt: Master Master Master Master! 
(see page 604). 


Remember! In order to create Ursine Grandmaster gear, you require Mastercrafted 
| gear of that school, which it is recommended you find by finishing Scavenger Hunt: 
Bear School Gear (see page 610). You need to find the gear in the following order: 


Basic, Enhanced, Superior, Mastercrafted, and finally Grandmaster, 
— ШнорННА — M———— 


| OBJECTIVES: _ 


Previous conversation 
with Lazare Lafargue 
has him recall а 
towering Witcher who 
haggled with Tyen'Sall 
like a fishwife, and 
pledged to bring them 
соп after completing 

a contract at the Tufo 
vineyard. The Tufo estate 
is across the lake to the east, in Sansretour Marsh, but the exact location is slightly 
further southwest, in the village of Flovive. When you enter the north area of the 
village, one of the buildings looks particularly unstable, with caved-in foundations, 


The building is unsafe 
for habitation, and 
there's little of note 
inside. But pass through 
or head around into the 
back yard, and there's a 
sizable dip in the earth; 
а sagging area where 
rocks and wood have 
fallen over a hole that 
used to lead to a wine cellar. Use Aard and clear the entrance. 


bs 


This leads to an 
abandoned wine 
cellar, which is devoid 
of anything but the 
least desirable plonk. 
However, there's 
something glittering 

in the first alcove on 
your right, as you enter 
It's a chest with three 
diagrams, and a journal of the building's owner regarding Tufo's contract with 

a Witcher “as big as a mountain and bearded as a dwarf." There's a claim of a 
subterranean monster near a stream; that's your next area of investigation. 


ITEMS: Charite Gontran de Tufo's journal, Diagram: Grandmaster 


Ursine silver sword, Diagram: Grandmaster Ursine armor, 
Diagram: Grandmaster Ursine gauntlets 


WITCHER JUNOD'S FINAL JAUNT 


| OBJECTIVES: _ 


The supposed entrance to the underground lair of the tectonic terror the Witcher 
set off to search for is north and a little west of your current location in Flovive. Set 
off across the Tufo Vineyard, before descending into the lightly-wooded Marcescent 
Forest. You may have a couple of Bears (what else?) to contend with en route to an 
idyllic and shallow body of water known as Filament Stream. On the north side of 
this pond is a cave entrance. Time to see if the Witcher left any tracks. 


A TUFO-ONE QUEST DEAL 


THE TUFO MONSTER 


This cave is home to an exceptionally frightening monster; but one which you need 
not fight if you don't venture into the large, final chamber of this cave complex. 

M you wish to know what beast you're facing, consult Contract: The Tufo Monster 
(see page 544). You also have a few scattered skeletons and other loot to optionally 
gather during your exploration here. 


OBJECTIVE 


Drop down the cave 
hole, and check the 
area to your left 
(northwest), unless the 
spittle from the Giant 
Centipede on your right 
(southeast) sends you 
into a blood-rage, and 
you need to slay this 
creature first. You'll face 
this insect anyway, so clear the area of foes. 


Backtrack to the northwest part of the tunnel, and blast apart a collection of 
rubble (or climb over it) to reach a dead-end. However, there's some bedding and 
a letter written by the Witcher himself. It tells of buildings around here collapsing, 
and that Witcher Junod has daubed symbols of his schoo! on the interior cave 
walls so he can navigate his way through this cave complex. 


ITEM: Warning 


This concludes the quest for the Grandmaster diagrams. You can read тоге 
about Witcher Junod's final moments facing the great beast in this cave. Then 
retrace your steps, as the last tunnel (right at the main junction) leads to the 
massive lair of the Tufo Monster. Be sure the Contract of the same name is active 


Тит and head deeper t you wish to face this creature. Otherwise, retrace your steps back outside. 

into the cave system, 

passing the Giant > MASTER:MASTER*MASTER'MASTER! 

Centipede-slaying 

chamber, and using If this is the first set of Grandmaster Witcher diagrams you've collected, return to 

your Witcher Senses to Lazare Lafargue to let him make copies, and finish Scavenger Hunt: Master Master 

spot bear head symbols | Master Master! (which is technically a Secondary Quest if you're looking for it in 

along the walls. It isn’t your Quest Panel menu). 

necessary to find all of 

them (or any of them) ! END: THE GRAND & 
Cross the cavern, into some narrow burrowing tunnels. The left fork leads to a =] U RSIN E WARRIOR ge 
short dead-end so head right, following the tunnel to a main junction (and bear as 
symbol), There's a tunnel left of you, leading to a dead end. Drop down at the Geralt is clad in the most spectacular Bm 
junction, as the tunnel continues left and right. Head left, into a Giant Centipede Ursine armor ever created! Check the. |. B 
cave. Fight the disgusting beast, as it is burrowing around the remains of the crafting materials needed, and seek 
Witcher, along with the remainder of the diagrams! out Lazare Lafargue to craft this armor 


and weaponry. 


ITEMS: Junod of Belhaven's journal, Diagram: Grandmaster Ursine 
trousers, Diagram: Grandmaster Ursine steel sword, 
Diagram: Grandmaster Ursine boots. 


OOOO DANGER ALERT 


GRANDM/ 


cavenger Hunt: Master Master Master Master!, | OBJECTIVE 

Secondary Quest: Big Feet to Fill, Treasure Hunt: The Toussaint — 3 

Prison Experiment 
Locations: Lafargue Armory (Unmarked), Bastoy Prison Ruins 

(Unmarked), Lebioda's Prayer Cave (Unmarked), Prophet Lebioda's According to the Beauclair armorer Lazare Lafargue, one century ago, Witcher 

Statue, Murky Delve (Unmarked), Lake of Cleansing (Unmarked) Merten visited Tyen'Sail and made a poor impression; stinking like a dwarf and 
Characters: Lazare Lafargue, Witcher Merten, The Prophet Lebioda, quarreling fiercely. Folk say the Witcher brawled with the Ducal Guard and was 

Beggars, Peasant, Mystery Man arrested and sentenced to Bastoy Prison. The ruins of the prison itself are deep 
Enemies: Alp, Panthers, Spirit of the Great Beggar, Bruxae, Kikimores in the Gorgon Foothills, on the western side of Toussaint. From the Chuchote 
Cave, take the road to the south across the footbridge, and head around Lac 
Celavy heading roughly southwest, until the Bastoy Prison Ruins loom up at you 


PILGRIMAGE AT BASTOY PRISON RUINS коа. 


A thorough exploration 
may reveal a Treasure 
Hunt (and a tiny locked. 
chest unrelated to this. 
quest) and an Alp to 
face in battle; part of. 
"The Toussaint Prison 
Experiment" (see 
page 573). However, 
you're here for some 
Manticore gear diagrams, so enter the investigation area and climb the wall 


This quest commences when you've completed one of the following options: 


|| 1, You explore Toussaint, and stumble upon the location of one or more of the 
| Grandmaster Manticore diagrams 


| 2.You visit a Notice Board, such as the one just south of The Gran'place in Beauclair, | 
‘and read the notice marked “Contract: Grandmaster Armorer", and start. | 
Scavenger Hunt: Master Master Master Master! (see page 604). | 


| 
3, You visit Lazare Lafargue (without knowledge of his notice), a noted Grand Master | 
armorer of Beauclair, and start Scavenger Hunt: Master Master Master Master! 


еме: | toa wooden balcony leading to the ruins of a prison tower. Look for a loose 
Remember! The fabled Manticore set of Witcher gear diagrams only come in опе stone on the wall near the gap to the balcony; it contains the first diagram you 
isa [фикр жу m previous Scavenger Hunts to complete 1 see Break open the book you find with the diagram; it charts the conversion 
| y E of Witcher Merten to the cult of Lebioda. In fact, it suggests Merten went to а 


legendary cave frequented by the deity. 


ITEMS: Prisoner's journal, Diagram: Manticore steel sword 


en 


612 


AHOPE AND A PRAYER 


| OBJECTIVES: _ 


Lebloda's Prayer 

Cave is an unmarked 
location all the way 
across Toussaint, on 
the western side of the 
Duchy in the Caroberta 
Woods Territory, 
southeast of Gelenser 
Farm, and southwest 
of the Termese Palace 
Ruins. Head deep into the woods, following an overgrown path between a rocky 
dell, engaging a couple of Panthers їп combat along the way. The cave entrance 
is unassuming, but once you enter, there's evidence of impressive carvings. 


Descend into the circular chamber, now a shrine to Lebioda, and adorned with 
his teachings carved into the walls, Read them at your leisure. You should also 
notice а number of slips of paper adhered to the walls, with a prayer on each 
‘one, Any of particular interest glow red when you employ your Witcher senses, 
but most are simple requests for loved ones to be well, or to forgive them for a 
misdeed, Look to the prayer notes on the southeast wall 


The one to the far right was written by Witcher Merten; written on the back of the 
second diagram! Read the parchment; Merten seeks to denounce his sins, and 
meet with someone called “The Great Beggar” at the Temple of Lebioda. 


ET Manticore armor 


ITE 


m 


THIS BEGGAR'S BELIEF 


| OBJECTIVES 


The pilgrimage 
continues! The Temple 
of Lebioda is an 
impressive landmark 
that lies on the western. 
banks of the Sansretour 
River, part of the 
Prophet Lebioda Statue 
complex, which may 
have been completed 

if you finished Secondary Quest: Big Feet to Fill (see page 457). Venture west, 
‘and find the temple behind the monumental statue of Lebioda. Head through 
the grand (but crumbling) opening, into an entrance crypt. Ahead is a sealed 
archway; blast it apart with a sturdy Aard blow. 


Beyond the bricked-up wall is a tormented wraith, the Spirit of the Great Beggar. 
It is a powerful specter with a forceful, Aard-like blast that can knock you back, 
and a staff that may be ethereal, but it still hurts when it strikes you! Use similar 
tactics to those you use when defeating wraiths and human ghosts. When you ve 
slain the spirit, look about this chamber; the Bones of the Great Beggar lie 
scattered on the floor here. Gather them up. 


Great Beggar 


Continue your search of the Great Beggar's chamber; on a small table Is a tiny 
chest to loot; it contains two more diagrams and a journal. Reading the journal 


_ reveals the locals had been angered by the Beggar's preaching about Lebioda, 


but that a man named Merten had raised his spirits. The Beggar recommended 
Merten visit the Hidden Chapel, a bleak place where a trial would await him. 
That appears to be your next location to find. Before you leave the temple, inter 
the bones you found in one of the entrance sarcophagi, so the Great Beggar may 
finally rest in peace 


ITEMS: The Great Beggar's journal, Diagram: Manticore trousers. 
Diagram: Manticore boots | 


A MURKY DELVE: 
TRIALS AT THE HIDDEN CHAPEL 


| OBJECTIVES: 


Along the western shores of Lake Seidhe Llygad, in the Gorgon Foothills south of 
the Palace Gardens in Beauclair, and just north of the Seidhe Llygad Ampitheater, 
is an unassuming cave mouth, the Hidden Chapel the Beggar made reference to. 
The entrance to the Hidden Chapel has another name now, Murky Delve, but was 
once known as the Cave of Tribulations. Swim through the cave opening, and 
climb up onto more solid ground inside this cave tunnel. You surmise the chapel 
Merten visited must be in this cave 


FIRST TRIAL: BATTLING TEMPTATION 


As you walk further into the cave, you are almost overcome by a strange purple 
haze of mist. No potions seem to negate the coughing, though you recover 
immediately afterward. The mist seems to grant you strange hallucinations; 
venture forward to spy two naked women in a cave grotto ahead of you. If you 
approach them, they soon transform into screaming Bruxae, and must be fought 
їп combat. If you keep your distance and go through the other tunnel, you won't 
have to fight them. 


SECOND TRIAL: ALMS FOR THE POOR 


After the fight, there are two possible tunnels to climb up and around, and both 
lead to a strange sight, a group of five beggars pleading for help. Step to each 
one, and drop some coin at their outstretched hands. After you give alms, the 
beggar disappears in a puff of purple mist. Progress continues further into the 
tunnel, heading slightly upward in a northeasterly direction, If you don't share the 
wealth, an Archespore attacks you, and in order to proceed you will have to КЇ! it 


THIRD TRIAL: SELFLESS ACTS OF PROTECTION 


You must venture through another purple mist, into a chamber where a man 

is being worried by a cluster of Kikimores. Slay all three of them, and the man 
disappears in a cloud of violet fog. Though you may be tempted to loot a sword 
sticking out of pile of gold, don't do it. Grabbing it will fail the test and the sword, 
gold pile, and man will disappear while you're attacked by a group of Kikimores. 
The tunnel continues with some natural steps up, to the northwest. Climb them 
to a collapsed tunnel, and remove the rubble with a blast of Aard. 


FOURTH TRIAL: HONOR AT THE HIDDEN CHAPEL 


Step through the hole you made, and peer down into a shallow pool of deep 
purple water. Ignore that, and make your way around the higher ledge, to an 
alcove with a fissure of light streaming down from behind it, and a strange 
Mystery Man who rises to his feet to greet you. He appears to look exactly like 
the Prophet Lebioda, and disappears a moment later. There must have been 
some powerful hallucinogens in that purple haze! The disappearing man leaves 
behind some bones to examine (are these the remains of Lebioda himself?) and 
a small chest to loot. Merten's notes, when read, reveal the last station on the 
ex-Witcher's pilgrimage. 


ITEMS: Merte 


notes, Diagram 


lanticore silver sword 


THE LAST CLEANSING OF WITCHER MERTEN 


[ OBJECTIVE. _ 


The final stop on retracing the Pilgrimage of Merten is finding the Lake of 
Cleansing, which is far across Toussaint on the northeastern edge of the Duchy, 
just northeast of Basane Farm in Mar Aurbrebis Territory. Follow the road 
northeast from Basane Farm, crossing the two stone bridges before turning right 
(east), and following the stream to the lake itself. The dappled light and peace of 
the lake is disturbed somewhat by three motley bandits, who are easily defeated 
before a dive in the lake. Swim down from the jetty, locating some scattered 
jewelry, and a sack containing the last diagram and letter of Witcher Merten. 
This concludes the quest for the Manticore diagrams, You can read more about 
Witcher Merten if you wish. 


ITEMS: Merten’s last letter, Diagram: Manticore gauntlets 


D d MASTER'MASTE 


MASTER'M 


TER 


If this is the first set of Grandmaster Witcher diagrams you've collected, return io 
Lazare Lafargue to let him make copies, and finish Scavenger Hunt: Master Master 
Master Master! (which is technically a Secondary Quest if you're looking for it in 
your Quest Panel menu). 


END: THE MANTICORE WARRIOR 


The fabled armor from the Manticore 
School is finally yours! Check the crafting 
materials needed, and seek out Lazare 
Lafargue to craft this armor and weaponry, 


ез 


In which the vast territories of White Orchard, Vizima, Velen, Novigrad, Skellige, Other Worlds, Kaer Morhen, and Toussaint are 
revealed in painstaking detail. All signposts, points of interest, places of power, merchants, Gwent players, hidden locations, 
quest starting points, and treasure chests (along with the quality of their loot) are shown. This allows you to complete a 
thorough inspection of every nook and cranny of the landscape. 
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ATLAS OFTHE NORTHERN К MS AND THE DUCHY OE TOUSSAINT 


OVERVIEW 


Welcome to the Atlas of the Northern Realms, Witcher! In this expansive chapter, cartographers have pinpointed hundreds of areas of interest, danger, and general 
exploration so you can survey the landscape with an increased air of certainty. The following introduction explains how this information is disseminated on a realm, 
territory, and area basis. 


A LAND DIVIDED: REALMS, TERRITORIES, AND AREAS 

This Atlas is divided into the same Realms as those you discover on your World Map. However, expect to see more information than the in-game maps provide. 
REALMS 

The following realms are detailed: 


Novigrad (page 642): Encompassing the 
largest city of the Realms, as well as the 


Ушта Royal Castle (page 623): 
The seat of Nilfgaardian power, where 
Emhyr var Emreis rules with an iron fist. 
This is a single, interior location. 


Ancient volcanic activity has sculpted the 
landscape of this duchy into an idyllic 
place where the wine flows freely, though 
recently, so has the blood. 


and Through Time and Space) you end up. 
visiting hidden and strange locations that 
are otherwise impossible to access. Маке 
the most of your time here by searching 
every nook and cranny. 


TERRITORIES AND ISLANDS 


Due to their tremendous size, the Territories of Velen, Novigrad, and Skellige have been further sub-divided into smaller land masses known as "territories" 
(or islands in the case of Skellige). These aren't shown on your in-game maps, and are segmented across naturally-occurring topography, such as rivers and roads, 
wherever possible. The following Territories are detailed: 


Velen: Mudplough (page 628). 


Velen: The Descent (page 632). 


Velen: The Mire (page 636). 


Skellige: Hindarsfjall (page 678). 


Velen: Bald Mountain (page 641). 


Novigrad: Grassy Knoll (page 650). 


Novigrad: Gustfields (page 652). Skellige: Undvik (page 681). 


Novigrad: City of Oxenfurt (page 660). 


AREAS 


When guide cartographers were trudging the mud roads of each and every location, it was deemed necessary to further divide specific Realms and Territories with а su 
‘small dotted line, and name them with a compass direction or area used in local vernacular. These are the areas, segments of a larger map, zoomed in to show every z 
important element you can interact or search for. 


| J CROW'S PERCH - CENTER 


| The villages of Heatherton (decimated by a visit from 
| the Wild Hunt), and Blackbough (where the Baron's 

| men patrol) dominate this mainly forested part of 
Crow's Perch Territory, Further north, is the remote 
Wolven Glade, where rituals are still said to take 
place, and wraiths summoned. 


(UNE — HEATHERTON 


| 
| 
| 


The inhabitant o this vilage were relieved when they learned the 
e had shied Er doses her 
the generats d sn mind 


Points of Interest 


1) | Fert GD вс 
3) drowner 
GD пет» 


Wi os. те Nig would come hereto poy Mon res 
fn way ter Roly tome commanded. 
1 bod, sanding unger bare 

en ‘pela of Bachoo 
P us ver day. 


Qe ago, when ths land was ruled by forest spirits and 
lj pects foe 


BLACKBOUGH 


ths woodland cota. away yom ED | eras Magical Hideout sion 


Perde wit vs pet goat, Princesa” 


CD жемим) | Avatable Money: Below Average 


OCD Merano | Available Money: Poor 
ED um 


unwanted imbs К OCD Blacksmith (Amateur) _ —— Average 
[wing hero buh, лу stacks о cared os being The 
0 prete йе ola e wage w 
unde Vy prominent rember oan ancient race ol tree people 
North o ie vilage s Te рейаг cotta 1) The Amateur Blacks 


] nahe Money Poor 


Ji Blackbough р! 


2) | The Merchant of Blackbough p.s 
| TD | A Princess in Distress p.160 Chests 
| ما(‎ ржа Urine Steel Sword (Mastercrafted) (Т7 


3.) | Wild at Heart з? 


©) | Delender ot the Faith 0) 0 6 


An example ol an inthe Crow's Perch Territory о! Vel 
(No Man's Land). 


[ нов that the guide's compass maps highlight each terry or area where 
applicable, and show which way is north, so you might never get lost. 
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‘ICONOGRAPHY AND TOPOGRAPHY: MAP LEGEND 


This Atlas employs a number of icons you may find familiar i you utilize the in-game map. For each area under examination, expect a brief synopsis of the important 
facts related to the area, followed by maps and imagery labeled with the following icons: 


These are important geographical locations and Fast- Travel points. All the 
nearby quests, points of interest, Gwent opportunities, and merchants are listed. 


Every important quest that appears in your quest menu is flagged using these 
icons, along with a page number so you can quickly flip to the quest itself. 


А disgusting collection of spittle, rocks, branches, 
or other detritus. A Samum, Dancing Star ог 
Grapeshot bomb required to destroy these nests. 


Notice Board 


A wooden board, usually found within a settlement, 
with a variety of notes. You can start some 
Secondary, Contract, Heroes’ Pursuits, Fist Fights, 
and Gwent quests by reading the missives here. 
Initial tasks are listed throughout this Atlas; but 
additional tasks may be pinned to Notice Boards 


TE | man vest A critical path Main Quest begins at ins point апаат 
A citizen, usually caged and in despair. Free them 
| || Secondary Ouest | An optional Secondary Ouest begins at tnis point Ө) | Persons in Distress | and they head to a particular locaton 
Ап optional monster hunt can begin at this point; elo ioe, 
this is usually the location of the quest giver, though These are areas where ghosts are known to 
Contacts тоз! of these quests can be started by stumbling @ Place of Haunting | have been seen. Produce the Magic Lamp given to 
into the monster's territory. you by Keira Metz (page 187) to uncover тоге. 
An optional Secondary Quest related to the card An important stone of magic that increases a 
п Gwent Ques game Gwent begins at this point. (С) | Pace ot Power particular ability. The Sign of the Place of Power is 
indicated, as well 
Fistfight An optional bout of fisticuffs is available here. 
п ig 6 Smugglers Cache fA «и [ш cs 1 valuable, and 
‘An optional race on horseback can occur at this cent EL А 
п Horse Race point. Hearts of Stone and Blood and Wine Horse Usually the site of a battle, and now usually 
Races are also flagged with this iconography. Ө 1 pockmarked with bodies of ће fallen, Sift through 
here for valuables, 
An optional treasure hunt to find diagrams for fabled 
Me JEN arms and ат ofthe Wicher eg Б available A large chest, and permanent fixture in the location 
wenger Hunts | here (this may not be a starting point, as these Q you find it, allows you to dump any unwanted 
quests can begin at any diagram stash). equipment you've found. 
KS И you're looking for the smaller Treasure Hunts, A series of five locations where stone mason 
usually involving the finding of a clue and key, before [1] The Prophet caravans have encountered problems, and must 
Treasure Hunts. locating the chest itself, ook for the Key and Chest Lebioda's Footsteps | be rescued. Only available during Blood and Wine 
O icons in the “Chests” part of this legend. Secondary Quest: Big Feet to АІ. 
Р : A dwelling of interest that does not appear on your 
п Epilogue One of the game's endings begins at this point. © | очаен | Worta Map, Sometimes tis a placo of business ha 
а сару — — de visit, such as a tavern or local landmark 
I oc flagged with the letters “DLC”, meaning it is a 
88 ds A local vintner is having a heck of a time with a 
Monster Nest, and prowling or burrowing enemies 
но ды ot Stone This quest is available in the Hearts of Stone © Vineyard infestation | ruining his grapes. Treat these encounters just Ike 
Content Expansion. r n 
ee eee А special, Toussaint-only contract where you must 
Content Expaneion. © Vintners contract | rid the immediate area of any hostile beasts, before 
n Hearts of Stone: — | A critical path Main Quest in the Hearts of Stone being rewarded by a grateful wine merchant 
Main Quests expansion begins at this point 
Ш ames ue begins at ih шр Р ot Stone | — | Merchants and Repairs: Interact with the following traders and obtain a variety of 
services and enhancements. Most of these individuals are also Gwent players, too. 
III Blood and Wine: A critical path Main Quest in the Blood and Wine. Also seek out the complete list of Merchants, starting on page 816. 
Main Quests expansion begins at this point. 
AkhemySuppies | Achemists specialize in seling the materials 
[T] | ине. ла оа Soon cst бе Bnd nd wine e required for Alchemy 
кыш араат RM ME These traders specialize in making protective 
POINTS OF INTEREST equipment from materials salvaged in the field, as 
Armorer (Amateur, | well as selling basic equipment, If they have the 
A variety of interesting mae п با مرا‎ ‘Obvious are dotied across the © Journeyman, Master, | skill to follow diagrams you bring to them, for a 
n or Grandmaster) | fee and for the materials required, ап Armorsmith 
‘location, sometimes in disrepair, that may have сап make what you request, These smiths can sell 
e ‘Abandoned Site been taken over by monsters. Any Merchants you equipment diagrams as well. 
Ha Sebel n DN € жашар © ber Change the appearance о! Gerall's beard and 
P flowing locks at any of these establishments. 
A (usually) small encampment with human-sized 
‘ean Cp рану Nee Unt, oj These traders focus entirely on the sales and 
warding û diest of redtionble vil Blacksmith creation of weaponry. For your purposes, this 
لا ا‎ = @ | inser. means stee! swords, silver swords, and crossbows, 
© Boats If you require a boat to sail the waterways of the Joumeyman, or As with Armorers, the Blacksmith's individual skill 
Realms, look here. Master) determines what diagrams they can craft from. 
Blacksmiths may also sell equipment diagrams. 
Gee | vet russe guarded by an enemy or monsters 
here. The type of enemy is listed. Ф Ifyou fancy an evening (ог even a morning) of 
66 Brothel rumpy-pumpy, feel free to visit one of the three 
O | tore ofan dos аи 494 Pr perd knocking shops of Novigrad. 
p GP RR Grindstones and Armorer's Tables are often found 
О | trot F E near a blacksmith or armorer They provide а 
in Distress м i 2 temporary increase to the effectiveness of your 
killing the knight. y 
” e Armorer's Table weapons (Grindstones) and armor (Armorer's Tables). 
O | Monster Den A monstecinfested location, and constant worry for They do not restore lost durability. 
those living nearby. Investigate and rid the area of foes. | 


Herbalist 


Instead of exploring the wilderness for wild 
flowers, mushrooms, or berries, purchase them 
here, instead. 


Innkeep 


Expect a variety of consumable goods; mainly food 
and alcoholic beverages. 


Merchant 
(Shopkeeper) 


A wide variety of goods can be found here, from 
rare books to swords, equipment, Gwent cards, 
foodstuffs, and many other trinkets. 


Runewright 


‘An Ofieri Runewright crafts runes and glyphs and 
can also form them into words to be placed in 
swords and armor. Rune- and glyphwords give their 
items new, powerful properties. See page 50. 


Wandering Merchant 


* O осе 


Some merchants wander the roads, plying their 
wares. They tend to use the paths shown, resting at 
the start and finish of their path. 


Vintner 


complete list of Gwent Players 


‘Occasionally, Toussaint has these type of merchants, 
Who specialize in various types of wine. These can 
de sold and drunk. What a bouquet... I'm getting the 
smelt of chestnut... a soupcon of honey... and just 
the faintest whiff of dead Drowner. 


GWENT PLAYERS AND VENDORS 


‘Whether you're after a quick bout of Gwent, or you're aching to spend some crowns 
for a couple of rare cards, seek out the following individuals. Also seek out the 


and Vendors, starting on page 800. 


Gwent Player 


© 


Expect а game о! Gwent at this location. The name 
of the Gwent player is noted. Remember that some 
Gwent vendors are also players, some players give. 
you a random card if you beat them, and others are 
only accessible if you're completing a particular 

Gwent quest (so may not be available immediately) 


Gwent Card Vendor 


© 


CHES 


8 


guide details the (random) qual 


Expect to purchase multiple Gwent cards at this 
location, These sellers may not always be available, 
so buy what they have as soon as possible. 


Gathering valuable items is extremely important during your adventure, and this 


lity of the treasure you should expect to find: 


Expect reasonably valuable (random) items in this 


ө EE type of chest. 
Ө patter chest Expect better, more valuable (random) loot. 
Ө "о An extremely valuable relic is found in this chest 
e | serene: Loot from the Witcher School is found here, almost 
Hunt Chest always in Diagram form. 
This chest is utilized in a specific quest. The loot 
itself is not required to complete the quest. Such 
quests may also be accessible when this quest 
Ф | west chest isn't active, but it's usually advisable to find them 


during a quest that takes you to this location, 
Check the quest you are on to see if the location 
is mentioned. 


Treasure Hunts: 
(Hidden Treasure) 


[^U 
9 


cavern without the kn 
dungeon has an interi 
so you can see how bi 


Some chests require a key to unlock. This may be 
hidden somewhere, on the corpse of a fallen fellow 
with clues to read, or in an area to loot. Check the 
area where they key is shown carefully. A large. 
proportion of these refer to named Treasure Hunt 
Quests (starting on page 550). 


Itis well worth checking each map area for these two icons—which show 
the locations of dungeons within a realm—instead of stumbling into a 


jowledge of the monsters that may lie within. If a 
юг larger than a house, that map is also included 
ig the dungeon is that you're about to explore. A 


Dungeon icon with a small green chest in the lower-right, indicates that an 
important Scavenger Hunt chest is contained within the Dungeon itself. 


NOTES FROM THE C. 
TYPES OF CHESTS 


ARTOGRAPHER 


Chests of loot, for the most part, contain random items. However, some chests 


have more valuable contents t! 


Chests can also be discovered while swimming underwater, or peering down into 


than others, described in the Legend. 


the water while on a boat, or by using your Witcher Senses. 


Submerged underwater 
chests often yield better 
loot than those on 

dry land. 


Some chests may be 
obscured, or out of the 
way, and may require. 
the use of a Sign to 

find (such as a chest 
hidden under floorboards 
requiring Aard to remove 
and discover), These 
chests may yield better 
Quality loot, but this is 
not guaranteed. 


To be sure you're getting the best gear, recipes, Gwent cards, and ingredients we 
recommend keeping your Alas chapter, ог The Witcher 3: Wild Hunt Offical Map App, at | 
hand. This way you can be confident you're getting as many nearby chests as possible. 


The chest icon also incorporates barrels, crates, otherwise seemingly-innocuous 
containers, and even occasional dead bodies, which hold valuable items. So, 

if you see a chest icon in this Atlas, but no chest in your game, be sure to 
rummage through any nearby containers. 


During your travels there may be loot that is indicated on the Atlas maps, 

that is excellent in value, but seemingly unable to be accessed. Usually 

this is blocked by an illusion (a clue is an "*" asterisk icon appearing 
‘on the scenery blocking your path). We recommend you complete Main Quest: 
‘Wandering in the Dark (page 165), obtain the Eye of Nehaleni from Keira Metz, and 
interact with these illusions to dispel them, allowing access. 


MERCHANTS, SELLING, AND STASHING 


A thorough inspection 
from White Orchard to 
Toussaint, has revealed 
every single Merchant 
and trader you can 
interact with, so when 
your saddle bags are 
full, and you've become 
over-encumbered, you 
can sell off your haul as quickly as possible. Or, you can find a Stash Chest (also 
marked) and keep your valuables if you're more of a hoarding type. 


INTRODUCTION 
BAW) HoS EDLC 


‘Money Rat 


GOOD HUNTING TO YOU! 


This Atlas could best be described as “exhaustive.” There are locations of every 
Witcher Gear diagram and every Relic class item, but the pleasure of exploration 
and overcoming the obstacles needed to find certain chests has been left to you. 
We have striven to show what types of monsters may be nearby, but we leave the 
preparation up to you. If you're unsure about what monsters you might encounter 
and where, look around you, observe the area (always using your Witcher Senses) 
and tum to this guide's Bestiary for advice on tackling any threats you spot. 


It's a pleasure to immerse yourself in the search for hidden treasure, and often 
hunts of this kind provide a very palatable sense of the world. While we have 
given you the chest's location, we encourage you to obtain and read any lore that 
might hint toward the approximate location of the treasure. Keep your eyes open, 
however, for the power of observation alone is sometimes enough to learn the 
story behind a cache. 
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The territory of White Orchard was once part of Temeria, but the advancing Nilfgaardian armies crushed most of the resistance here. What was historically a bustling 
‘community of farms and fruit orchards now bears the deep scars of war. It is wise to thoroughly explore this area, completing as many quests as possible (and starting 
your first Scavenger Hunt for Viper Schoo! Gear) before moving on to Velen and Novigrad. 


V DESERTER TERRITORY: RAVAGED LANDS _ 


This area of White Orchard has been struck hardest by the recent fighting. Though the main battles have already been fought, the razing of hamlets indicat 
previous horrors occurred. Beware the pockets of deserters now acting more like common bandits. 


GRR CACKLER BRIDGE 


д upon a к 


VJ VILLAGE OF WHITE ORCHAR 


White Orchard is one of the few villages to remain 
relatively unscathed during the Nilfgaardian conflict. 
Itis recommended to purchase supplies (as well as 
Gwent cards) here before departing for Velen, and 
complete the Secondary Quests. Also note the Stash 
Chest inside the White Orchard Inn (where you can 
store items you want to keep, but not carry). 


Our WOESONG BRIDGE 
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Ө HILLS AND LAKE REGION 


The southwestern hills offer opportunities for the 
deer hunter, but this was before the land ran red 
with Temerian blood. 


ABANDONED VILLAGE 


Quests 


ME: sone Ends, Something Begins (i) — p.278 


Су) handonded í e oD С Doseters 


"FJ GARRISON, BOG, COUNTRYSIDE AND VULPINE WOODS 


The Nilfgaardian Garrison at the northwestern tip of this 
‘territory is the largest concentration of troops in this 
realm. To the south is a small area of marsh, and an 
abandoned Sawmill close to Vulpine Woods. Before a 
griffin was spotted, choice lumber was harvested here. 


Ме Orchard is famous not only fo 
alty f 


Points of Interest 
GE) ТЛ 


ED sami rou 
AD м 


м able d 


10 I FIELDS OF WHITE ORCHARD AND CEMETERY 


| An area of gently undulating land on and 

‘surrounding the flood plain, this was once a bucolic 
| backdrop to White Orchard. Now this marks the 
place where a griffin must be slain. Don't forget to 
uncover scavenger hunt clues at the small cemetery 
chapel north of the Mill. 


Qu» ми 


of eas can be fund ram two of ne naaroy Treasure Nut 
@г7) Wote Orchard Cemetery 


Points of Interest 


5)  RatüefeiiDesererCamp  Deserlers Desertor Leader 


ED w Waiths prs 
North of fe МИ is a smal chapel serving the community tor sm 35 n Ghouls „т 
centuries, The racont war seems Yo have awoken specters ot the - e 
bout hore Break open the chapel doors А) Spy's Noles Tiessure Hunt: Deserter Gold | p.553 TD | Ghous 
В) Scrawed Notes Treasure Hunt Duty funds | p.553 E Мома 


| Шү var Emreis, the White Flame Dancing on the Graves. ч his Foes, and the most powerful man in the known world, resides in this grand palace, which is the. 
| throne of the Nilfgaardian Kingdom; a vast and sweeping territory now enlarged by recent wars with the Redanians. 


І (NU ROYAL PALACE IN VIZIMA CUP 
| МУ" , amh 


VIZIMA 


WHITE ORCHARD/ 


1.) | Imperial Audience p.153 


YO | Мйраапйап Nobleman (Royal Palace in Vizima} р. 801 


Yenneter's 
Chambers 


[Groat Hali and 
Throne Room 


1 
Main courtyard | 
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— VELEN (NO MANS LAND) 


fargest and most impoverished of the territories on the Continent, Velen has seen ransacking and pillaging aplenty, with its population driven to refugee camps, or 
back to rebuild their tattered villages. Separated from Novigrad to the north by the Pontar river, travelers can expect to be turned back without proper documentation 
at the Border Post or entrance to Oxenfurt in Grayrocks. Elsewhere, there are a number of forlorn villages and strange woodland hideaways to explore. A local 
Jandowner known as the Bloody Baron holds sway over the northwest of this territory, while fewer explorers venture into the southern marshland where tales of 
Crones tempting children with treats hold more truth than myth. Even the Nilfgaardians haven't ventured farther north than their army camp close to Bald Mountain. 


HALVER ISLE 


L 
1 
ry 


y 
NDAMER 


PALD'MOUN TA A, 
THE MIRE 


LE fe, 
_ GROWS PERCH 


Perhaps the most populated territory of Velen, and опе that offers all of the agricultural benefits of the pasture land outside Novigrad, but with a more chaotic ruling 
elite and fewer trading opportunities for the serfs that toil in the fields and rivers. 


The wilder and rockier pathways of this territory are 
їп this area; derelict towers are to be investigated 
with caution, since there are few peasants willing 
to venture this far out. Remember to visit Lornruk, 
а smuggler's haven and rocky fort where copious 
Areasures are hidden! 


(Qmm LORNRUK 
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m of Interest 


NEM HARPY FEEDING GROUND 
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[T ISOLATED SH 


А small hut constructed by a famous sculptor who, having garnered 
teary laurel possible for one of is trade, abandoned Pes Kov 
residence and moved here in order to find inspiration in solitude and 
топе on what to make Of the rest of his Ме Ths was apparently not 
lite, as ће structure seems abandoned, save or strange howls 


J CROW'S PERCH - CENTER 


The villages of Heatherton (decimated by a visit from 
the Wild Hunt), and Blackbough (where the Baron's 
men patrol) dominate this mainly forested part of 
Crow's Perch Territory. Further north, is the remote 
Wolven Glade, where rituals are still said to take 
place, and wraiths summoned. 
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Points of Interest. 


Y Cyclops 


un WOLVEN GLADE 


A long, long ime ago, when tis land was ruled br forest sts and 
ancient gods, the living would come here 1 pay Рен respects o he. 
‘dead in he way thor holy tome commanded. “Walk тее in darkness, 
опа path of blood, standing under bare sky, naked betore the gods 
and the messengers.” The pelar of Blackbough з sad to st 
practice ese rituals to tis very day. 


This village takes its name from the unwanted limbs loggers used to 
bring here lo bur, leaving stacks of charred logs bening The locals, 
however. preter the old legend which holds that Ier vilage was 
founded by a prominent member o an ancient race o ree people 
North o the vitage is the pelar's cottage 


A Princess in Distress p.160 
2) Last ites p.368 
з) Wid at Heart 0.372 
4) Defender of the Faith р 0 556 

Виз of Fury: Velen 9.496 


Points of intere 


1) юмы 
1) Фоми 


v Pelars Cottage 


The Peta of Blackbough resides n this woodland cottage. away from. 
те rude utterances of the vilagers. who take exception to his 000 
тела wit vs pet goat Princesa 


OCD Achenist Pula)  Aniable Money Below Average 
37) Merchant (1 ol 2) bea Money. Poor 


Merchant (2 of 2) | Avalable Money: Poor 


TD взт Amateur) Адаме Money Below Average 
1) The Amateur Blacksmith of Biackbough 0.801 
— Merchant of Biackbough 5.801 


UU 


Legend has ta beleaguered traveler once stood at this tower's gates. 
He begged for shelter for the night, claiming he'd been injured, but 
"he baron living inside was arai the traveler was а spy and se 
away Lite dd he know the traveler was a powerful mage, who cas 
a curse on the tower, ts inhospitable owner, and ай who welled with 
hi. Soon thereafter the baron and ali his reinue died n mysterious 
circumstances, and the tower fll into rui. 


Dungeons. 


CLD Sear Cavo 


Am 


TO) Кока Magical Hideout пивот 


This part of the territory bears the scars of war— 
the ruins of razed structures and the stench of death 
are always present here. This is a peninsula; smaller 
river tributaries to the north, east, and south provide 
| some protection, but most of the peasantry has 
| retreated into the Baron's fortress. 


[9 CROW'SPERCH-SOUTHEAST — 
| 
| 


gend hı bridge was erected by trols, who were 
Med by vous Witcher 


Points of Interest - — —— 


Сү) оилае 


any structures in tho area which did not 
‘onslaught of war 


[| \Ў cRow’s PERCH - CROW'S PERCH FORTRESS - 


| The previous lord of this slightly dilapidated 
stronghold has fled south to Fyke Isle, and his 
vacated seat filled with the ample arse of Baron 
Phillip Strenger. He isn't a common bandit, and the 
villages living beneath his castle are thankful for 
any protection from advancing armies. Expect some 
| ооой trading and questing opportunities here. 
| 
| 


5 previous owner, panicked at the news 
approaching and led to Руке se, the cas 
‘Stenger alas the Bloody Baron, and his family and co 


Cris Room 9.159 

Fay Matter з 

Ugly Baby 7 

ED Master mors „з 

n: for an Amore 7.368 

п ET 

Hi p.482 
HES) Fists of Fury: Vele 


Fists o Fury Velen 


TO | Contract: The B 


Cont 


ЖОЛ 
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Merchants and Repair: 


3) | Trader, Crows Perch Vilage 80 (ESO Merchant (Anselm) ‘Available Money Average 5) Well to Old Underground Passage 
37) | The Quartermaster of Crow's Perch p.801 ECD месен ser казе Money 
Fergus Graem the Journeyman Armorer vi 
5D of Crow's Perch 0م‎ E Merchant Quartermaster) Avatable Money Average 
87 | Yanna the Master Armorerof Crow's Perch p.801 OCD птен Loureyman) | fatale Money 
‘Fergus Graem) Above Average 


FD | The Booty Baron, Philip Strenger Cows Perch) р. 80 
3) | Trader, Crows Perch Village р.801 (ESO Amore (Master) (oana) | Available Money: Rich 


D Woven siver sword Enhanced рои 


Perhaps the least important of Velen’s territories, since 
it lies between larger masses of land, and has few 
structures aside from the Inn at the Crossroads, on the 
main road between Crow's Perch and Grayrocks. 


ood arable land was farmed here, though the Ponta river's 
lols make or island at high ide) slow-going and. 
gest structure here 14 à sizeable estabiivment, 

"а able to accommodate з crowd of travelers and revelers 


1 Harassing a Tol" E 
WE 1) Contract: Missing воми Е 
ГТ 0 


Points of Int 
TO Contract Missing Brother 509 
TD | Bandits 
TD | Rotfend, Devourer 
TD | Blige Hag 


% 


See 


‘Alone troll з attempting to create some delicious stow, but fe broth 
‘ould use а few more Nekkar parta 


Merchants and Re 


CLD | inkoop Avalable Money: Below Average 
TD еер at the Inn at the Crossroads ».80 
37) | Inkeep at the nn at he Crossroads 7 

Ф) Gato Boots (Enhanced) 9.580 
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GRA 
Technically an island with the Pontar River to the north and east, and the second city of Oxenfurt on its border, the strategic importance of this territory has resulted in 


bloody battles being fought here. Now the borders are patrolled by Redanian soldiers attempting to dissuade anyone from heading into Novigrad, either by curt verbal 
warnings or a crossbow to the back 


ОЙ GRAYROCKS - NORTH 


The shores of the Pontar are where two 
fortifications have been built, though one is 
significantly more impressive than the other, Pay 
special attention to Hindhold, as it is full of both 
monsters and a good number of quality treasure 
chests, To the west is the White Eagle Fort, where a 
troll patriot hopes to win favor with the Redanians. 


QEB HINDHOLD 


OCD наре 
S 


[e GRAYROCKS - SOUTHEAST 


Before the conflicts, this part of Grayrocks was where the territory took its name—large-scale quarrying 
activities occurred, and quality stonecutter artisans carved rocks for the structures in both Oxenfurt and 
Novigrad. Now the place is half-abandoned, with banditry and monstrous incursions commonplace, 


(QNEM  CODGERS' QUARRY 1 
y IH» 7^ - : колон 


—— Available Money Below Avera 


Т) Merchant Available Money: Below Average 


) | Death By Fie 


_) | Looters 0)" 


Points of Interest. 
OLD _Nokker Warr 


(NEP  STONECUTTERS' SETTLEMENT 


храпе of caverns underneath 


Available Money: Below Avera 


f 
| ¥ GRAYROCKS - WEST 
| 


The horrors of war are most evident in this part of 
Grayrocks. The refugees crowd the Border Post at 
Halver Isle to the north, and the battlefields of the 
dead are now feeding grounds for necrophages. 
Atrocities like the Hanged Man's Tree show the 
Cruelty of man, corpses swinging from the large oak 
| tree on the main thoroughfare to Mulbrydale. 


Í 


RB BORDER POST 


curent 
grow 


холе пой. 


Thou Shalt Not Pass 
©) | Fake Papers 


7) tor Harvest 


ЩЩ 1 › Contract: Woodtand Boast 5 607 


OD нети бе Money Poor 
G Merchant (Shady Merchant). Avaliable Money: 
(CIO митин унон) e Money: Por 
Chests 

U 


Treasure Hunt 
The Things Men Do For Coin. 


(gu  MULBRYDALE (gm HANGED MAN'S TREE 


During the wr, both sides commited acts о exorbitant cruelty meant 
to keep the conquered populaces in check. 


5 E 1.) TheNilgardan Connection p.156 
10) _ Aline Mercy of Strangers’ ГЕД 
31.) | Deady Crossing O" ED 

Points of Interest 
2) Secondary Ouest: Wid at Heart p.372 


— Save Drivers, Nifgardn Deserter 
Merchants and Repair 

[xs Avatable Money Average 
‘Armorer. Amateur (Rescued) Available Money: Average 


1) The Armorer of Mulbrydale "r7 


THE DESCENT 


South of Grayrocks, and deeper into Velen's more remote territories, are the clusters of poor farming communities known as The Descent—where the Pontar flows to the 
east, and the porous border with Crookback Bog is attracting more creatures and bandits than the locals know what to do with. A Witcher could make a good living here. 


\Й THE DESCENT - WEST 


Flanked by forest to the south, and a Pontar tributary to 
the north, this is an area of impoverished hamlets, and 
abandoned manor houses from a time before the war. 


(um LINDENVALE 
З "p 


One of Volens mar 


The Fal of he House о! Reardon 
Contract The M 

Contract: My 

Fists o Fury Velen 


ps of Interest. 


dary Quest The Fal of те 
House ot Reardon 


CIT | contact Mysterious Tracks (WATCH (NEN REARDON MANOR 


vue The Merry 


andoned estate o the once- prominent Reardon famil, relatives 
dr 


ac The Merchant of Lindenvai 


"B THE DESCENT - EAST 


|. The rambling hills and valleys of the eastern part 
of The Descent feature numerous downtrodden 

| peasants in need of assistance, as well as monster 
nests to destroy and caves to explore. 


(QN MARAUDERS' BRIDGE 


swarmed over this bridge in therr 
rush to scavenge the bate 


Points of Interest 
TD | Deserters, Bandits 


Treasure Hunt Qut ol the 


Frying Pin, nio me Fie b 856 


ХЭ crumpled Notes 


Treasure Hunt >а 


иж негеп From the World 5587 


Өш» GROTTO 


A dark and hostile place which creaks from time to time with 
‘unsettling, throaty noises 


Points of Interest 
1) | Wyvern, Royal Wyvern 


Wyvern, Royal Wyvern 


ED Fine Boots Enhanced) 0 507 
Key V Treasure Hunt 

RTT Toe MEIST E Te tage 

QCD ЛИЛ 

OCD Wyvern's Eyre (South Entrance) 


[Am 


D TODERAS 


A vilage founded by King Griffin of Temera, the husband of Clarissa of 

Toussaint. The king had planned to turn Toderas into а large, busting 
sity city, а sort of Temerian alternative t Oxenfurt, ul, as any 
сап quick attest, his efforts failed телу 


5) | Looters QM" p.380 


Points of Interest 


@ +) Unruly Peasants 
3) Neker Warrior, Nekkers 


lader Warrior. Nekkers 


з founding elder. who erected те 
Largest wed te ала had ever seen on ta spot ey providing 


Oz 


Realm of Rumination Hell 


3) The Old Sage of Benek m 


ETD Voer Venomous Siver Sword 


GED Dragonsroot Cave 


A 
E] 
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THE MIRÊ 
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Most of the western coast of Velen is encompassed by this territory, with its largest settlement (Midcopse) where the fighting forgot. But now famine and pestilence 
has arrived. The sorceress Keira Metz is said to live in a cottage close by. Expect more danger the further away from the villages you travel 


(ушюр — HANGMAN'S ALLEY 


The road is lined with the hanged bodies of peasants who opposed 
hir new rulers, or who hi 

Who had nothing against adding a 
Boulevards scenery 


the bad luck of happening across bandits 
nother dangling instalation to the 


_) Lynch Mob 


Renegades (Unmarked Bandit Сат) 


= Deserts 
— а 


S . 


Sunken Teas 
GLB  Smogglers Note 


m 


valable Money Below Average. 


тиг 


‘Once the local youth would come here to evel amidst the wrecks 
Now inhabitant of nearby vilages have started combing the place 
ay and night in search of anything that can be exchanged or food 


mm of Interest 
and Bandit Horde (Unmarked Bandit Camp) 
CD Drownors nonr whale carcass) 


ысык ы 


Teka s Treasure 


Available Money: Below A 


2) Merchant 


REFUGEES’ CAMP. 


The members ol this small community have erected a large, winged 
statue- evidence of people turning 10 old gods and ancient Cults in this 


Herbalist 


me FOREST HUT 


Avarable Money Below Average 


xg Nis ten 
Woods, Hans 
war broke ол and ad waste 10 


E 
GD Deetes 

GD deserters 

e 

a> 


GN. MOCOPSE 
Jmm cm 


vised against building à house т the mdi of 

sed o ten and 90 (мууз hi way When the 
egon Mans and та tamy ved 

he wider world unt one 


ja Workers 


‘Atypical farming settement thatthe worst of the fighting has 
che Dut wuch famine now grips al the same. Dee of he 
"m ts regon 


Keira Metz 
TE) dee ra lend 


ERO ranting a wren 


n TIT m 


Int 
Contract: Jenny 0' The Woods 


Secondary Quest: Wd at Heart 


гв Cottage 


Vilage folk talk of a witch living here; not а dangerous warty соте, 
but rather а comely sorceress that helps the peasantry with their 
falling crops and lamed ivestock 


3.) Алто Amateur) Available Money: Below Average 


Avaliable Money: Below Average 


p.002 


The Merchant of Midcopse 0.802 


Maddy the Card Prodigy (Midcopsa) m 


The Merchant of Midcapse (ТЛ 


This vilage has been completely and utterly destroyed. Rumors claim. 
its inhabitants perished in а gruesome massacre. 


VELEN 


Pirates. Prate Leader (Ruined Fort) 
Deserters 
Cannibals 
Cannibals 


Merchant U 


Crumpled Letter Treasure Hunt A Poa Ignored p. 558 


ТЕТ Wolven Steel Sword (Martercraftet) ТЛ 
ED. omes Sword Enhanced) p.580 
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s THE MIRE 


This aptly-named area of wetlands and hills circles the central Lake Wyndemyr, and this is where the locals are more apt to believe in the old ways. Banditry is 
commonplace here, as well as signs of conflict, as the Nilfgaard incursion into the village of Oreton proves. 


{9 THE MIRE - FYKE ISLE 


A remote and dangerous tower in the middle of Lake 
Wyndemyr, this was home to Lord Vserad, who fled 
here with his family from the fortified settlement of 
Crow's Perch as the war broke out. It seems it might 
have been wise for the Lord to remain up north. 


ingeons 


© 


(mm FYKE ISLE 


terrible curse. It 
олу after obtain м, 


lion of The Mire offers a speckling of villages—mostly abandoned or impoverished shells compared to the past. The ruined Wastrel 


With the lake to the south, this s 


Manor is worth exploring, as is the eastern Bandits’ Camp, and the horded treasure found within this smaller island. 


1 The Be 


ww WASTREL MANOR 
s — — : 5 A The Mystery ofthe Byways Murders p.511 


Avolablo Money Bot 
— Amateur) Ava 
Gwent Players and Vendors 
(LIO The Merchant ol eon 
OLD | The Boatwright of Oreton 
QD BANDITS САМР 


characters have decided о сай home. 


[NUT 


CLAYWICH 
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Өш» DUEN HEN This sliver of land that wraps around the southern extremes of the territory offers an excellent walking path, 
and would be quite idyllic were it not for the outbreaks of plague that are ravaging this region, Respect the old 
ways of the locals, and you may find a few friends here. Be sure to visit the Elven Catacombs with Keira Metz. 


Points of Inter 


[RET 
D Wats 
OD v 


OO Merchant Available Money Below Average 


Т) Анод Silver Sword е Elemental, Gargoyle 
= D) Wolven Armor (Mastercratted) p.602 


A religious ita whara the od gods are worshipped 


3. | Defender ofthe Faith 0 " - 

Mont o tis area's residents have Мей north or died of plague. i 
Chests better times they busied Pemsetres making prize winning Bricks 
‘Quest: The Dead Have | gso 
No Detense бв 


8) Marauders Notes. 
Mag Lamp. p.167 


Uter jest Don't Play With „ 
TO Unsent Let Din p.558 


p.165 


Abandoned Bnckmakers Vilage Catacombs 
Elven Catacombs a 
{Uke many other settlements in the area, this one has suffered greatly 


оп account ot the war Its inhabitants have abandoned heir property 
and evacuated lands in which they once ówelled in relative peace 


Points of Interest 


[7] E 


Noonwaith. Wi 


3) Gargoyle 


Legends claim that а beautiful nymph named Olena once lived in this 
grove She fell in love with a young hunter and the man swore to be 
true о the nymph, but later betrayed her. She decided to punish Nm 
y casting а spell on is spirit, which wanders the grove to this day 


Points of Interest 


@ ZO Endrega warrior, Entrega Worker 
UD p.505 


Stretching west to east from Crow's Perch to the Pontar, this scrub and marsh land is home to a variety of disgusting creatures; bandits preying in the northern woods, 
numerous drowners and warty hags languishing in the fetid bogland, and the crones of the bog too. To see the might of the Nilfgaard, visit their army camp to the east. 


THE MIRE 


RUINED TOWER 
“з, 


Points of Interest 
TEST: 
Chests 


1) Ursine Steo Sword (Superior) 


* 


Er rende 
ED felc crest 
Фоо н 


«ЖӘ НОЦЕ OF RESPITE 


an Halberd 


BALD MOU 


NTAIN 


Take the Kimbolt Way (the main road across this territory) and discover the war might of the Nilfgaard army, 
who are camped on the slightly higher ground to the southeast of this inhospitable mire. 


GIES — NILFGAARDIAN ARMY GROUP ‘CENTER’ CAMP 


Points of interest 


Patrol Gone Missing p.513 


Avalabie Money Below Av 


The main oozing marsh of Crookback Bog is in the southern part of this area. Beware the crones in the orphan village! Be sure to speak to the locals of Downwarren 
too, they believe in the old ways. To the north is an extensive area of forest, and a hidden entrance to a grotto, said to contain some impressive treasure. 


(UE — DRAGONSLAYER'S GROTTO 


Orphaned and unwanted children trom nearby villages find a roo over 
tho hee ‘of warm food here To begin 


the grotto its name: hat of a legen 
o inside, Those Searching for Wit 
ood 
Swamp Thing 
thing Ends, Some 


om of Inte 


ER  DOWNWARREN Drowner, Drowned Dead. 
2 M 


ELD | Spawning Poot 


BALD MOUNTAIN 


This least hospitable, and most difficult ot Velen's territories to reach, there is little that could be termed “civilization” here. If you're after a challenge and wish to. 
spend your time hunting and slaying, there's no better place to get away from it all, than here. 


11 Г (NEN. ROAD TO BALD MOUNTAIN (QUEM DESTROYED BASTION 


Points of Interest LIN 
GD emer 


Dunge 


шә] 
7 Que 7 U р 505 


n 


А small crossroads, well-trod by the inhabitants of the 


surround, 
Points of Interest 

GD о 

GD ы 


Chests 
@ Diagram: tongciaw 
ED. itn Siver Sword Entanc 


The Free City of Novigrad dominates the northern parts of this land, segmented from the impoverished Velen by the mighty Pontar river. Aside from the internal 
struggles for power within the walls of Novigrad city and the university town of Oxenfurt, the way of life here is much more pleasant, bordering on bucolic in parts. 


Behold the Free City of Novigrad! It is the center of commerce for the region, and a vast and sprawling place with markedly-different areas, known as districts. 
Once part of Redania, Novigrad now has the status of a free city. It is the world's largest city and, without a doubt, the richest as well. Cradle of the cult of the 
Eternal Fire, it is now home to the church of the same name. It is ruled officially by the head of the church, referred to as the hierarch, though its underworld crime 
bosses also have a great deal of say in matters. 


@ THEBITS 


The most impoverished district of Novigrad, home 
to urchins, pickpockets, and the other downtrodden. 
Built on marshland, some of the dwellings have a 
distinct lean on them. Explore this maze of narrow 
alleyways at your peril. 


Fu 
| 
| 
Gu OXENFURT САТЕ 


different na ol Harlts a 
попу two of the longer Ive 
when the conflict was finally put t 


Honor Among Thieve 


12. Carnal Sins 


‘CD we» 
@ эы 
OCD Marchant (1 of 3) 


Lambert tha Witcher (Nowhere In, Seven Cats 


Available Money Below Average 


Avallable Money Zero 


Avaable Money Below Average 


1-2 Inn, or Kage Morhen юз 
The naeh „юз 
J) The Loan Sharks р 803 


47) The Merchant of The Bits 


Points of Interest 


@ 15 Woran Arona 


"where йш arena 
козе, 


Due to cent conflicts, tis hospital hs had to turn away many 
ol the wounded, as the richer and more invert mies тесеме 
treatments before the general populace 


GD The Nowhere 


Ww 


Another o Novigrad's infamous watering noies, tracing a datnct 


Clientele from both the impoverished Bits district, as well as travelers 


‘and hose of an unpleasant disposition. 


GD | Whoreson’s casino 


A fron for Whoreson's seedier business practices, ts casino enjoys a 
reat без of business from Gwent players both professional and amateur. 
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A lome Entombed 7] 


3.) | Never Trust Chien () .م‎ 500 
Hidden Messages of the hen Kind 808 

5) Matter of Ше and Death (Т7 

6) Now or Never р210 

Ш 50 Fits of Fury: Novigrad 9.497 


Points of interest 


The Ubbizi Townhouse: Tiss’ Home 


QED SOUTHERN GATE 


ON 


The known whereabouts of the sorceress Triss Mengokd, who is letting 
ıa room inthis distinctly sagging weling 


Merchants and Repairs 


BCD Merchant Loan Shark) Avaliable Money: Average 
$) Merchant (3 of 3) — Blow Average 


ED. Feline Siver Sword (Enhanced) p.587 


m $ LNs 

"tv demarcatn Ре estem an no мет edge of e ty 
"e Soviner ба 

Wi rad in a favor те ct athe 


lavish partes. Though confusingly 
the city's residents never think WIC 


The Bits Sewers, 
about its logical a 


[е GILDORF 


The ruling families and other well-to-do folks walk the 
streets of this rich district, ignoring all but the smell 
of the Bits district, to the south. Even the districts 
brothel (the Passiflora) is of a distinctly higher class. 


QB 


ST. GREGORY'S BRIDGE 


Named after the hero of Novigrad who saved the city from a horrible 
адо by sacrificing half is fortune to 
Y his he was declared а saint. something 
Fue were unable to chango 


3.) | Bindigly Obvious p.258 
$^ Payback (ТП 
„ Get Junior » 6 
8.) | Count Rouven's Treasure pim 
7. | A Dendiy Pot 0 25 
8) | Fencing Lessons p.395 
9) | The Gangs of Novigrad 9.187 


‘Doors Slamming Shut 


Arguably the fancist knocking shop in he Northern Realms, this boasts 
‘ho cleanest strumpots and the most taxing of ali Gwent players around 


GD wre ve 


A sizable structure with a clittop garden, and well- 
from the town square, this vila belongs to te var 
powerful famiy in league with Мида 


GD Baroness la etes Wila 


ted (a lest, 
amd 


The Novigrad residence of he powerful la Valetta family, and a cose 
ally ol he Nifgaardans the Baroness is said to be close friends wit 
General Voor himself 


— Bathhouse 


БП naan folk go for a proper wash and a. 
jo ba is run by one-time spy and now Big Four crime lord 
Salamuna Dykstra. Is soam entrance 0 Ното sewer System 


Г) | Novigrad Morgue 


‘When Eustace the corpse-colector has a ful cart, he drops off 
the bodies ofthe dead here, where the important citizens ме hen 
inspected and funeral arrangements made There з sax 10 be an 
entrance to Novigrad’s sewers here. 


Innkteo. Merchant, Madame d, ue Money: Rich 


(Marquise Serenity) 


Merchant (1 of 3) 


er ater 


vaude Money Rich 


Available Money. Zero 


® ) Marquise Serenity at Passiora » 83 
Е Tute ne Gwent Payer ( p.803 

Madame Sasha the Gwent Paye „юз 
П Payer (Passions) 0 606 
5 жем Payee Passiora) 0 608 
x stra at the Bathhouse ›.юз 
TID | The Merchant ot Gort Square „юз 
32) | Marquise Serenity at Paso › 0з 


базу! Sewers 


[пиэ] 


[To Tempie stand | 
99.046 


[rac] 


Novigrad Morgue Sewers 


rix 


NOVIGRAD 
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О TEMPLE ISLE 


Dominated by the Order of the Etemal Fire, who rule 
from the highest tower on this promontory, Temple 
Island is home to the city planners, rulers, and religious 
leaders currently throwing this city into turmoil 


PER ELECTORS’ SQUARE 


elormers who enacted bold 

d grown. enriched its 
residents considerably and ushered in he city s golden age. Now ths 
^ Me sent of power of me Eternal Fre. 


JÎ To Batnnouse: Sewer Entrance 
19 645 


LI -—— . 


Aches abe Money Average GYR) | Forgotten Passage Under Temple ie 


2) Priest ot the Eterna Fire (Temple њм) » M3 


Ihe living quarters of Cyprian Wiley, also known as "Whoreson 
Junio he fourth ofthe Big Four crime lords of Novigrad, and a. 
businessman with a sickening depravity or flesh Ii a wonder the 

Рие fur a bid eye 0 this deviant individual, bul Whoreson. 
seems to have ends in hgh places (on galleans moored of Drenlurt 
arbor, for example), 


0 SILVERTON AND NORTH HARBORSIDE 


Silverton District offers the traveler wonderful 
views of the wharfs along the northern side of the 
main island, along with docks to explore near the 
notorious tavern, the Golden Sturgeon. 


| waa ek su Ка 


sts of Fury. Novigrad (Т7 


Delights ».520 


Gwent: Big City Players p.483 


GD теске Surgeon 


eid by sar nd dock, Ти ону and expri tem 
эгип tr voiant йити. where fte ano е batte hare go 
hd sorties Diogen 


to quench ant orm 


TD | The end Mart o! Shr тл 
27 | he ies Te Gaiden Spem 2 


mer | 


TD | Merchant (Hating) (2 of 4) Available Money. Average 
CED | Merchant (Bucher of 4) Available Money: Average 
Blacksmith (Amateur) vale Money Above Average 
OCD veman tot Avaliable Money Average 
aD 
[ xx) 


— Available Money: Average 


Нала Steel Sword 


@ HIERARCH SQUARE [CITY CENTER] _ 


—— 
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\ 

е Р ч 
е 


fisher Inn Sewers 
99. 646 


it Haunted Hou 


it An Elusive That 


‘Unt ui recent, a great many mages ved eur Малу? гы) square. 


л began ee rn temo, leaving man A mme tope lad by the domiti Madame vina, s theater has 


been ering cens of Novigrad in decades 


GLAD | пеи ое jore House 


The иту v "Dame 


Message from an da Fr 
ө Flame of at 
Contract: Doo g Shut 
act Deadly Del 
‘Ach bank owner frm a family who helped found Ie iy, Rudo is a 


eow за one whose wealth н surpasses, кате 
зе) (тине ТИМ a “dreamer” as we 


Contract: Ал Elusive Thiet 


Merchant ‘Available Money. Average 


Blacksmith abe Money Above Average. 


ЕТ 
Inokeep (Olivier) ‘vallable Money: Rich 


Merchant Available Money Average 


v Vivaldi, the Owa 

The Herb Merchant of Fish Market Square 

— Опсе the home of he powerful Utb family and 3 

Marcus Thaddeus Knut Hodgsa rey recerty abandoned as the fam 

Olver the Innkeep at The Kingfisher Inn 
vant at Tretogor Gate 


мег the keep at The Kingfisher nn. 


Ф) TET 
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Workers offload a variety of cargo ships from the dockside district, which is dominated by warehouses of varying sizes. To the east is Glory Lane, where the dock 
workers go to relax. The thieves’ den known as Putrid Grove is part of Glory Lane, along with the Lacehalls area; where the strumpets stroll 


A den of dit and depravity and the shadiest рап of Novigrad After 
‘ark all one finds М omen of loose morals hoodiums, and busting port has made It те calang ard ofthe city 
‘unk salons 


10) |The Great Escape 
16 7 Warehouse of Woe 9.393 
19) | O Swords and Dumplings 


162 | Ronson of State „ж 


20) Racist 


Монро т 
. | Stompetin Distress" p.392 


% | A Walk on the Waterront 0.393 


21) Те Madame of Crippled Kate's 


0 604 


The headquarters of the wich hunters in the city lid to hw Eternal Fre 
эга King Rado, and responsible Ки mad id b 
а lesser extent, поп humana) before he yoke of opp 
(uty of sorcery are then burned at he stake in НЮ 


GAD roped Kats воми 


The dockside district has а small secondary area known as. 
Lacehals which centers on ts cut- price knocking 


even the most impoverished citizen can entertain themselves with 
pleasures of the e 


) Hatton's Dumpling Shop and Armory 


The elven master armorer hear Hattori works here, though you' need 
to complete hs Secondary Quest belre һе agrees to construct Master 
level equipment for you. Afer his quest he iso has two maps avaliable in 
"us shop Bath maps start the Wolf School Scavenger Hunt (o 597) 


Points of Interest | Dungeons _ = 


@ 25 | Entrance to Pura Gove LED Kus Store: Sewer Entrance 


Toughs and hoo The pickpockets and urchins that scrape а living in the muddy = 
tn pate after being thrown out of the nearby taverns. tmoroughtares ot the city come here seeking safety. а расе where @ т 


thieves go to count ther -gotten gans 2 Glory Gate Sewer Entrance 
ars 


TT) | Fi Preparatons @ ER 
TF) | It Takes Three to Tango p.263 To Putrid Grove. с 
T woa Tne and Spaco 0.264 
ENTIS E 
22) | Suspicious Sale 7 
A Dangerous Game 0.205 
Message bon nO Fn م‎ 
tb БЕ Francis Bedlam, one о! the Big Four crime bosses of Novigrad, holds 
Sy ver hese O m vom соналу as aca: Ge i 
20) | Te Ming Herbalist o Glory Lane (коңк рчы P EE NU DN 
35) | The Ait Merchant of lens кю | LIII 
p.s 


OCD Merchant Money. Below Ave 


CD мист valable Money Zero 


DIC 


A brothel only recently taen into Ie finely manicured hands o 


Dandelion a dashing poet, write. and bon vivant, and һа cose. 
associate the gwart Catan Chivay Relore Һа daappearance 
Dandelion had big plans lor s place 


О FARCORNERS 


Now, more than ever, the shanty town of Farcorners is home to a number of non-humans and hiding mages. The former are barely tolerated by King Radovid and the 
Eternal Fire that act in his name. 


CD Merchant (Tailor) (Eia) Available Money: Average 


1 Tis gate was erected with funds trom the Redanian royal family. 
This gate is named in honor of Novigrad's own son, the Herarch of who, wanting to earn favor with Novigrad merchants and the hierarch, Т) Bihal the Garment Trader of Farcorners m 
"he Eternal Fire. Supposedly, this name was given to it upon popular dedicated a significant amount of соп to its construction. as wel 
request, hough no one can be found who remembers requesting any 


such thing 
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To the south of Novigrad are the rolling hills of Grassy Knoll, one of the most prosperous territories in the Northern Realms. The peasantry (though downtrodden) have 
been spared much of the horrors of war. Now this fertile pasture serves to grow many of the crops shipped across the lands. 


RAD. 


ONG 


“@ GRASSY KNOLL - WEST 


Dominated by the forests in the northern part of 
this area, as well as the lighthouse erected to 
mourn the death of King Radovid's uncle, this area 
offers a couple of islands to explore, one of which 
ls said to contain a wrecked ship with Witcher gear 
‘somewhere aboard. 


Below A 


go a horrible accident took place here a eine " p.585 Let Treasure Hunt: Coast 


King Radovid IV the Bald E 
бк» 0015 олот 
z Сут) Widows’ Grotto 


{ @ GRASSY KNOLL - CENTER 


This area of Grassy Knoll borders the Pontar River 
to the south (and the vast territory of Velen beyond), 
and is made up mainly of farmland, old and 
crumbling fortifications, and an area of old-growth 
trees close to the Pontar River; woodland where the 
largest monster threats are said to reside. 


иши 


"e Fon. or and architect. bought 
мот Tinto Ns country retreat 

Sadly the enormous popularity of the great Lucia 

he spends nte tme n Nis fortress of «ойе and h 

care o à steward 


T | Witch Hunter Raids” 
ET Contract The wnite Lady 
HZ) Fists of Fury; Novigrad p.497 


Points of Interest 


Contract: Lord of the Wood p.524 


Contract: The White Lady 


TO | Bandit Camptiro 
C 
Merchants and 
Merchant (Wandering Trader) 


Uw 


into ruin Look carefully at the structure 
it of Witcher gear heret 


О GRASSY KNOLL - EAST 
Om 


CUNNY OF THE GOOSE 


Соту ot 


2 Contract: Lord of he Wood 


Points of Intere 


ntact: Lord of the Wood 


This shrine greets travelers on thelr way to Oxenfurt. Merchants 
sometimes stap here 0 sell goods to pilgrims and visiting scholas. 


‘Scavenger Hunt: Cat Schoo! Gear p.585 


ie of Interest 


Rottend, Devourer 


Wyvern 


Feline Steel Sword J 


URSTEN 


jees t flee Тетепа With the Pont 
^ ihe Ursten 
па ne location where à wi 
om a Land Far, Far Away 


Points of Interest. 


Endrega Warr, Endrega Worker 
— Drone, Endrega Worker 


O feine Siver Sword (Superior p.580 


Merchant Arabie Money: alow Average 


GD uncon Wear Warr, deen 


Aside from the delightfully-named tavern on the lake, the eastern parts of Grassy Knoll offer more rolling hills, 
and the first evidence of the unshakeable rule of the Eternal Fire. 


Merchants and Ri 


GD mem ^ 


GED Heast Available Money: Below Average. 


Merchant 


(Wandering Trader 


эме Money Average 


Avaiabie Money Below Average 


2.) | The Innkeeper at Cunny of the Goose p.805 


p.805 


TD | The Innkeeper at Cunny of the Goose 


а 
2 
5 
Z 
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GUSTFIELDS 


The expansive territory to the north and east of Novigrad and Oxenfurt is home to numerous farmsteads, hamlets, and more impressive manor houses. These were 
usually built using the proceeds from agricultural gain, as this territory offers excellent potential for farming. There are other, more hidden areas to explore as well. 


Y OU 


GRASS 


@ VI GUSTFIELDS - FAR NORTH 


The northern sliver of land skirts the shore of Novigrad beach, before undulating foothills appear. Farther from the relative safety of the big city, many of the farms 
have fallen into ruin, as encroaching monsters, rampaging Fallen Knights, and the mischevious Wild Ones all tearing into this chaotic territory. 


@к» GARIN ESTATE 


TEM 


жп 


Hunter's Cottage Bear 


wansi 
{iver me area а Tora a ези 
OE L C^ ан [ад 


The уно 
salo passage Irom Кон 
nd тег Drowner brethren are 


‘Nachnomorphs (1 


2 Banat Camp Beodrot Pt trom | 


ТЯ 


но more and a large Arachnomorph in the rear 


тле ir tongue this ship runs aground 
of беги з adventures. Ex 
iorenand, this beach 
vibe only unti you remove any Ofer 
‘Mage during the Heart o Stone Main Quest 0 
locaton isnt visi 


GD Hovorna Booch | оон (6 


‘Aonce-idyic beach cottage was overrun by Fisstech smugglers. Now 
Drowners have encroached and killed them A trapdoor allows ac 
‘down to a smuggler with a key 


Treasure Hunt 
Brother Anselm's Letter The Sword, Famine, р. 65 
Pe 


ed by wt of King Herbert he Quare 
Tg was roang run when they зч 
DG те new settement ar 
vete became setter fr 
Merchant ble Maney Below Aw ve берс Ghouls 


Points of interest 
Monn Fallen Knights (6 


sen Knights. When 
erated, a Merchant ses ир 


Avaiable Money Ве 


Available Money Average 


The Buckholt His have long been famed for the we 
dieling there, which is why the owner of the nearby Sarra 

once had a hunter's cottage built there, to ensure the с 

fresh game. Currently. а Bear has mauled the hunter, whose stumped 
body can be found at the entrance to Nis cottage 


d torty years ago, Joven G 


ит WING. brat, and sous, Garin looked 
vwedow п bloom coni doi beat 


шипы ges and goa sun bathed ids AI Il 


пород мт 


тнт here Var good. new noghbors ги the arra with 


ma manor has Û by the know uttan (мм von Entec 


Bandit C Fallon Knight 


€) Order of ne Flaming wo 


O Diagram: Order ol he Flaming Rose gaun 
О” 


(terior 


and Olgierd von Everoc have u 
"Ns mansion and use th 


Carden Estate Upper Floor 


мен 


рент Study and Bedroom 


tate: Ground Floor 


"Moin Hal 


Front Door 
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The numerous fields and gently rolling hills provide many wonderful vistas, as well as strange and possibly violent altercations with the locals, who are especially 
fearful that their idyll may be ripped and razed like so much of Velen 


мик count named Jacobus Ruth of he Riesling: 


One of those places wise men not to temor 


[ГЕЗИТ 
ED Water too 


нта vinoya 

fabulous beaujolai pred on both sidos of the Ponta 
Arabie Monty 

Boiow Average 


Merchant (Wandering Trader) 


Superior 


fers from a bad reputation 


Treasure Hunt 
Tinker, Hunter, Solder, Spy 


Dungeons 
GLE) Abandoned Estate 


БС) Bloody Leter p.585 


1) | Novigrad Hospitality p.399 


Ф GUSTFIELDS - CENTER 


The wealth of agriculture in this “garden of Novigrad” is further proven due to the Vegelbud family's ostentatious holdings, as well as the Honeyfill Meadworks, whose 
halfling owners are respected members of the community, a shock to many nonhumans visiting these parts for the first time. 


(Эк HONEYFILL MEADWORKS 


ge 


‘ind so built 


rounds vin me 


Water Hog J 


Merchants and Repairs 


GD ient Arabe Money Average 


REB MARTIN FEUILLE'S FARMSTEAD [T WHEAT FIELDS QED CARSTEN 


(QED  VEGELBUD RESIDENCE 


Points of inte к T 


Further afield, Gustfields becomes à more bucolic existence for the farmers, peasantry, and landowners. That is, until the recent influx of fighting, the abandoning of 


656 the Von Everec Manor to ruin, and the encroachment of Fallen Knights and a variety of revolting monsters. 


QED  BRUNWICH 
У т 
E 


This picturesque ite village's beauty makes It a frequent subject 
of works by bards and poets. The best-known ресе whose ac 

is set in Brunwich is "The Betrothing.” а farce penned by Star 
Islas. The reputation thus gained nas made It a popular cest 
for Bohemians from Oxenturt. who escape here during the hot 
months to pass the time wi contests for the most безш feathered 
сар and hunta fora golden horn held at night in the nearby woods 
Currently. wedding festivis are set to take place here. Remember to 
pick up the Cow Gwent card, loose inthe upstairs barn loft. 


соз Hearts of Stone Quests 


2) Shani: A Midnight Clear 293 


Points of Interest 


Contract Apprentice Gone Missing! 


(Secondary Quest. Without a Tr ».406 
6n 


O boomen | WS О) Cred 


7 The Ealdorman of Brunwich haa deemed this area unsafe, эз evi 
pita haunt IVS sacred Ground, Enter the crypt behind the chapel 


{uring the Treasure Hunt fo ace three Wraiths and a Nightwrait; tor 
is Now Moon Armor avaiable to gather here 


TL) | Merchant (Wandering Trader) Available Money: Poor 


Gwent Players and Vendor 


(LEO Found card Сон card in Bruich bum 


25 Order o we Flaming Pose amar 


ма diary of — | Treasure Hunt т 
Радни Файна | The Cursed Chapei 12-56 


Knights Hideout (Secondary Quest: Rose on а Red Рей 
Fistech Laboratory 
Flammable Gas 
Flammabie Gas 


(guum UPPER MILL 


The local community held a raising bee to construct the new brick 
Upper Mil to replace the old wooden Lower MI. Once fn 

however. they decided closing a fully functioning mil just because 
Wer ewer one wo ea sint waste, Pus both mits eran 


Races: Swift as the Western Winds 


TD | Enchanting: Start up Costs » 
Treasure Hunt: From Ors Distant Shores. 552 

went Players and Vendors 

(ES The fer Merchant ot Upper Mi 9.608 
Гс Available Money. Average 


Avalable Money 


TD | Runewright Above Average 


ö 


y о! the von Everec estate u as tangled as at ofthe 
if. The once we 

were auctioned of 

Bard of armed men cating themselves Me Redanian Free Company 

Beso e etort e ment roug 1o regain Oger abandone 

circulate 


um 


от a Marriage 


After the construction ol a new brick mil о the northeast, Mis 
structure was set lo fal nto ruin However a recent edict has 
enters rebuilding ths old structure. despite ihe local rumors 
about the nearby manson 


— 


OCD ele Oferi wi 
Dungeons 


GD = 


м Everec Estate: Exterior 


x Estate 


i anc 


Von Everec Estate Cellar intera 


To Trapdoor 
Formai Garder 


To Kitchen 


Von Everec Estate: Ground Ноо (intero 


Von Everec Estate: Upper Floor (Interior) 


Long Ratway 


From Extenor Balcony Wis Bedroom. 


To Exterior Balcony 


Painting Room 


Von Everec Estate: The Painted World 
Main Quest: Scenes From a Marriage) 


To Memory: The Mariage 
Contract (interior, cellar) 


Memory: Olgierd's Study 
теге. upstairs) 


Memory T 
fBedchamber. 
upstairs) 


The Dining 
"Room (interior) 


Memory The Painting 
Studio dinero, ups 


Memory Ins at 
the fountain 


Memory is atthe easel 


The mansion grounds and inte 
Hearts of Stone Main Quest 


GED | Won ver cpt 


олу accessible during the 


ОО. 


Defensive structure bull during the reign of Vim the Just In tho 
13th century. a me of intense Redanin- Temeran border conflicts 
In the relative calm that followed, It fll into disse, then disrepair 


Draconia Nest (Wyvern) 


Tis hard to say anything about Zuetzer Castle without mentioning 
the tragic death of Anastasia von Bourmann, Once one of the most 
Dowerf magnates in Redania, Count von Bourmann retreated from 
pubic Ме ает the los of his only child and never lett his family 
mano to the very end of his days. Currently Zuetzer Caste is but a 
Secayng пип haunted by a sad past 


Points of Interest. 


Мат and Staircase] 
p Upper Food 


— Ubrary 


Sack Doo 
ito Gardens. 


— 


E) | Bandit Camp Fallen Knights (12) 


Pelc est 


Treasure Hunt: From 
Обег Distant Shores 


Relic: Impera Brigade armor 


Gauntlets Diagram 


Untransia 0 802 


2 
8 
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E 
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WW GUSTFIELDS-EAST _ 


Along the eastern edge of Gustfields, there are more secretive camps, villages with secrets most despicable, 
and the haunted forest whispered by locals with the name Deadwight Wood. However, peasants still favor the 
lumber from this area, despite frightening folklore dissuading the fearful from exploring these parts. 


VIKK WATCHTOWER rn KILKERINN RUINS 


— 


Legends ciam. e age Aur had 
the Vine Walch 


Points of Interest 
GED Monster Nest Draco " 
oD 


th э; те Pu fe Ray 
un in he 


Chests 
Os n ма 
Ф » T 


12)  Mmsirone Caste Inte wraiths (m 


This woodland settlement 4 
Y to Deadwight Wood 


opuated, and its 


5 of Interest 


Select wood gabie logs бете 


ELD | E — 


Dungeons 
GLAD Weit cota 


ber Yard 


G 


Find a Letter with 
Distant Shore 


) | Bandit Hk 


Order of tho Flaming Rose sword 
— Gauntlet 
Available Money: Below Average 


Available Money: Below Average 


Î GUSTFIELDS - SOUTH 


The farther south you wanter in this territory, the 
тоге evidence of war and displacement occurs. 
Temerians are hiding in the gorges dotting this area, 
and the recent discoveries at the elven ruins of Est 
Taylar make this an area well worth exploring. 


Ou GUSTFIELDS FARM 


Home to a halfling herbalist who is а passionate devotee ot innovative 
s and expenmen 


herbal med 


Farmstead founded years ago by an eccentric faxen-ha 
named Cunigund de Cabbrae, who came here seeking pea 
and Tesh county air 


EUR TEMERIAN PARTISAN HIDEOUT 


mercenaries are lounging around in this 


‘makeshift camp at the edge ofthe woods 


ГЕ 
ICD w 
Merchants and Repair 

С 167) Herbalist (нти Herbalist)  Avalable Money. Average 


Contract The Creat Forest 


9 500 


Though the Niosardans thought Temeria died along with King ата 
койон, Temerian guerillas stil hide Inthe woods, prepared to give 

"it ves a à moment's notico in Mer Hight or independence. Their 
leder a Vernon Roche. 


Т) Matye tor mn Eye 9.2 ан 
— 
D noche TemeranParisan Cano) — 5.6 


Go 


Rocha's Camp. 


ST ТАПАН 


Peasants living nearby often complain about the overwhelming cheese 
stench wafting out ofthis residence. 


Points of interest 


Bandit Сато Deserters 


TD Guarded Treasure Leshen 


Long betoro men first peopleed these and 

elven city stood here, centred around the 
‘day, however, t city's inhabitants began mysteriously dying off 

in large numbers. According to legend. King Maeglor sensed he. too, 

would soon perish and cast a powerful spel that caused the earth 

{о swallow the city whole so that по outsider could ever d 

1t Cenlurie Шет, scholars Irom the Oxenfurt Academy begar 

painstaking excavations ol King Maeglor's palace in a search 

‘ofthe catastrophe. Yet work came to а sudden halt м 

Subsequent expeditions ventured into the ruins’ dep 

never hear rom again. Expect Witcher gear, and a sr 

be found here 


1 beaut, prospering 
ing Maegior 


‘Scavenger Hunt: С 


Feline Silver Sword 


ou 


Philippa's Hideout 


А ута! crossroads in Ihe woods 


В) Spooked Mare 5.399 


Points of Interest. 


34) Bandit Camp Deserters 


3E) вани Camp — 


Өт) Merchant (бсо Тан) Avaliable Money: Below Average 
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LES 


- s OXENFURT 


The University city of Oxenfurt is now in a state of lock-down and slight desperation as King Radovid's main forces now occupy the Second City of Novigrad. 
In fact, Radovid's own galleon is moored at the docks on the Pontar. Aside from the Redanian soldiers, merchants are still allowed to ply their (non-magical) trades. 


A Favor tor Rado 
v Price ol Ps 
Neighbor 


u nnn 


Points of Interest. 
dary Quest: The V 
Contract: The Ovenfurt D 
1 The Creature 


The Borsodi Brot 


brenn 
burkee 


yer Journey : OED) Ver Venomous Steet Sword 
^ отуз Figurine T t fps 


Shani he 


@=э NOVIGRAD GATE 


LD | Borsodi Auction House (тело) 


Fea] 


During Orenturt Academy's exam sessions this gate would be closed. 
ta spare we students om Novirad s templatons 


4) The Most Trvest ot Basilsis" p.405 
Points of in 


ео 


Oxenturt Chess Cub 


A [fo vaut vest ov] 
dro 


Borsodi Auction House Vault 


OD 


A hub catering to one ofthe academics’ pastimes: and a society for the 
‘advancement of a game where paupers and kings are on equal footing, 
Trat s. unti King Radoma tok an interest Report of him executing 
those that bettered hm i a game are unsubstantiated, ough he does 
Frequent ths юсле 


WESTERN GATE 


Вее war broke cut several hundred people а day would pass 
wech here. Now the Redanian blockade has slowed trafic to a 
mece тсе Try w enter Oxenfurt without a transit pass. and expect 
эл arrow inthe back 


ints of Interest 
[ xs Tm 


and grounds are heavily guarded, and trafficked toc the local 
brothels are consistently sending in addibonalstrompela tor Wy 
insatiable appetites. 


[xs] 3 


An infamous рй, said o be buit atop an ancient elven catacombs, and 
now me man garreon for ne Redanan solders n renturt КОМУ 
‘vals are said fo be kept й здраво conditons below ground, cung 
Sorceresseshe wishes to keep ave rather than impale 


bene 


The seat of learning in this part of he world, now closed by Radovi, 
and ransacked by his Witch Hunters Pies of replaceable books le 
‘Scattered in the main courtyard, waiting to 

academics have fed 


GD олыо 


‘burned. Almost ай the 


‘One of the few remaining academics that King Radowd st has а use 
for, the Professor is holed up in his residence, babbling about hellish 
demoni forces 


Available Money. Average 


УЯ) Blacksmin (Journeyman) 


JD | The Journeyman Blacksmith of Orenfurt p.806 


Ф) Feline Trousers (Enhanced) p.587 
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Сүз) ownt Pison 

GD een Sewers 
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SKELLIGE ISLES 


Far to the west of the Continent is the Skellige archipelago, a cluster of islands and smaller rock outcrops inhabited by a number of warlord clans. In the wake of the 
death of King Bran, the ruling clan are the An Craites, who inhabit the fortress of Kaer Trolde in northwest Ard Skellig. Their main rivals are the Drummonds, led by 
“Madman” Lugos, who dwells in the southern part of the main island. 


‘Surrounding Ard Skellig are smaller islands, each inhabited by other, outer clans. Clan Brokvar live on Spikeroog to the northeast. Clan Tuirseach stake claim to An 
Skellig to the northeast. Clan Heymaey make their home on Hindarsfjall to the west. The least civilized of the lot, Clan Dimun, have southeast island 
called Faroe, No one clan holds claim to Undvik, since a mighty ice giant has unleashed its wrath across this place. 


ALL ISLES 


EN) 


/ 


wre 


ON ISLAND 


ARSFJALL 


FAROE 
ГЕ Ч 
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The largest of the islands of Skellige, Ard Skellig holds the seat of power of all the clans; Jaris from across this realm visit Kaer Trolde to talk of trade, solve quarrels, 
and even speak of invasion. Currently, there is a simmering animosity between the An Craites of Kaer Trolde, and the Drummond clan of Kaer Muire to the south, and 
tempered leader, Jarl “Madman” Lugos. 


M 
e 
PRISON ISLAND б. 
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e 


Tis stone bridge was, according to legend, carved single-handedly by 
rymmójar the heroic founder of Clan an Crate 


1) | The Sunstone (Possible Start 1) p.268 


+) | King’s Gambit 9.232 
2. The Lord of Undvik 9.226 
3) Possession 7 


HG 1) Scavenger Hunt: Wot School Gear (тюл) p.597 


OCD Biacksmin (Joumeyman) Available Money. Rich 


7 PM aate Money 
XZ Amore (опет) _ ре 
J) | The Journeyman Blacksmith of Kasr Toide p.807 
2) |The Journeyman Armor of Kaer Tide 7 


Erion the Druid of Kaer Tode 


10 бше orat Gedyneth) » M 
Crach an Crate of Kaer Trolde (hern, or at Kaer gay 
Morhen Harbor m 

3) | Madman” Lugos (hero, or at Kaer Muire) p. 807 


GL Kaw Trolde Secret Passageway 


QE кегтове 


D | New Port nn 


D KAER TROLDE HARBOR 


9 sg 


"rusty те ouest run estabishment in all o Ska, Qs ave 
/ 
and reasonable room rales hough recently much of he establishment 


fest ports in Sketige. Goods from every comer of the 
word are brought here to be sod and traded, 


1) юш Wraith 
fias been leased tothe sorceress Yennaler of Vengerberg) Yonneter's 
bedehamber§ accessed during an ophonal part of Man Quest The King 

Battie Preparations p.267 
3) The King is Dead - Long Live the King 9.219 


Available Money: Average 


1) | An Unpakd Debt һа? 
© 5) Worthy of Tra һа? Merchant and Barber | келме Money Average 
(Gusta the aor) > | Available Money Avera 
8) | e Family Bad аю 
ка Herbalist Available Money Average. 
Merchant Avatable Money Below Average 
Contract Dragon sar 
= = Merchant 


Available Money: Below Average 


Fists of Fury: Ske (Wandering Trader) 
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f Inte Merchant Available Money: Below Average 
Secondary Quest: The Family Blade 5.409 
Contract in the Heart of the Woods ng Jonas the Innkeep of the New Port Inn 
Y {Kae Trolde Harbor) p.807 
Contract: Mure D Weben ».55 
Shan the Tailor of Kaer Trolde Harbor Т7 
Виз of Fury: кн 498 
= z The Herbalist of Kaer Trolde Harbor p.807 
1) жым 
Jonas the Innkeep of the New Port inn E 


Kaer Troide Harbor) 
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(UNE — ARINBJORN 


‘village whose calm s only occasionally disturbed by someone 
ping another senseless or one comrade breaking а Dottie of mead 
‘ver his mate's head 


W WILD SHORES 
| (CP wit SHORE 


A wid and untamed part of the isle's coastline. favorite spot lor 
bandits and lovers. 


12 _ Farting Тов" 5.410 
Points of Interest. 
1) Ojdops 


) | Daystar Stee Sword 


ГЛ 


p.600 


QED HOLMSTEN'S P 
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Piers and docks fo the village ot Holmstein — Сап Drummond's 
‘chiot port. 


Points о! Interest 


T | Bandits 


Merchants and Repair: 


Ө Merchant (Wandering Tode) Aralatie Моту 


ED Merchant ‘Available Money Average 


TID The Merchant of Hoimstein's Port p.808 
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5) Stranger in a Strange Land 


9) Callot the waa 


0) Sven's cer 
Ti) | Never Trust Children 0” 


02 Contract: Tre Phantom of Edberg 


Fury Seinge 


Points of Interest 


Contract The Phantom of Eberg 


EE 


en 


e 


ants 


рај 
Blacksmith Amateur 
dee 


Merchant Wandering Trade 


‘Available Money 
‘Above Average 


‘Available Money Average 


ы) | Available Money: 
Below Average 


The Amateur Blacksmith of Arinbjor p.807 


The nen of Arinbjom. 


The окер ot vibe 


p.808 
„юв 


A mysterious and abandoned vilage, where the locals were sad to 
worship the banished god Svallod. Te казе are said t roam here. 


Points of Interest. 


2) маа 
UU p.583 


С) | Leter from an alchemist — Unmarked Treasure Hunt 


Merchants and Repair 


z Merchant Arilble Money: Below Average 


Bear Cave 


E 


DO | Kaer Dhu: Nekor Mine 


oD 


v 


QED KAER MUIR 


Тм fortress h 


ө as Cian Drummond's tor centuries. 


The daye when it was new and in тораи аге а distant memory now. 


— 


Тһе Sunstone Possible Start 2) (Т7 
A Hallowed Horn DE 
The Cave o Dreams (Possible Start 1) p.420 


Scavenger Hunt: Wolf School Gear (Blacksmith) | p. 597 


Points of Interest. 


Secondary Quest: A Hallowed Horn. pam 
Ai (ИД 


Blacksmith Journeyman) Avaatie Money: Abow Average 


Armorer(oumeyman) — Avatable Money: Now Average 
The Journeyman Armorer ol кае Mure p.808 
The Journeyman Blacksmith of Kaer Mule — p.808 
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@ OFRITHRDARL - NORTH 


This small vilago has gained great renown as home lo he best 


hunters in кейде 
р Grymmdjan Monument 


Brave Fols Die Young 


Caste Ru 


n the Ho m 


SJ Torres: Pursuits: Раула 


TED | Blacksmith (Amateur Avail 


JD | Morh Available Me 


Ou ) | The Amatew Blacksmith of n 


Those that seek the old waya might pray to this large pile 
and he tooinardy пу а pt to ght the beacon atop thi 


GED Neier Mino 


st glory but а pile o 


ver Sword (Superior) 


Ф) зое по вепат оном 


Perunsuta Tomb 


Those living hero эге tough on the outuide, but soft and tondar within 
‘As the dragon that's supposedly been devouring the local would tl 
you, f t could spe 


0 52 Contact Dragon 
LCF) Secondary Quest Selige's Most Wanted 


Secondary Ouest (OLC): кереу Most Wanted р. 534 


Contact Dragon p.527 
TO ниру. Ernia 

Ж) | Sirens and Oona 

TD ben, Siren 


Thieves: Camp (fort Grymmdjam, 


Within an oid fort, a band of thieves з said o reside, having nd tho 
area ol wipes 


ED мн — Below Average 
36) |The Amateur Bach ol Fyresdal т 
The Merchant ot Руен m 


EE] Wits Hunt Warrior Axe 
EAD Woven Armor (Superior) 5 000 


| 


SKELLIGE ISLES 
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Р sud 
T ao 
n 
// * 


й — Babe Money 


Gwent Players and Vendors. 


ID | Tre herbalist о Калет lie т 


Dungeon: 
Сү) Т 


ө! e fishermen of Rar 
i and from that moment on 
to beating his recor 


‘Armed Assault 


u Contact: mas 
5) Te Heroes’ 


— 


Secondary Quest The Ning 
Contract: Missing Son 
QD was 
Gs 
— (vd S 


[x = 


e ‘Avaate Money 


Drowner, Mucknixer 


‘Alchemist (Jenna) 


ZE) Merchant Wandering Trader) valle Money: 
(ERO Merchant Wandering Trader) Arabie Mone 
7 bie Money 
OCD Merchant че on 
G местн andering Todos Arabie Money 


lie vilage. Вале в located wand, tar rom 
s клик out а eng ou пим and cate 


The Sad Tale ofthe Grossbart Brother p.418 


Points of Interest 


Missing Miners 0.529 


Points of Interest 


a Camp and Obes 0 Т: 
GD wam 


ED месат Tale Money Avenge a 


‘Overlooking the nearby lake. the excelent views allow bands ot 
ts tme Y plat a 


| ¥ NoRDBERG 


RZD ANCIENT CRYPT 


The remains of an ancient or 7 
; yay ec Си e м boen t er 
- ; GD! Toe Sho anos var Yous 
Though Seeger are amed tor bravery bordering on madness, tere 
we cart places wach even Dey ae ey дайа onm. T i 
EE 


24) Crime and Punishment >» 
[ЩЩ % ) Scavenger Hunt: Bear School Gear 0.501 

Points о! interest 

б» PTT maplans why nis ship is supposedly 


TD | Gargoyle, ке Elemental 


)  Naevde Seidhe Silver Sword 


) ` Usine Silver Sword Diagram Do 


— (Enhanced) p.593 


and unmatched master ot various weapons, she quickly became the 
terror of the Great Sea, and when she returned to Sketige, hey say 
this cave в where she hid her oot 


23.) | Yusianna Disturbed” p.423 


Суса) Wstianna’s Grotto 


normal rock formation sh 


Points of interest 


GD ваз 


Chests 


and gather bones w 


bold he 


¥ MORSKOGEN FOREST 


Though located deep in he 
harvesting, the sawmill no 


p.407 
9. 


д5 and royal coro 


ın Advanced Alchemy 


apy 
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lige 


QED DRUIDS’ CAMP 


А 


of Interes 
Herdalls Finger 


U " з 


GLAD килт 


W SOUTH ISLA 


A small disparate group of tiny and uninhabited islands rarely visited by man or beast, making them excellent for hiding ill-gotten gains and other treasure. 


474 ost here while watching for dangers. 


A small island with a single windswept village of note, the islanders of An Skellig are nevertheless very proud of their rock. Not least because of the Trials open to 
any man or woman ready to scale the dizzying heights of Yngvar's Fang and plunge into the depths of the Wet Belly Cave below. Currently, the islanders are also 
experiencing something more than a little bizarre—a tower appearing from nowhere, bringing with it some inclement weather and strange occurrences. 


(9 ANSKELLIG 


| Өн» nicus FANG 


an peak was named after the mythical Dear which, according 
was defeated by Tyr, the hero founder of Сал Tuirseach 


| 
| 
Окт” 
| ed 
1! Scavenger Hunt: Bear Schoo Gear 7 
Points of Interest 

GD китек» 


E 
2 
ë 
E 
3 
7 
8 


A 
rd 
‘Dug into Yngvar’ Fang isei. тив пу 


QUO sacs Amateur) Асие Money: Average 1O Harpy 
CLD ow dois) eee, 
TD | Aah Runestone Stoel Sword («жэр — Below Average || LID огон Silver Sword 
) | Daystar Ste! Sword мам @ 15 Grin steel sword - Superior | p.582 | Bandits 
[ O Armor Diagrams p.591 Wraith 1 The Amateur Blackamith of Uralla Harbor p.808 CTE 
geons The Amateur Armorer of Urtalla Harbor 9.808 OCD | Wet Baty cave 
GD ТТЛ 35 | Tw keep of Ura Harbor m [AND 


1.) | Tie nnkeep — Harbor 7 
(QUE — TRAIL ТО YNGVAR'S FANG 
4 


This is the star 
price and glory 


cunt of heir mastery of the craft and painstaking attention to 
I sNowrights working in tnis harbor are considered the best 
iis 


Y. | The Tower Outta Nowheres. 0.429 
The Path of Warriors p.427 

Three generations ago ! 

1) | Fits of Fury: Skellge. p.498 local youth. Then one nit 


pounded into the eae 
dragging them out to a 


TW ANSKELLIG - SOUTHEAST ISLANDS 


Volcanic activity was rife in the past, and the results 
in part are these tiny protrusions from the ocean 
floor. As with many other uninhabited parts of this 
realm, buried treasure can be found for those with 
enough patience and guile. 


Wraith 


Siren 


1) | Bandit Campfire 


Bear 


675 


@ SNIDHALL - EAST 
These form a scattering of volcanic islands 
stretching between Spikeroog to the west, and An 
‘Skellig to the east. Aside from the complement of 
buried loot usually hauled here and forgotten about 
over the centuries, these islands strictly belong to 
‘An Skellig, though any islander is free to visit these 
spits of sand with impunity. 


(ILS | Free Spint p.426 


Points of Intere 
QUI | Sonali isie 


@ SNIDHALL - WEST 


Though small and featuring but two settlements, the island of Faroe shares claim to being the least hospitable of all, thanks to the active slave trade in the village of 


Trottheim to the west. Fierce warriors inhabit this landscape, including the finest swordswoman of Skellige. Don't forget to visit the shrines to Hemdall, too. 


(mm НАУКЕН 


E) 
> | Tho Price of Honor 


Y Maiden 


Fits of Fury: Skalige 


9.432 
раз 


p.498 


i of Intere 


CD Ys 
ED | owe 


Notes About Treasure 


rumpled 
Letter 


1) окер 


Sirens 
Rabid Rock Tol 


Iron Maiden 


Treasure Hunt 


Treasure Hunt 


Hidden in me Depths 2-57 


‘Available Money Beo 


Available Money Average. 


= nt Players and Vende 


) | The Innkeep of Harviken 
) | The Amateur Blacksmith ot Harviken 


) | The Innkeep of Harviken 


QCD Fas Rock Tois Cave 


Entrega Drone, 


F 


ED | Toi Treasure Cave 


бы. Йй 


(gu TROTTHEIM 
n 


ce tamed across al of Skelige for Me fact that 
sively by women. all her men Raving died during 


The Four Faces of Hemdall™ 


image spot for druk 
{o fne west of this poit, towards the edge of Faroe. 


CD | Shrine to emda Hammond! 


A man-mountain named Hammond prays here. lı 
Secondary Quest Following the Thread 


m during 


s, Dagr 


Walth 


E 
8 
i 
3 


. HINDARSFJALL 


The overgrown and tumbledown Freya's Garden, where priestesses still seek an audience with the goddess, as these tumultuous times drive the islanders back into 
the arms of myth and legend, dominates this area. To the north is the strangely-shaped Ingdalen Isle, which appears to have suffered a strange (and possibly magical) 
explosion, cutting a perfect circle out of the shoreline. 


HINDARSFJALL - NORTH. 


2 g 
1 


о 
LEN SUE 


FREYA'S GARDEN 


Мекке Cave Nkkor, Nagubman 


DD Freya Tempe Underwater 


For Quest: n nos Clothing 


SKELLIGE ISLES 


The south of this island has three villages of note, with Lofoten offering a hot springs that the locals enjoy after a hard day ship-building, fishing, or eking out their 
otherwise meager existence. The Jarl himself can be found in his longhouse, in the village of Larvik. 


(gm LOFOTEN [MITT 


Barrow 


Once a rich and vibrant vilage. today Lofoten is a ravaged and 
crumbling run. 


7) Mecrophage Cave Ghouls, Rottend, ghoul 


T3. | The Calm Bere me Sto 
Chests 


ö 


The Mysterious P 
d Transport 
The Heroes’ Pursuits: For Gory 


mE Interest 


Contract S 


ıs was once home to an her 
"Unable to find a 
settled in 
occasional visitor пев 


Points of Interest 


U 


Lying to the northwest оп а map of Skellige, Spikeroog is a reasonably remote place, though the locals are mostly cheerful. The same cannot be said of the jarl, who 
has taken to staying within his longhouse in the village of Svorlag; plagued with self-doubt and other troublesome conniptions. Be sure to visit the village of Ноу; it has 


an arena to die for. 


The ruins of an old watchtower in which, according to legend, a 
хей herself up, convinced oniy a man 
Y wouid Бе fit to be her husband. 
"he princess died ot old age and the tower 


222 


1) Ursinetrossbow Drowners, Ehidna . 
TECT) Woven Trousers (Mastercrafted) 


‘D> The Womb 


‘This vilage was founded by the mythical Sove. who killed a eng 
and bloodthirsty chimera on this spot 


беер of Svoriag Т: 
teur Blacksmith of $ 7 
The Merchant ol Svoriag p.809 


— of Svorag (ТЛ 


tage own vcughou al of Skelige Ir he famous rera which 
onca hosted Merce fights between the mightiest war 


ol the Arena 


Fists of Fury: Skelige 


Treasure Hunt 


= Not Only Eagles Dare 


The second-largest island of Skellige, Undvik is now the least habitable thanks to the arrival and wrath of a terrible Ice Giant. The clan Tordarroch is now decimat 
and most survivors from the Tordarroch clan live on Ard Skellig under the protection of Crach an Craite. Those who stayed behind are most likely dead. 


ЕЈ UNDVIK - NORTH 
| 


SKELLIGE ISLES 


The scattering of islands north of the main land- 
mass of Undvik is dominated by the elven tower of 
Tor Gvalch'ca. Of special note is the island where 
Avallac’h the elf has his secret laboratory; an area 
that cannot be accessed until the time is right. 


BE S1] 
‘Elders say an isolated cave on this coast was once used as a retreat | 
by the word's most famous bard (before the rise of Dandelion, that is): | 
the great Xirdnen of Zanguebar, renowned from Мала to the Dragon | 
Mountains for his ferocious hute- strumming. | 


Travelers Notes re Hunt: Precious Haul p. 568 
да of the Eider Blood 


QLD  ^alschs cave 


It seems strange that the islanders have fled 

this place, as the windswept tundra isn't more 
inhospitable than other territories of Skellige, Why 
would the ice trolls and sirens run rampant across 
these hills? The answer is simple, an ice giant stalks 
these parts. 


ABANDONED VILLAGE 


dents were forced to abandon it in а hurry when the 
edi awoke and decided to make know Ns wrath 


QLD | кетей Tunnels Ye To 


The ist known where 


Chests 


cuts o he hot headed 


Treasure Hunt Shortcut 


wras 


Була Devourer 


V qute recent, this beach was hequented by fish 


Y water Now the 


clacton of ruined vessels, and the entrance Ю te tc 


Quests 


Tedd Dei 
On Thin ke. 


va The Final Age 


0 дапа don 


7 
| 
] 


The more mountainous areas of Undvik can vex 

even the most able hiker, as it seems far better to 

stay on the paths as one navigates the dangers 

present here. Those with a strong pair of swimming 

arms or a sturdy boat would also do well to visit. 

the three islands south of here, for plunder and _ 

adventures await! Ё A famous forge where the best tools and weapons in alo Skelige were 

d rag aren ese AR u 
Chests 2 [€x] Cyclops 
EEE RS E 
1 — = Сиви ернеп Sod 


Sea fowl come from miles around to congregate on this scrap of 
barren land, mate, and lay eggs 


This Section of the Atlas explores strange and otherworldly areas that you may only visit once, usually as part of the main quest. The following locations are shown, 
as they have some additional chests and other areas of interest. 


rm 1 fuu 


ТУГЕ OP MISTS 


An island lost to almost every seafarer. Perpetually shrouded in foggy gloom, this location is visited only once, during Main Quest: The Isle of Mists (page 245) 
It features a variety of treacherous rocks to navigate through in order to reach the main island, and equally frightening monsters such as sirens, bilge hags, harpies, 
and fiends, once you get there 


Points of Interest 


The center ot he Island atures an 


DARK VATEY | TEDD DEIREADH 


The White Frost has 
completely enveloped 
this unknown town, 
Which you visit during 
Main Quest: Through 
Time and Space (page 
186). The origin of this 
location is unknown, 
though an entrance to 
Avallac'h's elven lands 
is available at the elven 
lighthouse, at the north 
end of this map. 


Completely hidden from all until only very recently, the home of the Witchers is a fortification known as Kaer Morhen, meaning "Keep of the Sea of Vore.” Years ago the 
keep was destroyed and its inhabitants murdered during a massive pogrom. Currenly only a handful of Witchers winter here before setting out again on the Path. You 
are wise to complete any Secondary Quests here during Main Quest: Ugly Baby. 


KAER MORHEN 
[010] 


LAKESIDE НИТ 


BASTION 


@хс + 
Dungeons. 
Су т) ото Cave 
А dozen years ago a hermit lived here who brewed excellent mead. The Witchers would visit him from time to 
time and chat about far-off lands. Now this hut is in ruins. Expect drowners close to the water's edge, and a 
very old troll in a small cave to the northeast, along the lake shore. 


| ЭЁ KAER MORHEN 


|. The Keep of the Sea of Yore, home to the Witchers 

| ofthe Wolf School, has been improved since its 
destruction and, although its battlements have many 
holes in them, it is still a supremely defensible place. 


Ugly Baby: To Balt Forktal 


The Batte of Kaer Morhen 


3.) | Blood on the 


" 


1 0 105 


Ugly Baby: Те Final Tal, No Place Like Home, 
and Va Fall Elaine 


%_) | Ugly Baby: Disturbance 


Avalable Money Zero 


| _ Э BASTION 
| 


Once young Witchers trained here. Now the bastion 

15 a forgotten ruin. Expect wraiths as you approach 

this fortification. It is also worth exploring the 

pathways around here for loot and a look back at 

the terrible ordeals the young warriors went through 
| during the Trials of the Grasses. 


Bastion 


) | als of the Grasses Devourer, Nekker Warrior 


9 


lace of portals, 
+ 


| Є IRON MINE 


| Iron ore was once extracted from this place for use 
їп the Wolf School's forges. Now these wild southern. 
paths are home to prowling bears and wolves, and 
other more frightening animals. Beware the chort 

|. inside the Silver Sword Cave. And don't forget to visit 
the strange Greenhouse, where the weather can be 

| changed for the better! 


Gm ron Mro cops 


ЖУУ, 


KAER MORHEN 


5 6 Dungeons T | Sive Sword Cave | Devourer, нени Warrior 
O Woven Boots (Superior) QLD | ron ine 
Т) Woven Gloves (Enhanced) 5 
@ 2) | The Greenhouse N e 
35 | Fontan cave 
07 


alchemist seems to have used these standing stones. 
environment suitable fr growing a variety of herbs and 
her useful pant e. But that was a long bme ago. 


{ 
| Эё RUINED WATCHTOWER 


This lakeside watchtower was once the pride of the 
Wolf School Witchers, yet today lies in ruins, The 
only sound is the wind whistling past its stones. 
Across from the watchtower is Old Speartip's Cave, 
where a mighty hooded cyclops is said to live. Above 

| the cave, on the mountainside where rock trolls 
foam, is the Circle of Elements, used during Main 

| Quest: The Final Trial. 


QM. Ruined Watchtower 
^ M 


Ok Speartips Cave | Nekkors, Nekker Warriors 


"B 


Offering spectacular views of the lake, these ruins of an ancient circle 
were once used in rituals: a Phylactery and fire-ighting ceremony 
honored the elements е, earth, and air Only then could the 
Power o the Eleme 


TD busen and Wolves. 


2) | Wyvems 


1 ЖД 


U 
© woven ste Swora Enhance) 7 


D Woven Siver Sword (on лес body with notes) p. 598 
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THETDUCHY OF TOUSSAINT N 


ast of the Northern Realms is the small Duchy of Toussaint, an important trading hub within the vast Nilfgaardian Empire. Extinct volcanoes dot the spra Ing 
‘Sansretour floodplains, and the rich soil allows some of the finest wines across the known world to be grown. The palace in the duchy's capital, Beauclair, is the seat 
of the Duchess Anna Henrietta herself, who is well-loved by her population. Shunning an army (as the Nilfgaardians provide support during the more severe armed 
Conflicts), Toussaint has a history of chivalry, orderly rule, and proud traditions (which some uncouth folk view as bordering on the pompous). The Knights Errant of the 
different noble families guard this realm, and their combat prowess is as formidable as their knowledge of grapes. 


OBERTA WOODS 


CAR 


\Baw/ VEDETTE VALLEY AN D SANSRETOUR VALLEY 


Arguably the most expansive and well-populated territory outside of Beauclair, the rich soils of the Vedette Valley (to the north) and the Sansretour Valley (to the 
beckon to travellers. For many, this is their first glimpse of the bucolic rolling hills, glistening river waters, and grand limestone spires of Beauclair Palace to the south. For 


some, they may never want to leave, as they become caught up in the romanticism of reinvigorating an old winery. 


DUCHY OF 
TOUSSAINT. 
Wl 


© 


г 
. 
. 
Lj 
Lj 
. 
* 
2 
* 
* 
П 


| W VEDETTE VALLE 
| 


The far northern part of Toussaint is covered predominantly by lowland scrub, woodland, and a few fissures from the Duchy's volcanic past. The large elven temple, 
known as the Arthach Palace Ruins, has recently been taken over by a Hanse of unruly bandits. Add to this a great "white beast" prowling the countryside, and one 


should take care in exploring this area 


(PMD ARTHACH PALACE RUINS 


The experimental attempts to manage the waters ofthe 
Marsh carried out by Duke Adam of Nazai d not prove 
"Successful lo put it Ngy. Thay den 

private estates and even Artach, 


an unpleasant bog to the north of the city where none can 
me eh, 


Points of Interest. 


1) Bandit Camp Bandi 


Bandi Camp 


BD. wen race runs 


Bandits, Hanse Do 
Bandits, Hanse Dogs 
(Воз) Antone “Starting 
Stragen 


Located at the very northern part of the Vedette Valey Territory, this 
‘ld elven ruin slowly sinking nto the marsh features а central island. 
shallow waters you can fightin, and a few scattered bandit camps 


Vito veoste 


Afer Count e Launay went missing, a Ducal Оећ was dispatched 1o 
serve as a caretaker Nas. no one has heard from him for 
whe, enner Wha s gong on here? 


Merchants and Repairs 
OD вактн 
ED о 


Avatable Money: Above Average 
Avaviable Money Average 


€CD Î Grandmaster Feline Trousers and Boots 
QED ТНЕ SILVER SALAMANDER INN 


When folk query this i's Niltgaarian owner, a certain Cale More, 
whence came the estabishment s rame. Me man always refers wen 
the Second Bate of Sodden. His Father, Antoine, showed particular 
rage during Wis batte. as evidenced by the Medal of the Siver 
Salamander which was awarded to hin by the emperor Pinsett honor 
valor and dedication on the feld of bate 


Points of interest 
E 
37) | Bandi Сатр Bandits 


CIO wem Г: TIT 


Ac. Sho Captain's Quest What Was This | gy 
Log, Key About Again? 6.87 


Bandits 


Quest What Was This 
fe Hunt Chest About Again? 


ene one 


X2 | Tras psn 


Të EAST SANSRETOUR VALLEY 


Every self-respecting merchant does some business in the capital of 
Toussaint - going to hear the latest gossip Irom the gamed Belles of 
Beauctar in San Sebastian, or strolling down to the Port to see if the 
docksumen have "lost a barrel of two. But truly important business 
is conducted not in the city, but at this modest merchant's camp, an 
outpost far trom the wine- and song- laden atmosphere of Beauciair’s 
“ета! celebrations. 


p.536 


Mutual О! Beauciair's Wild Kingdom 


Wine Wars: The Deus in the Machina 
(Possible Quest Start) 


Points of Inter 


р.а 


Bandit Camp Bandits 
TD | Panther 
7) wrchespores 


TD | Archospores 


GD | Vern Rocks 


The rocky floodplain to the east of the great Sansretour River, you are 
afforded views southwards, all the way t te city of Baade, te. 


GD | boast’ Nest 


Posters dotted around Toussaint warning of "The Great White Terror 
seem to indicate a strange specimen of draconid is nesting in these 
low foot 


212) | Pittapate River Crossing 


Named for tho sound one's fet make when manuevering through this 


shallow water and muddy rh 
incursions n recent times, 


tank, he Bridge here has had troll 


Herbalist Avaliable Money: Below Average 


Grandmaster Fina Steel Sword, Silver Sword 
GD osos e 


Quest: Coin Doesn't 
Sink 


Letter to Cosmo 


Cyt, Kay to Lockbox һе 


Qi 


s of Brume 


Vedete Gorge 


Vedette Gorge. 


"But during the reign of Duchess Carobeta, this bridge was meant to 
facia traffic between vineyards on opposite banks f the Sansrelou It 
was named after a pilgrim quite popular in Toussaint al the Wine, а certain 
‘ciple of the Prophet Lebioda who on this very spot performed ong ot 
fis many mirades traversing тте river without getting his fet wot 


Wine Wars: Belgaard (Part 1), Wine Wars: Sen 
Coronata, Wine Wars: Vermintno 9.45 


The Great Beauciar Gwent Tournament 9.00 
(Т7 


( 
p 
| 


Contract for Wicher/Witchers: Big Feet to Fit 


D verminino Vineyard 


Vineyard of the five windmils, the sol in these parts is a sandy loam, 
and pertec for growing grapes. However, recent violent attacks have 
winery workers on edge. 


‘Available Money: Average 
‘Available Money: Below Avearge 


ED Merchant 
a 


Trader 


69\ 


Unfinished Report 


Treasure Hunt Chest 


Treasure Hunt Ches 
The line's founder, Stefan de Coronata, once asked a druid to help him 
be rid of he сајараг devouring vs vines The druid suggested he 
таве martens, which love to feed on that insects larvae. Stefan duy 
ook the druid's advice and soon eradicated the plague not only in hs 
‘own vineyard, but in all the neighboring ones as wel. in retur for tis. 
bounteous deed, he was awarded a noble titie. He chose a blue wolf io 
adorn his crest, after deciding пе would lok foolish parading about with 
а marten on his shield 


Points of Interest 
Фог) Wire ars: ооз 


(Forest Herbarium] 
(вэ teo 
GD Î Fest Herbarium 


Archespore 


Lady Dulcnea, tred ot 


EGO | The Beast ot Toussaint 


The Coronata Vineyards herbarium was the envy of the other grape 
producers unt this wooded site was invaded by Archespores 


W WEST SANSRETOUR VALLEY 


—. 


rem 


a ааг 
During һе reign of Duchess Caroberta, Toussaint was sited by û 
Certain disciple of ,, 


"deed which included miracles—were зо persuasive, soon nearly the 
entre duchy had converted to the new faith They crowned this outburst 
ol religiosity with he construction of a temple dedicated 10 he prophet, 
but that was not enough or Plegmund. He convinced the duchess 0 
bud a statue of Lebioda - he Wes of which the word has never seen. 


The Words ofthe Prophet Are Witten 
TED | on sarcophagi 


GD мон camp 


0 460 


А small camp on the outskirts of Fox Hollow, It is now abandoned, 
given over to more monstrous hosts 


GED Cooper's Cottage 


‘Once a cooper kept watch over the Vermentino grapes in this vicinity 
Now the cottage is home toa pack of vicious Rotfends 


692 


Quest Around the - 
Worl а. ken Days . $72 
Quest Around the 
Word in... Бум Days 
Quest: Coin 


Lady Dukcnea was a noblewoman at Duchess Carobera's court 
According to legend, whenever she appeared t0 dues Knights wouid 


lousy. Yet 


н than accepting the advances of ane of her gentlemen suitors, 

e bomo ofthe den cout. agreed lo Me 
proposal of a simple miler and abandoned the palace to wel with him 
ın his il. Word is, she Ived nere happy ever after 


Points of In 
GD песате 


Named for the slow-moving river to the east, nestled n the rolling 
grass Nils here is small wine-growing enterprise lust west of the. 
Dulcinea hand 


GD | Vintners Contract: ivecaime p.508 


19) Wine Merchant Available Money: Average 
Dun 


5) | Rivecalme Storehouse 


The Great Beggar's Journal (Quest Пеп) 


O Diagram: Manticore Trousers (Scavenger Hund, | p.611 
Diagram: Масе Boots (Scavenger unt 
Augusta Tomeliay’s | Quest Dont Take 
— Candy FOMA | рава 
талоне oils Sanger 
ED Tease hunt nest LA 


Dungeons 


CCD | Treasure Cave 


N Î Anandoned Temple 


Connoisseurs claim the best wines of Metinna or Alba do not hold a 
candle to even the most mediocre labels from the Sanaretour Valley 
"Among the counties larger and smaller local vineyards ound here 
Castel Ravelio в ne most renowned —and for доо reason From its 
opes come Pomino, Fiorano, Erveuce and Est Est, he wine reas 
uncontested kings. 


The Great Benuchir Gwont Tournament Л 
2) | Contract tor WitcherWitehers: Caravan Escort p. 457 
Needed: Master Magickort р.аз? 


@ 75 | Hest valable Money: Below Average 


CO mor — 


TD Herbalist 


Е) AlstiraCarnarvona’s | Quest Curse of 
Journal, Key Carnarvona. 


TOUR VALLEY 


The Sansretour Valley is the center of world wine producton. Its оп this 
valley's vine-covered sopes that one can ind Castel Ravello, Coronata. 
and Vermentino - tne estates of famous winemaking bandes which 
ave for centuries have been the envy o every other vintner 


Wine Wars: The Deus in the Machina. 
(Possible Quest Start) 


Interest 
3) Archespores 
1) | Gant Centipedes 


“ORVO BIANCO VINEYARD 
7 — 


p.454 


Constructed on even runs, Corvo Banco known as Gwyn Cerin 
in the Elder Speech one of the oldest vineyards in he duchy and 
producer ol statingly nique wine, Sepremento, Sadly, he rakish 
Mestyle of one of ts owners the last member of the Bolius he, drove. 
the possession nto run The next owner, Baron Rossel vied іо retur 
the vineyard to it former glory, but tono акай. Corvo Bianco was 
ien uctone of and ететі passed ert coni ol e 
cal Treasury 


TI-EO Toe Hunger Game m 
ILIO Wo Piace Like Home puo 
2) Bamabas-Basi Койу "mm 


(EE TOURNEY GROUNDS 


Tradition is sacred in Toussaint. This tair duchy has а great many 
traditions, perhaps the most hallowed of which are the spectacular 
knightly tourneys held during nearly every important юса! festa. 
‘These events have earned tame and respect not only in ай о! Ниге, 
‘but in the North as well Thus knights journey trom almost Iterally tho 
entre word to enter the lists and gain glory testing their mette against - 
‘eachother and best of Toussaint chivalry 


| Merchants and Repairs нш 
OCD | Amore Avaliable Money: Rich. 

QUO Beam | Avaliable Money: Rich = 
CDD men — verge м 
ELD вок ‘Available Money. Zero 2 


Blacksmith 0 50 
TD | Amoer 9.810 
meh 0 0 > 
Ж ater .810 
FO komen (ТП 


\BAW/ DUN TYNNE, MERE'AUBREBIS, AND THE CHAMP-DÉSOLÉS 


The sprawling eastern territory of Toussaint is split into three smaller provinces, each with a rich history, but with lands less suitable for grape production. The ground here 
is somewhat steeper, the pastures less green, and the beasts encountered a lot less forgiving. 
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* CAROBERTA WOO! 


@ DUN TYNNE 
The walled castle perched atop the hill is the main 
landmark of this province, and the various traveler 
markers bear its name. Aside from the spectacular 
views, there are a number of craggy outcrops to 
explore, and a small wooded area to the far north 
where odd hauntings are supposedly occurring. 


ben traveler, you have entered ho territory of Dun Tynne, ands 
belonging to the nobly born Sir Roderick. f you wish to рау мт a vt 
Walk westward from here and you shall surely happen on is caste. N 
However, you seek a route to Ie Papae wer crossing. you should 
там your way norm. 


Г Contact: Equine Phantoms 2 50 
Ө) bee Treasure ба 


OCD Wines Contact 
Dun Tynne Hilside 


Pinastri's Hermitage 


Gant Centipede | p.547 


An yc cottage by he river, ar 
cursed by an Umbra The аде! 
‘ond to hr torment 


GD | dive Gov 


earthen storage cave, 1s now 
here, hoping for an 


. 


At old rove of live trees, and the last known locaton o Sir 
the hooded woman who lurks here. 


Wine Merchant Avallatle Money: Below Average. 


ö 


Сүт) | Druid Hut 


or 


Dun Tynne Wine Cenar 


Tis castle is ec to the dark legend of Waltharvs the Bury, the dashing 
‘ight who wed the beautiful Nazai princess iunt. Waltharius thon 
embarked оп а lengthy campaign and returned to Ind hi wit in carnal 
felations with Nis relative, upon which he Пен into a rage and murdered. 
Them Doth. The moral of the tale is eid to be that nothing good ever 
ores rom Мала. and that when ona has а young wite, one should 
Ушу at home instead of galivanting about on campaigns. 


The slopes of Dun Tynne long lay barren. Potential entrepreneurs were 
scared of by the bloody legend of Waltharus the Bury and since the 
area had never produced wines worthy of historical mention anyways, 
they had Ите incentive lo conquer this tear. The estate's most recent 
owner, however - a nobleman named Roderick - decided to plant vines 
ong fne slopes stretching from the Blessure and Sansretour valleys 
up à me keep. As a precaution. һе also planted olive groves, a much 
surer investment. 


GFZ. | KKimore Workers 
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@ MARE AUBREBIS 

Along the northern pathways of this small province 
are the remains of an old elven watchtower, known 
locally as the Danamebi Temple. Just south is a small 
body of water — The Lake of Cleansing — though 
the only healing properties from this oversized pond 


соте from the potions you swig after dealing with the 
undesireables looting the place. 


QE BASANE FARM 
— 


Basane 
) Bandit Camp Banats 
AO | Wolves, arg, Werewolt 

12) окап 

9 D юка 


Danamebi Тете ui 


М. 


утте ту woe Безип Fors wang реп ruin benat 
"he fable studio ofthe ancient cook 


GD | te Lake TI 


Diagram: Grandmaster бийба Armor 


Diagram: Gr 


master Grif 5 
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@ THE CHAMP-DESOLES 
The old seat of the Mont Cranes, the northern part 
of this large and mountainous province features а 
spectacular fortification, now under the command of a 
Bandit Hanse. Seek the nearby cemetery to the west 
or evidence of who used to rule here. A secondary 
watchtower — Fort Ussar Ruins — is set atop bluffs 
оп the far eastern side, and is home to a particularly 
frightening family of draconids. Farther west is the 
giant Ardaiso Quarry, where huge limestone slabs of 
stone are dragged south to the river. 


E i] 


Revelr was, аз his nickname mot suggest по teetotaler 
n з cono eles romps number today among be most. 
horse of айан Toussaint les. This state of perpetual besiness 
ruht just be what Grove s decision lo surround the duchy with a series 
tect Toussaint rom te barbarous hgrianders o 
то one has ever heard f such a fl 


Км | Bangis 


Banat 


OD | sya 


Bandits 


GD —— 


against the winds of M 

his mountain, i te northeastern р 
Expect the majority of combat to occur wi 
ths fortification 


GD ми 


The stra url pace of the eights of Dunne wi 


[Жэй] ‘Avaliable Money Rich 


agam Grandmaster Grin — 


Place of Power Са 


нете Docks Tandis 


= — 


лок ol hmestone gan at Ardaiso to the north we 
ero 10 be shipped, unti the docks were overrun by ban 


ТО Merchant | viable Money Average 
mover — Ате Average 


Notes by A 


ED antag trom 


Fiber 


Quest, Filbert Aways 


Pays Ma Debts Ju 


Sigo Meus Nus Tiber Away: 
us Joumal Pays Ms Debts 


CD ennt 


9 
eg 


TOUSSAINT. 
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Е 
5 
а 


SANSRETOUR MARSH Ч 


ory in the central wilderness of the Duchy, as the name suggests the ground here is low-lying and prone to flooding. Indeed, this was once known as the 
Valley of the Nine, and an expansive cluster of elven ruins (now said to be under the huge lake) is said to be submerged here. Travelers can barter for wine and gossip at 
the Cockatrice Inn, perched on the main bridge across the river, or visit the quaint village of Flovive, where the peasants working for the Tufo Vineyard reside. 
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THE COCKATRICE INN 


There was a time when the Cockatrice's owner, Adam de Guy, loved 
to recount the tale f how te in got its name. In i youth, his 

story went, he served as squire a knight errant and together they 
"defeated a bloodthirsty cockatrice. The beasts head decorated the 
uberge's entrance for many years unti a certain traveler rom Ovenfurt 
ascertained it was unfortunately but a rather amateurish hobbing 
together of pheasant. weasel and pig parts His ride wounded, de Guy 
took down his trophy. ut the in kept its name. 


Contract: Big Feet to Fi 
The Great Beaucalr Gwent Tournament 


TD | Barghests 
TD | Kikimore Warriors 


TD | Kikimore Warriors 


Момо 


GD | мөс 


t Forest 


‘Afovested area close to the Tuto Vineyard Expect encounters with 
‘wolves, and tho odd, strange rumbling sounds from deep below. 


Merchant 
(Appears ater being reed 
from Person(s) n Distress In 
The Champ-Désolt) 


Avatable Money Average. 


Available Money Average 


‘Gwent Quest р 
Never Foar. кеше з Неге! шы; 


Dungeons 


Сүт kore Morse Nest 


Gz 


TD төер 


Ките Monster Nest 


^» 


COUNT DE LA CROIX'S MILL 


Gr» 


The de la Cro family never had much luck in business. Their 
“grapevines fell victim to Duke Adam ot Naza'satempts to regulate the 
он of the Sansretour and the olive groves were devoured by a plague. 
‘of armored scale insects. After this, they restored ter old water mil, 
counting on the production of bread to be thelr cket to success. And It 
nearly was. unti they found out the ard way high concentrations of 
flour i restricted spaces can lead to powerful dust explosions. 


Quest 
The Black Widow 


Letter to Pascal 
asser Small Key 


Quest 


A | Orens, Jeweiry LI UH 


Once upon a бте, a plague of frogs visited trom the Sansretour Marsh. 
Duchess Ademarta declared a prize would be oven to whomever freed 
the land ofthe accursed amphibians Yet neither the knights errant nor 
the druids nor anyone else proved up to the task nii a poor raftsman 
named Flovive figured out а way. He serenaded the frogs with his votin 
элд they, entranced by hs melody, followed ит out of the duchy. in 
memory of this event the settlement where Toussaint s ratsmen duel 
bears vs name 


The Tuto Monster 


The Great Beaucair Gwent Tournament p.491 
Contract Mysterious Pummetig Cattle >з? 
Contract The Tuo Monst 0 84 


— 


Feeding into the great Sanaretow River to he south, hs tributary 
of shallow water ends at a cava leading to a deep underground И. 
home to the dreaded Tuto Monster 


(ожа 


мо Vineyard 


Owned y the cdi Monsieur de Вездуе ang м eee 
— ano ти кин 9 човап under od 
Citunsunces ud mea a poy cay or a Wicher 

Merchants and Repair 

ED меси Avalabe Money Average 


ЄГ mue ^ 


iable Money Average. 


E) | ютеу ҮП 
D | Diagram: Grandmaster імпе Siver Sword, 0 
Ф) Kiron ans Gunes рео 
Ф) отни ursine Gear ею 
Г) Diagram:Ursine Swora, Trousers, and Boots — p. 610 


Flament Stream Cave 
Filament Stream Cave (Contract The Tuto Monster 


GIB TOUSSAINT PRISON 


"tis hard о believe Toussaint, now so vibrant and full f е, once е 
vtm to а leprosy epidemic To isolate the infected Irom tho heathy, by. : 
‘ducal decree а leper colony was created on Crane island. When all he 

Colony s inhabitants ded, te complex gradually tell into ruin and the 

decision was made to adapt tinto a prison, which remains to this day. 


Burlap is ће New Stripe p.351 £ 
1) Gwent: Using Your lo p.351 
p.353 


The Perks of Being a Jailbird 


Points of in 


GED Valley ol me Nine z 


Ancient Elven tents. and a map provided by Yenneler of Vengerberg, 
show evidence of 3 labyrinthine temple at this spot, prior to he. 
flooding of the marsh 


3) | Prisoner ҮП 
Chests 7 
rper REPRE 
Mastery Quest Арун 
B2) Ormamented Key Escapology КЕ 
ЕТТ 
В) | random = 
سا‎ Escapology 9.874 
— Ошу pam 
мерае c pan 
— рав 
— Campo Aure Л 


[жэл 
EXD | Foodies Tumel 

a 
ED wel 


GORGON,FOOTHILLS 


Before travelling along the sliver of land that runs the entirety of Toussaint's western borders, one must adequately prepare for combat, hardened enemies, and a sizable 
bandit presence. For this area has little wine, but bucketfuls of blood to spill 


NORTH GORGON 
FOOTHILLS 


SOUTH GORGON 
FOOTHILLS 


LI 


f 


| W NORTH GORGON FOOTHILLS 


I The northern climbs of the Gorgon Foothills has 
arguably the largest concentration of bandits in 

| Toussaint, based initially in the village of Fox Hollow 
and a number of smaller camps in the surrounding 
forests, But the main bandit stronghold itself is 

| nestled within the Tulasens Cave system. On the few 

| occasions where bandits aren't your main source 

| of concern, expect overrun ruins, homes haunted 
by wraiths, large insect invasions, and other issues 
plaguing this province. Fortunately, there is time 
for respite and contemplation at the crystal-clear 
waters of Lac Celvay. 


5g 
є2 
a8 


Gum FOX HOLLOW 


ina smali valley at the foot of Mount Gorgon Nes te witage ot Fox 
Hollow. This iages fields - Inexplicably and miraculously grow pots 
Earthenware vessels spring unbidden from the ground, as! rough 
some magic ticked worked by nature, o human intervention required. 
The pots come in all shapes and sizes. wich s why Fox Holow 
‘maintains ade connectons with the үйде of Dudno in Maecht - tor 
hat vilage's eds. inexplicably and miraculously grow ls. Ot ali 
shapes and sies 


Points of Interest 


@ 1) кнн Bandits 


TD | Bandit Camp (After Knight in Distress death) Bandits 


2) Bandi Camp Bandi 
TO | Rabid Rock Tot 


TD Bandits 


, Dunne 


I. ame 


Jn the far northern climbs of the Gorgon Foothis, north of Fox Hollow GD | Wiasens Cave 
{теп an Abandoned Site ful ol band, and û recommended а 
culling spot before tne Caves are assaulted), is a deep gorge in the [^m 
Wooded il You can fl to your deat from above. A better plan is o 

i pm te ver into he mouth o a smal cive 


nden 


Tutasens Cave 


‘Once upon a бте, the lord of Epicea mounted his stoed and vowed to 
‘complete a ful ccu around the castle - riding atop It walls. Sadiy, 
he d not fil Ns oath and instead plummeted to his doom after a 
Тем paces, Cunigunge, his beauttul daughter, swore thal day she would 
only marty the man who could finish her fathers deed. Many a striping 
tad ost his Ме attempting to ffi that comely maids cruel condition. 
Wren finaly one succeeded, he surveyed the carnage she had wrought 
‘and decide she was unworthy of his affections. Realizing wit de 

how despicably she had acted Cunigunde threw herself from the castio 


Prowiig panthers and the lagend o a wich аге enough to keep the. 


peasantry away from tis cifiop hut walls, dying smashed against Ie rocks below Ike so many of her 


Unfortunate sutor 


Dantan Glade Archespores 


@ 55 с=т= бооп 
ED | um Fock 

= ID | Bandt Camp Bandits 
GED rock 

А 1) Gant Centipedes (Big Game Hunter) 


Z) | Giant Centipedes (Big Game Hunter) 


. 


The Vermentino vineyard has а herb garden in the far reaches of the 
‘Gorgon Foothls, tough recent bandit activity is causing по end of 
Problems for hase tending to these crops. 


‘Merchants and Repairs 


OD Amer valable Money: Average 
e, Available Money Average 


Archespore activity, and a strange tree said to bleed and wall have 
stopped the felling of woodland n this glade The Vermentino vineyard 
expansion it seems, wil have to wait 


TD | Innkeep p.810 
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Cutterin Manor 


What was once a small vineyard is now overrun with ghastly shapes, 
wraiths И amongst the shadows, and a Great woodland monster 
a Sprigpan has taken up home here 


GD | ucc 


The crystal clear and ice-bive waters o this lake hold more than an 
abundance of is, an odd herm resides here, siting n a second, 
maler lake, where tho water of an altogether dierent consistency 


Expect overrun ruins and caves, mountainous terrain 
with monsters to overcome, and a southern stretch 
of this section of Gorgon Foothills buffering up to 

the southern parts of Seidhe Llygad lake. An ancient 
amphitheater watches over the waters, and the 
‘ominous nature of this area is further exacerbated 
by the cave system of Hen Gaidh, said to be the 

lair of an Unseen Elder Vampire so powerful, it can 
‘command a host of a thousand blood-sucking foes. 


QEB — RIOUX-CANNES OUTPOST 


bei tho grapevine, of course—is the ойе tree s mainly grown 
Tor ts oves. which are pressed or thew of but 15 also pred among 
\woodcarvers, The unquestionably most cherished wee in the region, 
"however, s the Beaucii oak, whic чей n making wine barrets 
And the most Important place in Toussaint or the processing of this tree 
\ the Rioux Cannes woodcutters outpost 


Points of Interest 


Coop 


Slope Cyclops 
Pavone Slope 


Ы 
* 


Achespore. 


1)  Kkimore Workers, Kikimore Warrior 
ID Harpies 


м (ИД 


Vintner's Contract: oma. y. mex 


Bastoy Prison Ruins 


C= 


Long abandoned and alin into disrepair those seeking treasures 
both related to Witcher Gear oF more simple Ridden valuables, would 
be wise o investigate here 


Journal of a Desperate. 


AY) Man, Duke Nicolas Quest. The Suttering 


of Young Francos 


Gre 

. 

TD | Gens ary este Nes Te asa 

B1) | Clerk's Diary Old Key Prison Experiment p573 

— Crest | iat Пе Toussant 

BE) | Weasure Hunt Chest роп Experiment rm 
палез ar = 
Sar att Se Sw Z 

ar mw er [r 


ЖӘ CHUCHOTE CAVE 


To listen o the folks jabber, this place was once home to Whispess—a 
woodland wich eager to hel any in need. When Whispess peered into 
э certain knight's heart, she Saw hat it was black and refused him aid 
The мут reacted with wrath and burned the wich alive in her cav 
Soon afterward, e knight went mad and kiled timsell. claiming | 
was tortured by а strange voice whispering In his ear that no one else 
could hear. 


H ig Game Hunter p.538 


Points of Intere 


ö p.548 
J 


Merchants and Repairs 


ZED Wine Merchant | Avaliable Money: Below Average 


EXD | смок cave 


[Am 


— 


Farmland cose to Lac Celavy is curently under attack by revolting 
burrowing critters. 


@ | Cooper's Siope 


The vilage of Cooper's Slope is being terrorized by a юра one- 
eyed giant. Removing this menace means the populace can return, 
‘and you can claim from the Ducal's соет. 


GD охоте 


A ih htop with breathtaking views of Beaucla, and a cave 
complex lo explore beneath. Beware of unwelcome creatures lurking 
both high and low. 


Merchants and Repair 


CTD | Wine Merchant 
QCD | herus Grotto 


Available Money Average 


QED doo Groto 
(GED | Roux Cannes Caves (Southeast) 


0n the banks of the lake known as Seidhe Lygad, or the eye of the 
mountain. bes an ancient amphitheater another rebct of Toussant s 


"s rand opening was marred by an unplanned trage endeng: the 
mystenous death o the play's leading lady Ever since, the pace has 
been deemed cursed and few dare venture anywhere near It 


Points o 
GD Bandt Camp (Aner Erant Knight deat) | bandits 
Barats 


Bangas 


The southern edge ol Seidhe Liygad lake holds many secrets Perhaps 
е most terrifying в me la ofthe Unseen Eder, a creaturo vo 
powerful, тум, vampires teat him 


GED | more sanctum 


P. Peumelace | Ouest But Other Than 
Fei | Journal, “Vis la Crac” That, How Did Yu p.573 
i Wine Botte Enjoy The Pay? 


® 
8 


Treasure Hunt Chest | Dust-Covered Journal 


‘Merton's Notes, 
Diagram: Manticore 


Hen Gàidth Mask, Hen Gaidih Trousers 


ver Sword 


Equipped Swords 
Hen bac Steel Sword, Hen Gaidh Gauntlets 

Wages Notes „мт 
Mage's Notes 0.50 


Cantata (Siver Sword) 
Hen Gaidth Armor, Hen db Boots 

rumpled Letter p.558 
— Unseen Eider p.347 
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QUID. wonnen Cave (No interior map) 


DUCHY OF 
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BEAUCLAIR 


Beauclair, home to perhaps the most spectacular palace outside of Vizima Palace itself, and the seat of power for the Duchess Anna Henrietta and the Ducal 


Knights. Beauclair has two distinct sections; the palace separated by the waters of the Seidhe Llygad lake to the west, and the main busting city to the east. Come here 
for the culture: the wine, the architecture, and the strange customs involving the rubbing of granite balls. 


BEAUCLAIR PORT 


AE EM. 
1 у 


момо 


+ 
" 
Г] 

LÀ 


*umuum, 


5 
CAROBERTA wood 


The magnificence of the Duchess’ home cannot be 
understated: gleaming and towering spires, grand 
buttress arches, and vivid stained glass adorn this 
wonderous structure. As the winding road to the 
Zenith of the palace is steep, the Duchess has taken 
to horse riding up the thoroughfares, using the 

main street inset їп gold, Aside from the numerous 
interior chambers (including а playroom and personal 
quarters), the formal palace gardens are also not to 
be missed. Remember access to the Gorgon Foothills 
is also available from the Palace. 


(V SAN SEBASTIAN 


Сүт) тени 


5E 
=3 
ES 
22 


One of he best-preserved artifacts ol the even era. the Besuctair 
Palace was pamstakingiy restored and partly rebut by the famed 
Nifgaaróan archtect Framond Master Faramond, a scholar and 
expert on nonhuman architecture, considered Ine founder ofthe 
eoelven School, of wfich the Beauctar Palace, home to те rulers of 


Tousa. 1s the most characteristic елате 


ILIO | tend i an Due 


The fabulous gardens on the shores ot Seidhe Liygad we 
Beauciair Palace, nearly destroyed during the Even Conficts, Master 
Faramond, who led the renovation efforts, did what he coul, but some 
of the more dicate pants could not be saved Today this popular 
Tecreation spot for couriers ts led main with spruces, ove tree 
‘Beauclar oaks, rose bushes, juniper thickets, rhododendrons and, of 
course, grapevines. 


— 


Points of Intere 
(GZ) | венаи Palace Playroom 


When Duchess Anna Henrieta and ner sister Syanna were young 
Quis, they spent time here reveling n te fables and wandering the 
onjured worids o the Fabiesphere. 


Boats set sal across Seidhe Lypad lake from these docks, based at 
те Bottom of the Palace gardens 


When one approaches Beauclair on foot ог horseback, San Sebastian is the first district he or she winds through. 
It houses workers and the lower classes in well-built, but sometimes slovenly conditions. Most of the peasantry 
is of a pleasant sort, and traders, drunkards, and urchins all add a particular flavor to this place. Some urchins 
scamper down from the orphanage on the far northern outskirts of this district. 


BASTIA 


тле спу of benen, quei grew to ta 
and spa out beyond t Tha gave rise 


3 te space within ts walls 
the Lower Town, also known by 


БЕБИ Sav primary | In the is above Count dea Co's Mi nestled an orphanage 
hore о unre rd e тооз and ess Hotere wh e versoen by Lay rama, ае опен wi a eae 
— — — wa. 


H oos Simpie Ө 


Merchant май 


able Money: Rich 


705 


{o Toussaint wine 


@ BEAUCLAIR PORT 


A more rough-and-tumble attitude pervades the 
district closest to the Sansretour River, where 
merchant vessels dock and wine barrels are 
exported far and wide. Though never matching the 
seething underbelly of Novigrad for its poverty and. 
violence, one needs to keep one's wits about them 
when visiting this low-lying district, home to the only 
brothel in town. 


(gU BEAUCLAIR PORT 
TW 


iy Raging Wott (Mae 


Ripe blood pudding, and he ripest sausa are avaiable from 
this place of butche 


ЖЮ HARBOR GATE 


Traders I 


Wine Market 


ot Toussaint wt and bart 
he trade than he cust 


@ лт 
CD) buche 
Ф) 6 Soit bon nel 


э both shining shoes 
Much to the annoyance of the locals, the эла begging vong popula suc n Th 
тот across Tous Л 


@ HAUTEVILLE 


Literally separated to the north and east by a wall 
and two guarded gates, the main trading hub of 
Beauclair, and the place where the fancier noble 
folk reside are sealed from most ne'er-do-wells. 

A wealth of activities present themselves to the 
traveler in this, the most bustling district of all. One 
сап admire (or purchase) paintings, contact the 
Ducal Camerlengo for informal contract work, and 
visit the most proficient armorers and blacksmiths 
this side of the Pontar. 


(mam ТНЕ GRAN'PLACE 


Toussaint’ argent marketplace overflows with colorful stalls and 
merchants from every corer of he world 


Pomp and Strange Circumstance 
Blood Run 
La Cage Au Fou 


) | Knight tor Hire 


Everything —Turn, Turn, Tournament 


A Portrait ot the Wit 


наси 


Armed Escort Wanted 


Quarrelng at the Cemetery 


Wanted: Discreet Specialist 
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GD. alors workshop 


Pierre the Tanar brings his unique brand of high-quality clothing and 
ıa pompous attitude o those seeking some threads to wear, especially 
lor grand events 


GD dockside Warehouse 


Currently undergoing some refurbishment, this warehouse is the 
scene of a battle between Witcher and Varoire 


GD те Ducal Camerlengo: Knights Domant Square 


Clone tothe grand bridge to the palace is the main square of 
"бозосу, close to the Ducal Car 


ine KrghtsErant with cold, tard 
GD continen Bank 


Опе of ће oldest banks in Beauctar, run by the trustworthy Giacomo 
Clanfanel, whose credentials are impeccable 


or 


Perlumery 


а ift o mask the usua 
across the ly 


den 


А Selection of scrumptious pastries and cakes, unfortunately ot for 
sal to fe kes of you. 


wesen on 


A favored drinking establishment forthe noblefolk of he city, this 
fers fne ales, a sizable terrace where Gwent tournaments are held. 
and easy access to the lake. 


The finest wines known to human ty, here and avaiable to those with 
a taste for he best From a Fiorano fo a Chateau de Conrad Cabernet, 
there's plenty here to aste 


Offering stunning views to the northeast this main gate cuts the more 
‘ough-and-tumble San Sebastian dtc from the Naughty Haute 
A higher clas of folk can be found within the walls to he southwest 
(at least, in theory) 


‘One of the many artists of Beaucai u edging ha impressive 
watercolors along the southern edge of ne market square. Perhaps 
hell sketch something for you? 


GD 


Ant Galery and Statue of Reginald 


А smal gallery and tours trap run by gallery owner Ronald де 
Flakfizer од Come from ries around to view the statue and fondle 
те orate testces ofthe great Reginald 


GED Amore бесш) 
[ШЇ 
Тигез no sweaty ew hammerig an ani here; Beauciairs 


armorer таз set up shop in a fine townhome, and 15 ready to sel, or 
mend your wares. 


‘Available Money Average 


Carmedengo | Available Money: Average 


— — 
IET CA EI 


(gU METINNA GATE 
iiae 


Toussaint mighty vers are not the only route for getting wine out 

ol he duchy. During Фе spring run-off, the Sanstretour becomes 

very dangerous to navigate and local exporter turn to transport 
methods les likely to result in catastrophic loss These merchants 
group together into caravans, hire guards, ала set out with their 

goods overland Their favored destinaton? Matin, whose capital is 
кенсе named Metina, leading some Toussaintois to joke thoir wine is- 
medicine tor that kingdom's tabled lack of imagination. 


H Capture the Caste p.332 
WC oe Raster Master vaster! 004 
u: Scavenger Hunt Grandmaster Gritt Gear 5. 605 
ME S Scavenger Hunt: Grandmaster Feline Gear | p.606 
u. Scavenger Hunt Grandmaster Wolven Gear | p. 608 
Ш 5) Scavenger Hunt: Grandmaster Ursine Gear — p.610 
WE 6 Scavenger Hunt: Grandmaster Manticore Gear | p.611 


Points of Interes 


[Es 


Blacksmith (8 


Trontin runs his highs class weapons shop from an upsta 
offering a great selection of blades forthe discerning awordsman, 


[x 


Dupont & Sons Emporium of Diverse Merchandise 


Wether you re here for the alchemy ingredients, or you v a winery 
with some bare walls to f with paintings. theres some fine ates on 
ferat is merchant shop. 


az 


Lazare Lafargue's Workshop 


The fabled armorer and blacksmith Lazare Latargue craftsman 
of unmatched quality creates some truly exceptional grand master 
Witcher Gear from this shop 

Horb Store at Montobank Alley 


е 


@= 


Those seeking the freshest herbs and alchemy ingredients need only 
visit ts shoo, nested in the lower cobblestone streets cose to Lady 
палла Estate 


GLAD | TET 


seems any bard, bonne vivante, 
‘congregates here, оп the norther 
Perhaps they te here for the ticus? 


Jerson of good breeding 
eter of Lady Orianna’s Estate. 


@ LASSOMMOIR 


The southern district of Beauclair greets those 
travelers from the south, has a single watering hole, 
‘and two large graveyards. Of these, the Temple 
Cemetery is the most formal, and offers the 
explorer vast catacombs to investigate— 
‘especially if the strange ghostly sounds said to be 
emanating from there are more than a figment of a 
drunkard's imagination. 


(NOB NILFGAARDIAN EMBASSY 


Tuler ofthe region, but in practice she submits 
ah eider cousin, Emhyr var Emaries 1t ws 
n for Her Einightened Graco and her it 


"ügrvtaries who dwell inthe duchy full-time and use ther 
‘experience to help with her, бе facto enlightened. decisions. 


II | TW Death Do You Part pam 
TILED | Ot Sheers and a Wiener ing 7 
Ш: Font Cod as ko p.546 


HAS) Fists of Fury: Toussaint (Manco 


Points of Inte 


GAD | ton Stn 


Offering евим views of he lake, апа sight ies 
are-knuckle boxing, this square is named for a fab 


. 


Jean Lous Ludovi, the barber to royalty ч currently away пот hs shop 
Wich offers а variety of sting services tothe discerning nobleman 


D | Clever Clogs Tavern 


Patrons at Lassommoi districts watering ole have recently been 
complaining of strange sounds emanating from the Temple Cemetery to 
the east. Otherwise, his is the spot where gravediggers go to get sauced. 


@ 5 Î Lady orianna’s Estate 


Lavish banquets and masquerade Бай эге frequently thrown here. 
courtesy of Lady Oranna, the wel-t-do owner of the orphanage 
north of he 


Temple Cemetery 


‘Within the gates of the Temple Cemetery u a chapel the mausoleum 
of the Ouchy $ noblemen ang catacombs running deep beneath 
the city. 


Merchants and Repairs 
GED | vertant жые Money Rch 


CD ho Avalabie Money Zero 


. 


Ouest The Last Exploits 
of Selina Gang. 


A) | Treasure Hunt Chest 


GD — 
Dungeons. 


LED Tempe Cemetery 
Ge 


s and Ri 


Herbalist lone: Average 


Lazar Latargue: 


Available Money: Above Average 


Grandmaster Avalable Money: Average 
Amore 
CD Л — Average 
10) Merchant p.810 
15) | Herbalist ».810 


Work on the Temple o Lebioda in Beauciair was begun by th prophet's 
most famed disciple, Реутт. He convinced Duchess Caroborta 

а! area ofthe cy and dig бөер catacombs for he city's 
wealtvest inhabitants Those of less coin were to be buried in the 
Mew cemetery beside the tempie The poorest ol poor. however, had 10 
continue to make do with the Oiemurs Cemetery, connected Io the city 
bythe Temple Gale, also known as те Gate of Lebioda 


D Tum and Face the Strange 


Points of Interest 
GZ) Oriemurs Cemetery 


Quest: The Last Exploits 
of Selina's Gang 


Treasure Hunt Key 


GED | Templo Cemetery 


| 
| 


52 
85 
55 
ae 
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__ CAROBÉRTA WOODS 


The Southeastern parts of Toussaint offer the grape grower ample opportunities to cultivate some of the most impressive plonk in all the Duchy, though gentle folk are 
encouraged to remain close to the main village of Francollarts, as venturing off into the hilly wildemesses to the east and south could severely impede your health. 


| 8 WEST CAROBERTA WOODS 
| 


The western part of the woods is actually devoid of 
dense forests, and features an old cemetery to the 
north (where a higher vampire is reputed to hang 
out), as well as the Belgaard Vineyard where the 
best grapes grow in all of Toussaint; helped by being 
within spitting distance of Beauclair's taverns and 
traders. Francollarts is a bustling village, though the 
outer hamlets are under attack by monsters. 


(NER  MÉRE-LACHAISELONGUE CEMETERY 


At Belgaard Vineyard, a famous ing once occurred which 
took the live ‘gang of bands who were ransacking the a 
Th T aly planned 
dung cies 
Jes o be laid to 
тенеу Меге Lachaselongue Later, Sr Ramon of 
ng to get rid of he bandit 
constantly returning wr 


EO | Ge it Ever so Humble [1 


Eden een Toll, Toys Waste Away D 


Points of Interest. 


D | d 


TD | Endrega Drone, Endrega Warrior, Endrega Workers 


e Foederis (Siver Sword) 


FRANCOLLARTS 1 . —— 

Сүт) | Miére-Lacaisetonque Cemetery Ф) Hortense Estate Gant Centipedes |P 
QD Wire-tachaisetongue Cemetery 2) туне Gant Centipedes ai 
ANI тиу Field 5 

a 


"s outst has grown into the алдо! vilage known as Francolarts. 
Неге hunters, woodcullers, and beekeepers come to set ne rut ofthe 
woods. The vilage springs to Me once a year, when Baron Trastamara 


PROIN 
Just southeast ol the Hortense Estate, recent vine planting has had 
do be suspended due to seismic actives and grotesque and invasive E 
imsectoid incursions 


Points of interest Merchants and Repair 


Big Feet to Fil 9 47 @6) неъ ‘Available Money: Average 
1— | me Great Beaucar Gwent Tournament 0.491 Dungeons. 
CD кэш Jalabie Money: Average 
ED ernan Available Money. Average 
OED атон — ich 


Nmorer 


(gu HORTENSE ESTATE 
Г 


This vineyards former owner racked up sgnicant debts with a oan 
shar, who then sod them to Bandits for collection, When Mey found he 
iongside al other residents, 
jh they then made the 


{uel her drunken orgies So fe 
could chase them off unti оле brave chemi 


мацае Money Average 


ӨСТ Meran wandering Toe | Arabie Money: 


W EAST CAROBERTA WOODS 


Expect little in the way of friendly faces when trekking the trails in the outer areas of Caroberta Woods; the Termes Palace Ruins to the northeast is overrun by mutated 
plant life (and other, more troubling apparitions), though the prowling panthers within the woods seem to be guarding an old Prayer Cave to the prophet Lebioda. 
Further south is the tumbledown Trastamara manor house where a mad, spoon-collecting wight is said to reside. But the real fear comes from the ancient fortification 
of Tesham Mutna; where vampiric torture filled the valley with the screams of tormented souls in days of yore. 


m 


Points of Interest. «ШӘ ТЕЅНАМ MUTNA RUINS 
TD | Bandit Сатр Barats ¥ 


Quen p.779 
Merchants and Repairs 
Master Blacksmith Available Money: Average 


Orders on Stained den Waiting for 


Paper, Key Goe and Doh eus 

' Man Gener grew radishes, Yes, rashes Not grapes, not оен, n aesimoce Pee e |p spg | Itis widely accepted hat the vampires came ino our wai during 
nol even beats As һе Neat put Dadgummi. 1 can very well — бое and den bs the Conjunction of t Spheres They quickly spread across all he 
ive on bread эла wine lone, now can I” 019 Man Gelenser dd ot S Е Contin туго adapto er new аитп According to ереп. 
Wanda radish empie. Пе лоу of па Ine is not Med win amazing O | Diagram: Beinaven DE же ot em Браг etd i Toussaint. Grm tales are whispered 
legends. He lve, sired chidren. planted radishes and died. 0 Lebioda, deen fersen about his deeds, but whether һе truly even existed is ard to say. The 
фев ш such a сат and simple Me es do agree on one ming, however Khagmar's story 15 nexicaby 

ÈO Dayam Manticore amor жеп бло mysterious fortress known as Tesh Muna, 

ED ag inane woven Armor, Trousers 
I Ex Cosplay p.479 — ‘nd Boots кн a n m 

32 | Tesham Mutna 2 25 
Points of Interest Dagram Grandmaster Woven Steel Swora 
ITE SET I 


2.) | Gant Centipedes 
3 | Gant Centipedes 


1) | Gant Centipedes 


Vintner's Contract: 


(DO Cleaning Those Hard-To-Reach Places nee 


Abandoned Storehouse 
Doren Alma Estate 


Due west of Tesham Милла. this dorolict cottage and subterranean 
Могае area become more interesting during Secondary Quest 
The Manor House of Lord Durand Faucher- Pomonóon de Savarin, keen Wine Wars 


play acto, and chairman of the Society of Friends ofthe History o Toussaint ‘Abandoned Coopers Workshop 


GD | Prophet cabin Prayer Cave 


FED | тон toda Gre 


Cc 


The Coopers are long gone trom this small walled compound, replaced 


by wech fn bandits who crave violence Оре hem. 
Deep within Caroberta Woods а small circular cave shrine dedicated y nog lence. Оре the 


to the prophet Lebioda Prior lo the prowling panther incursions. 
pilgrims descended here to meditate, and pin their worries, thoughts, 


^d prayers on те walis of this place Orders tom mbil | Quest The inconstant 
— — — Set — 
Journal kept by 
Wine Merchant — Avalable Money: Average go, afe perene! Quest The inconstant од 


Gardener 
[AMARA HUNTING COTTAGE Ducal Guard cars 


y feram Mutna Steel Sword, Tesham Mutna Armor 
Ф) nim mutna Trousers 


©]. esha maton Boots, Team мига Mask 
ED Î Terhan mutna Gauntlets 


GD | телап Мила Ruins 


Anadis oe Trastamara obtained this property trom the Duchess 
Caroberta п recognition lor is service o Toussaint. The rulers ут 
came wit an unexpected bar, however, fr e house tumed out to 
be haunted and, even worse, deep in tax arrears Trastamara consulted 
Фе cruds of Caed Мул about hs case and was given ће folowing 
эбисе you cannot reach а deal with he specter, let t be and сай 
mad. 


(QE. _ TERMES PALACE RUINS [EX | Spontaneous Ponts! 22 
~~. 7 


Toussaint was once a land of elves. The ducal palace is the most 
prominent remnant of that era, but it is not the only one. The Aen Seidhe 
Tet behind а great many smaller and larger structures whose functon 
сап today олу be guessed at. An example of this are the Termes Palace. 
ruins, which some be to the legendary resting piace ofthe last elven 
king, ийме others consider them a temple to some forgotten deity. What 
they were in uth, we shall never know. 


m2 


This section of the Atlas explores the particularly odd Land of a Thousand Fables; a location that you only visit once (or not at all) as part of the Blood and Wine Main Quest. 
The following locations are shown, as they have bearing on your adventure, as well as quests and loot to find. 


Artorius Vigo, the creator of the Fablesphere, was no 
mere conjurer, but an accomplished sorcerer with 
vigor and resources enough to create an illusionary 
land for the Duke's daughters to play in. Over the 
years, the Land of a Thousand Fables has been 
forgotten, and the tapestry of magic is beginning to 
tear apart, creating confusion and a more feral nature 


among the fable folk stil residing here. 


GiB WELCOME POST 


а 
We 


"Gite! Wek 


of Wo 


table un June 


Approach the Grigg Vilage с nd you may jst get. 


Cri 
e 


logy, наге creatures known as Grigg 


Duck, Duck, Goose! 


Points of interest 


Contract: Duck, Duck, Go 


Bandit Camp 


ТТ 


Thurmbelina's Vilage 


Winter Wonderland 


= 
5 
ж 
5 
5 
Fi 
& 


"TOUSSAINT 


) Bear De 


1) Lite Flint би Available Money: Average 


Gwent Vendors and Players 
CLL) | Ute Fint Girt 


Toussaint Armor 


Geshef! (Sword) (а Cloud Caste) 


) | Blue Bean PETI 


we Red Riding Hood's Hood E 


after deteating Big Bad Wolf) 0 805 
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APPENDICES AND 
COMPENDIUMS 


In which a number of detailed tables are presented to aid your adventuring. Every Achievement and Trophy is listed. Locations of 
every Place of Power are shown. The times when Geralt can gain Carnal Knowledge are also detailed. 
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| THE BEST BESTIARY: INWITCHER'S GUIDE: TORI KILLING MONSTERS 


s in the world that a Witcher should be prepared for, human-sized or otherwise. Being able to handle all threats that stand їп your way requires 


папі ing your рен properly, keeping up оп your training through use of new abilities, and crafting the correct potions and oils for any encounter. Моге 
importantly, it comes down to basic observational skills. There are some foes that even a Witcher should steer clear of, unless properly prepared for combat. This 
chapter reveals every single aggressive entity you'll ever encounter in your travels, and more importantly, how to slay them. 


BESTIARY LEGEND 


This section has а DUELO of elements worth explaining, as кюн 


Danger Alert: This shows a very CEDAR, caution related to how dangerous a 
particular entity is likely to be, assuming you're facing it after properly preparing | 
|| for combat, and It is around your own experience level: 


0 90 9 9 Pushover: Should prove little or no challenge to cut down this 
entity, even if you're careless and unprepared. 

| 8 99 0 Inconvenient: A relatively easy takedown, with or without the 

eee 

© Worthy Opponent: Keep your wits about you, use the tactics 

FF 

ФФФФ Highly Problematic: With little room for error, and a formidable 
opponent to face, combat may be protracted and difficult. 


$9999 Terrifying: An exceptional entity with a prowess of a demi god, 
E E E rt кр оК ES TN E 


Frequency: This is how often you'd expect to see a particular entity, and is 
divided as follows: 


00000 Unique: There is likely only one of these entities to ever face in 
combat. 


80000 Very Rare: You'll find and fight these creatures only two to five 
times during your travels. 


690055 Uncommon: There are small clusters where this foe resides, but 
you'll need to seek them out to find them. 


common: Relatively easy to encounter throughout your travels. 


| 90000 Plentiful: A species so common it could be seen as an invasive 
pest. Very easy to find. 


Loot: The type of items you can remove from the corpse of a particular entity, either carried by them, or cut out from their innards. 


‘Sub-Species or Named Variants: Some creatures have secondary or "higher level" variants which are tougher, but usually exhibit the same attack patterns. These 


are listed here. 
Environments: The general areas where a particular foe can be found. 


Specific Encounter: Should you wish to find a specific entity, an example location is listed (nearest Signpost, and exact area, along with a quest name if applicable), 


Vulnerabilities: This box shows the possible Bombs, Oils, Potions, and Signs the enemy is vulnerable against. It goes without saying that your steel or silver sword is 
usually the best way to slay each foe! 


Unless otherwise stated, the tactics presented in this Bestiary have been battle- 
tested in all Difficulty levels (including Death March!) as well as all modes of play 
(including New Game «), and against the most fearsome of each monster type 
(including the named Monsters during Witcher Contracts). You are encouraged to 
face enemies that are within or under your Level range. Ifa foe has a skull above 
their vitality bar, avoid them. 


VULNERABILITIES 


Simply because a potion, bomb, or Sign isn't explicitly listed as a vulnerability for 

a particular enemy, doesn't mean you shouldn't use it! This is particularly true for 
 decoctions; you are encouraged to read up on the effects of these enhanced potions, 
‘and swig them accordingly. Don't forget to swap out your Ability Slots in your 
Character Panel Menu too; you don't want to forget a key skill after combat begins, 
when it is too late to change! 


Protons | 
| Beast Oil Relict Oil è Dancing Star А Aard / Black Blood 
r3 | | | Y~ | 
| | cursed oit * Specter Oil $ Devils Puffball | Blizzard 
| L | | | A 00 | 
D => » Vampire Oil 8 Dimeritrium =; į Golden Oriole 
| F om | 
| t i 
$e $ Dragon's Dream ж Yeden ë Leshen Decoction 
$ Grapeshot d Thunderbolt 
| 
é -- 
| P | Horwall Hom 
é Northern Wind f ү 


| E 
| * Ogroid Oil 


Ф -— 


HUMANOIDS 

The Conjunction of Spheres brought humans, nonhumans, and monsters from different worlds together. This irreversible cataclysm continues to be felt over 1,500 
years later. Witchers were born from this strife, seeking to protect humans and nonhumans from the creatures plaguing their fields. Commonly, a Witcher's role was 
to kill beasts while wielding blades of silver, but there are times when steel swords must be drawn. Humans and Nonhumans, either trained soldiers and assassins, or 
thugs and bandits who prey on the weak, will stand against you on the Path as often as any Kind of monster. 2 


Of greater concern, the Wild Hunt has been seen roaming the Continent, seeking something or someone. These are among the most skilled warriors a Witcher could 
be forced to face. They are as well-armed and armored as any soldier from the richest kingdoms of man, and they are relentless in combat. Each Wild Hunt warrior 
‘should be treated as a grave threat alone. And these huntsmen never ride alone. 


ENEMY ATTACKS б @ 


Weapon Swings: The mainstay of a human-sized bes attack varies depending on the weapon expec attackers lo 
use swords, maces, hammers, and other sharp instruments of pain), usually with a hefty swing, and sometimes two in 
succession. Either react and hit them first, parry and retaliate, counter, or dodge (or гой) and attack back. 


‘Two-Handed Attacks: Some foes carry two-handed swords, long hammers, maces, or pikes, These foes are тоге 
dangerous, and have a greater reach. Dodging is the best plan here, reacting just as the foe starts to attack. Dodge or 
той to their flank and then retaliate x 


Shieid-Bashing: A shielded foe is obviously more difficult to strike, and also pushes you back with a bash that can = 
Knock you off-balance, stunning you. Simply avoid such confrontations by dodging or bashing back with offensive Signs 


1ке Aard. 


Armored Foes: The toughest foes are wearing more impressive armor, but aside from their gleaming metal, techniques. 
for slaying them are the same as for those wearing less armor, You may wish to knock these foes off the feet and 
‘skewer them to avoid more protracted combat. 


‘Archers: They usually back up, firing arrows (one every few seconds). Prevent this by stepping to them, after which 
they swap their ranged weapon (bow or crossbow) for a sword, and attack with that. 


THE BEST BATTLE TACTICS 


Humans and Nonhumans carry a variety of weapons, and can wear various types of protection, from light peasant 
Clothing to full sets of the heaviest armor, 


» Holding your block button is critical to your continued well-being; even if you're surrounded, remaining in this defensive 
Beware fightiog multiple humans as they ofte fon out. 
img rise posture means you'll block human-sized foes’ attacks (that aren't two-handed or involve a shield) even if your back is 
^ to them. Also utilize blocking and dodging, stepping away from an incoming attack after blocking i, then stepping back — 
with a light or strong strike afterward. Block after each Finisher you perform too, if there are more foes to face. 


Loot: Weapons, Equipment, Currency | 


‘Sub-Species or Named Variants: Baron's Меп, Bandits, — | Your most common fighting technique is usually to start with light attacks after spotting an opening in your foe's stance, E 
Guards, Mugs, Pirates, Order ot the Flaming Rose, Scan ue. after they strike, or after dodging or rolling to their flank. Such techniques form the basis of the Training section of this E 

{| Bouncers, wnoreson's Men (ant oters quide, and should be studied. You cannot parry the attacks of a human or nonhuman who uses two-handed weapons. E] 

Environments Found across the known world Dodge or roll away from these attacks, and strike while they recover from their swings. 

Specific Encounter: Any Bandit Camp: Coast of Wrecks (Velen) | Against shield-bearing opponents, avoid taking sword swings at them unless you have flanked them, or they have 

Specific Encounter (Groups): Any Outlaw Hanse Атас). committed to an attack of their own and are not prepared to block. Hammering at a blocked shield а waste of time, Ве 

Palace Ruins (Toussaint) wary of shield-bearers using their shields offensively. Shield bashes can stun you, leaving you extremely vulnerable to апу 

VULNERABLE AGAINST follow-up attacks. If you see the wind-up for such an attack, evade or гой to safety. Do not try parrying or countering! 


3 E П Ц E] Do not attack recklessly. Counter mele strikes rom one-handed weapon-caryng assailants to throw them ої. 
balance, then score a heavy strike as they reel from the counter. 


Humanoids wielding bows and crossbows are serious nuisances. Prioritize these foes if possible, running them down if necessary. If you cannot find or remove a ranged foe, use 
the terrain for cover while engaging other enemies. Or utilize protective abilities (such as Arrow Deflection) or Signs (such as Quen) to minimize or nullify arrow attacks. At higher 
Ranks, abilities such as Arrow Deflection can actually allow you to return perfectly-parried arrows back to the sender! 


Combat abilities such as Whirl (Light attacks) and Rend (Strong attack) are extremely effective at culling multiple foes, though it is usually better to face them one at a time. 


The use of Aard is encouraged: Blast foes off their feet, allowing you to skewer them when they are prone on the ground, or concentrate on other threats. Knock shield-bearers 
with Aard and quickly attack the opening. The use of gni is recommended: Roasting multiple foes, or single entities with a focused Firestream allows you to burn through enemies 
effectively, even those carrying shields. The use of Axi is a good choice: Though it flummoxes a single foe at lower ability ranks, stopping an enemy and essentially confusing it into 
being temporarily defenseless is a great way to keep crowds under control, or focus on more dangerous threats. Remember at higher ranks, Axl can tum foes against each other, 
allowing you to watch bandit camps start attacking each other! Quen and Yrden are both excellent defensive choices, especially if abilities relevant to these Signs are used, such as 
Magic Trap (Yrden), which causes damage as well as slowing your foes. Exploding Shield (Quen) causes damage too, pushing foes back and sometimes knocking them down. 


Terrain is often a factor in combat; attacking from above or below (for example, on stairs) doesn't really make a difference, but using the terrain to your advantage (luring foes into 
cramped corridors so fewer of them can attack you) is always a good idea. Terrain should be constantly evaluated during combat, so you don't get surrounded or trapped. Though 
having your back against the wall prevents foes from swarming you, are you competent enough to keep from being overwhelmed if you're standing in front of an obstacle? 
Remember you can always flee (or "retreat") and retum to finish the job! 


Crossbow bolts are a good idea to soften up foes (especially if you have associated abilities to strengthen this attack), Special bolts (such as explosive ones) are great, 100, Bombs 
are excellent when facing multiple foes at the same time; lobbing a Northern Wind (for example) can freeze a host of enemies allowing you to concentrate on fewer foes at once, 
Otherwise, bombs are best when used to wound enemies before your blades and Signs finish them of. 


Knocking down a foe is always preferred; even the toughest opponent can be skewered with a single execution once they are down on the ground; quickening your fights considerably! 
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Loot Weapons and Equipment Remember that you're utilizing a silver sword 
‘Sub-Species or Named Variants: Wi Hunt Warriors against these otherworldly elves, not a steel 
Emdronments: The Wid Hunt can appear where they deske, ‘one! With this in mind, be sure you have a 
‘thanks to thei abalty to manipulate space and bme to good supply of Elementa Oil; it is useful when 
their advantage. damaging both the Warriors and the Hounds of 


‘Specific Encounter: Main Quest: The Battle for Kaer Morhon the Wild Hunt. 
Igni Signs improved with abilities (Melt Armor, 


ENEMY ATTACKS Firestream, Igni Intensity) can greatly reduce 
Though the Wild Hunt Warriors are taller and the effectiveness of their armor. Do not 

‘wield more frightening weapons than a motley underestimate the speed of a Wild Hunt warrior. 
bandit, their attacks are very similar, and are They are just as quick to flank and strike as 
countered or avoided in exactly the same way. lesser-equipped humanoids. Aside from the 


The fundamentals of fighting other humanoids still 
applies ю the Wild Hunt. 


e differences listed previously, tackle Wild Hunt 
Warriors using the same tactics recommended 
Ee e Wid Hunt warriors wear heavy, intimidating sets of bor Humans and Nonhumans. 
eee armor, are taller than almost ай humanoid foes, and 


SUN П A HA are very sturdy opponents in a melee. Many wield 
large two-handed weapons with great ferocity. 


BEASTS 


Not every danger that stalks the land is an otherworldly nightmare. Beasts still prowl the Northern Realm; these are usually animals from a time when Fiends or Royal 
Griffins weren't the apex predators. Beasts have carved out their own niche, and can still be a threat. 


ENEMY ATTACKS 


Charge: When a bear first sees you, or when you're at far or medium distance, it may launch a charge directly at you, 
with both front paws swiping as it reaches you. Sidestep this or face a stun, a stagger, and possible knocking over. 


Paw Swipes: These mauling swipes are attempted with either front paw, inflict some nasty damage, and are the bear's 
‘main aggressive attacks. Though they can be parried (usually while you walk backwards), a better plan is to dodge or 
roll around them. 


Snarling Gnash: The bear also likes to launch a biting attack along with its paw strikes, and this is heavily damaging. 
Roll or dodge it. 


Ground Smash: When a bear stands on its hind legs, it is preparing to smash the ground with its forepaws. They сал 
do this with such force that even a veteran Witcher can be knocked prone and savaged. 


THE BEST BATTLE TACTICS 


Bears of any kind are sturdy foes possessing great Vitality, and terrible strength. Do not try to exchange 
blows with a bear, or face it head-to-head in combat. 


Solitary and surprisingly fast when disturbed, facing a 


n Instead, dodge a bear's claw swipes and try to cut at its flanks or rear. Perfecting your dodge (or roll) 


allows you to escape a mauling, nimbly maneuvering to the bear's sides, where the majority of damage 
should be dealt. Mix in rolling if your dodges aren't reaching the flank or rear of the bear in time. The 
plan is to circle the bear until its lack of dexterity exposes its flank or rear to you, then strike! 


‘Loot: Bear Fat, Bear Pelt, White Bear Pelt, Raw Meat 
 Sub-Species ог Named Variants: Bear, Brown Bear, Black 
Bear. Polar Bear. Cave Bear Igni and Yrden are not explicitly vulnerabilities for a bear, but both these Signs have their uses when 
Environments. Found in every major wikemess region ol ihe employed against опе: Igni can set a bear aflame, temporarily stunning it and allowing for flanking 
Wo wh some sub-epecies unique to certain regions. tar | strikes. Use this to augment the flanking strikes mentioned previously, as part of the optimal method of 
Boars, for example, favor colder regions, and are found more | culling this creature. Aard can push a bear back too, and Ахї can cause it temporary confusion. Yrden 
(pda) ieee slows these beasts down enough to make evading their paws much easier. Employ this technique if 


Specific Encounter: Hunter's Cottage, in northern Gu. you're having trouble reaching a bear's flank to inflict damage on it. 
(Novigrad). 


Ар енн When a bear's flank is exposed, a strong attack (even a Rend) is preferred over lighter strikes; make the 
pua most of a stunned or confused foe. If your weapons have a good chance of inflicting critical hits, this 


E A [ El helps remove the sizable vitality a bear possesses. 
| 


| Due to the high strength of a bear's attacks, another useful Sign to employ is Quen, to prevent you taking 
sizable amounts of damage while you maneuver into position. Partner this with patience, as a well-timed retaliation is critical to striking this foe without 
being hit in retum. 


You can also elect to fight a bear from Roach, charging straight at the bear on your horse, swinging your blade into its hide, retreating to reduce the horse's 
fear, then turning and repeating this tactic. 


Bears are territorial. Stepping into their domain can incite aggression, but it can be surprisingly easy to avoid a bear if you spot one early enough and move 
around it. 


ENEMY ATTACKS 


Bite and Leaping Bite: After emitting a snarl, a dog will make a short leap and bite at you, or ess of а leap and а 
simple bite if very close to you. Listen for this snari, and simply dodge or roll (usually backward) to avoid the attack, Or == 
parry the bite. 


Circling: While one dog attacks with a bite, others may tend to circle around you, before leaping in afterward. Simply 


keep an eye on all your foes, and block if you're worried about being struck. 
THE BEST BATTLE TACTICS 


Assuming you're able to quickly repair your blade afterward, every one of a dog's attacks can be blocked 
by holding the block button down. This allows you to pick and choose when to strike rather easily, at the 
expense of your blade's quality. 


A wild dog is alem alone Роз of thee ûf more 
are common. 

Dogs like to circle you, readying for an attack. Play this game too, waiting for a hound to leap your way, 

before jumping to the side (dodging or rolling) and letting a light or heavy strike hit the dog before it 

recovers from its attack. 


Loot: Dog Tallow, Raw Meat 
Sub-Species or Named Variants: Dogs, Wid Dogs, Hanse Dogs. 
Environments: Found across Velen, Novigrad, Skelligo (both in 


abandoned vilages and in wooded areas), and within utaw | Aard is good for pushing back a pack of dogs, compared to other beasts of the world, the dog is 
jj resin Toussaint lightweight. A well-timed Aard strike can knock a dog on its side, allowing a quick Kill. All other Signs 

Specific Encounter (Groups The western side of are also useful (Axi can bewilder a dog easily, for example); use them as you would in any other 

Marauders Bridge (Velen) normal fight. 

VULNERABLE AGAINST Do not underestimate the speed of dogs. While not particularly strong, they are fast, and packs of dogs 


E mi Ed m E сап easily pick apart a careless Witcher through sheer numbers, and constant attacks. 


ENEMY ATTACKS 


Prowling: When engaged in combat, and usually in areas of undergrowth (woodland or scrubland), a panther may 
start to prow, hiding itself and is vitality bar as well as becoming invisible on your ma. map. Counteract this stealthy % 
approach by maintaining a visual on your foe or employing your Witcher Senses to "see" the sounds the panther is 
making and ascertain where she is. 


Leaping Attack: After shortening the distance from prowling range, a panther will usually attempt a running leap. 
which cannot be blocked and ends in an attack. Expect fast-moving running and aggressive mauling until one ol 
you succumbs, 


8 
E 


Leaping Claws: The leaping attack can end with claws, either a single swipe or a combination attack that has а 
change to apply bleeding damage. Dodging early enough stops the leap from connecting. 


Bleeding Claw Combos: After a leaping attack, a panther will usually rake you with fast strikes using its claws (usually 


Swathy and vicious panthers leap and claw their foes 
‘one or two swipes), which inflicts heavy damage and can cause bleeding. This can be parried, but it is better to counter, 


айе surprising бет. 
Ы Dodging: Panthers can swiftly dodge your more measured or slow attacks, so don't expect them to simply sit there and 
take your blades. They also tend to retreat to set up for another leaping attack as combat progresses. 


THE BEST BATTLE TACTICS 


‘Loot: Mutagens, Monster Claw, Monster Eye, Raw Meat 


Sub-Specles or Named Variants: Panther, Guardian. 


Environments: Woods and scubland across Toussaint Panthers are extremely nimble and quick. While on the prowl in their native habitat, they can be dificult to 
Speci Encounter (Groups The woods southeast of spot When they attack, they become an incessant and furious flury of leaps and clawing that can be difficult 
[| Gelenser Farm (Caroberta Woods) to block. This is a dangerous predator that is reckless in melee combat and won't stop until it or its prey dies. 
| 
VULNERABLE AGAINST Unlike other beasts, panthers rarely retreat from melee combat, except to sprint away and try for another 


leap. After coating your blade in Beast Oil, your best bet is to tackle panthers in the same way as you would a 

* H А particularly dangerous wolf, in terms of using bombs, projectiles, and ranged Signs before combat becomes 
up-close and personal. Then dodge any leaps and clawing, and when the panther is pawing at you, dodge 
and strike back or counter. 


79 


‚гй 2 
Rods of and рур оз bt сечку and aes and 
profer to hum and prod bor dg wir mosk 


‘Loot: Boar Pelt, Boar Tusk, Raw Meat 
Sub-Species or Named Variants: Boar, Wid Boar 


Environments: Environments: Found occasionally in Velen, 
across Novigrad (particularly Gustfields territory), and in 
wooded areas ol Toussaint 


| Specific Encounter: Te woods поп of Brunwh 


(Gustfelós). 


VULNERABLE AGAINST 


ойу fury beasts that hunt in packs of up т eight, 
ом] are more cunning than Dogs, Wolves can be 
womome in groups 


Loot: Wolf Pelt, White Wott Pet Wolf Liver, Dog Tallow, 
Raw Meat 


Sub-Species or Named Variants: Wargs, White Wolves. Wolves | 


Environments: Found across Skalige, Velen, and Toussaint 


Specific Encounter (Groups): The hilis northeast ot Mil 
{White Orchard) 


VULNERABLE AGAINST 


ENEMY ATTACKS 


Boars are able to maintain their speed throughout an entire fight; can knock down, Surround and harass 
lesser warriors; and act more erratically than other beasts. 


Erratic Running: Boars won't usually make a direct line when charging toward you, but instead circle or weave around. 
before charging with their tusks. They also like to “wing” you as they pass with their tusks, and continue to charge 
about, making them difficult to react to. Quen is useful protection under these circumstances. 


Charging Gore: Expect Boars to charge you from time to time, especially if you're preoccupied with one of their pack 
‘and don't notice another approaching swift. The subsequent strong tusk attack can knock you down. A swift dodge is 
necessary here. 


Hind Leg Stomp: If you're burning boars with Igni or projectiles, they tend to run in a circle in a highly-agitated manner, 
Kicking their legs out. These hind-leg strikes also occur if you try and strike a boar from behind (after the beast usually 
Tears up). Obviously, avoid bladed attacks to a boar's behind, and watch a squealing boar as it careens chaotically; 
dodge to avoid additional damage. 


THE BEST BATTLE TACTICS 


Though they sometimes live alone, boars usually appear in small groups of three to five. This means you 
should treat them as a pack and prepare accordingly (by scanning your mini-map and the area using 
your Witcher Senses to ascertain where all the foes are). As they maintain their speed throughout an 
entire fight, and are difficult to predict (they run to and from you constantly), you must be cautious so 
you're not surprised by a charge and gore that knocks you down. Expect to be surrounded and harassed. 


Boars are susceptible to all Signs, bombs, and bolts. For those lacking finesse, you can quite easily 
Single out a boar and concentrate on killing it with hammering light attacks, before moving onto the next 
in the pack. But the best idea is to approach a boar pack defensively (blocking and with Quen active), 
locating and isolating one, and then stunning it (Aard or Axil is useful here) and/or attacking from the 
front or the side. If you're surrounded, utilize crowd-control tactics (stunning or slowing boars with your 
preferred Signs or bombs) before resuming the "isolate and slay” plan. 


ENEMY ATTACKS 


Bite and Leaping Bite: After emitting a snarl, a wolf will make a short leap and bite at you, or less of a leap and a 
simple bite if very close to you, just like a dog, though wolves tend to attack more frequently. Listen for this snarl, and 
‘simply dodge or roll (usually backward or to the side) to avoid the attack. Or parry the bite, 


‘Dodging: Wolves are more nimble than dogs, and can sometimes dodge one of your attacks, so don't expect every strike. 
to hit home (unlike offensive strikes against dogs, which usually hit home every time). 


Circling: While one wolf launches biting attacks, others may tend to circle around you, before leaping in afterward, 
Simply keep an eye on all your foes, and block if you're worried about being struck. You can block even if the wolf's: 
attack is to your side or rear. 


A Pack Mentality: Packs of up to eight wolves have been known to tear lesser warriors apart, as they work much more 
as a team, one wolf biting before another, then another, keeping you on the defensive and attacking from ай angles. 


THE BEST BATTLE TACTICS 


‘Wolves are pack predators. They coordinate with each other to surround their chosen prey. Beyond 
the coordination, wolves are similar to dogs in how they attack. Search out wolves using your Witcher 
Senses and "see" their sounds. Then attack first, before the wolves start to act as a pack. 


Pack leaders are typically the highest level wolf in a given pack, and are occasionally a warg as opposed 
to a regular wolf. It's worth targeting this foe first, so you aren't bitten by one while concentrating on 
other wolves, as the leader's attacks are more damaging. Other than inflicting more pain, wargs are no 
different to normal pack members. 


If surrounded, Igni and Aard can drive off a pack, if just for a moment, allowing a Witcher some time s 
recover Stamina or regain control of a fight. Igni is usually preferable, as although both Signs can stun 
multiple wolves, Igni damages them with fire as well 


Another trick is to purposefully dodge and roll without using offense against multiple wolves, until they cluster together. Then quickly strike with Igni, setting 
all of them ablaze and stunning them; now mop up and deliver killing blows before they recover. 


The real trick to slaughtering wolves is to keep continuously moving; dodging and rolling in different directions before stepping in with a swift light strike or 


two, and moving again. 


Leshens are able to command wolf packs to aid them. Wolves summoned by leshens must still be fought with silver swords. 


CURSED ONES 
As befits the name, cursed ones are entities that have been transforms by magical means to take, by choice or not, an inhuman form. Their rarity compared to many 
other monsters (with the exception of the relatively common Archespores) may mean a Witcher is unprepared to face them. Do not make that mistake! 


А revolting, acid-spiting plant with root tendis ther 


do more than cause hoc o wineries 


‘Loot: Archespore Juice, infused Dust, Monster Spore, Mutagen 


Sub-Spocies or Named Variants: Archespore (yellow, groen. 
Маск, all identicallynamed 


Environments: Vineyards, wooded areas. 


| [open 
| ps 


VULNERABLE AGAINST 


BAALU 


THE BEST BATTLE TACTICS 


ENEMY ATTACKS 


The Archespore is a stationary plant that can quickly submerge itself underground, before reappearing in 


one of its predetermined “bulb” positions. It utilizes a combination of melee and range attacks. 


 Archespore Varieties: Be aware of three variations of 
this plant monster: A yellow form with a single central 
stem that doesn't grow bulbs or move around, and 
remains stationary. A green form exists, which spawns 
up to three bulbs that it can maneuver between. А more 
dangerous black form has also been seen, which spawns 
up to five bulbs it can move between. 


Constant Vigilance: An Archespore is more instinctual 
than clever; it constantly rotates is maw-like head 
toward you, so you're usually not able to slice it from the 
flank or rear. 


Bulb Sprouting: The Archespore usually begins combat 
by sprouting up to five bulbs (depending on the variety), 
which should be seen as “escape options” it can 
maneuver to. Slash them and then quickly move away. 


Bulb Maneuvering: Otherwise, the Archespore uses the 
bulbs to move between as combat continues, stopping 
you from slicing at the central stem, which is the only 
way to kill it 


Stalk Sweep (Melee): A wide arcing slash using the 
Archespore's whole body (two variations). Jump out of 
the way so you're not struck and possibly staggered. 


Maw Attack (Melee); The plant's central maw is used to 
bite and strike you (three variations). This can be parried 
or dodged. 


Acid Spit (Ranged): А medium to far-ranged attack, a 
stream of disgusting acidic spittle flies from the central. 
maw. t can damage and poison you if it connects, $0 
watch for the plant moving its head back before spitting 
and dodge. 


Counterattack: If you succeed in striking the main 
stem of an Archespore three times, it quickly buries into 
the ground and the bulb it protruded from explodes, 
damaging you. Back off after three strikes to avoid this. 


Suicide Bulb: The plant spawns between three and five 
bulbs around you which explode shortly afterward. Using 
Quen or rolling away from the bulbs lessens any damage. 
you may receive. 


Hiding Underground: With the exception of Aard, if you 
strike it with any Sign it burrows underground for a few 
moments and cannot be hit. Then it appears from one of. 
its bulbs and continues combat. 


Resistances: The Archespore is resistant to both poison 
and bleeding damage. 


The Archespore is a large, mutated plant, able to inflict both melee (bud stem) and ranged (acid spit) attacks. Though unable to move over ground, it 
changes position by using bulb-like ground blossoms and moves between each of them. If necessary, the Archespore can grow bulbs to either increase its 


moving capabilities or to damage you. 


The most competent way to rid the general area of this mouthy plant pest is to destroy the bulbs spawned around the main plant stalk. This limits the plant's 


movement possibilities so you can more easily finish it off. Signs are less powerful than you might think, as all but Aard cause it to burrow underground, 


Berserkers (shown in thelr beastly form) are known 
in Stellige legends as men who transform iato bears 
when overwhelmed by Бопіе rage 


VULNERABLE AGAINST 


S А i) 


preventing follow-up blade attacks. Therefore, itis useful to use Aard to stun it, then slice the stalk up. 


‘Loot: Bear Fat, Berserker Pelt, Raw Meat 
Sub-Species or Named Variants: Berserker. 
Environments: боре, Vidaaris Vilage (Formhala). 


Specific Encounter (Groups): During Main Quest: King's 
Gambit (see page 232) 


ENEMY ATTACKS 


Human Form: Expect ай the attacks and defensive 
postures that a cunning bandit leader would possess, 


Berserker Bear Form: Prepare for a larger, and 
тоге ferocious bear combat once a Berserker has 
transformed. All bear attacks are the same. 


THE BEST BATTLE TACTICS 


A berserker begins as a human. Consult the. 
section of the Bestiary devoted to Humans and 
Nonhumans (page 717), view the weaponry the 
berserker is carrying, and employ any and all 
tactics for defeating these foes as if they were 
а toughened bandit leader. Steel swords and 
Hanged Man's Venom do well against them, and 
any tactics learned from fighting other humans. 
will serve you well here. 


It is when they change into their berserker bear 
form that a silver sword, tainted with cursed 
oil, will show its worth. Be certain you read up 
оп Bear combat (see page 718), as outside of 
anatomical differences, a berserker's bear form 
can be treated like fighting а real bear, save 
that these beasts are much tougher and more 
relentless. If you've invested in improving your 
igni Sign, this is where the Melt Armor ability 
can really show its value. Be sure to slot it into 
play before encountering a Berserker. 


721 


722 


erbaps the most pul o ew me, boro of 
dead, unwanted babies discarded without a proper burial, 
thair unformed flesh is Nm with Һам, fear, and malice 


Loot: Necrophage Skin, Rotting Meat 
'Sub-Species or Named Variants: Botchiing. Lubberkin 
Environments: The fortified settlement of Crow's Perch. 


‘Specific Encounter; Crow's Perch (Velen) during Main Quest: 
Family Matters (see page 159) 


VULNERABLE AGAINST 


м) 


CN 
ce with both men and wolves insi of бет, aod 
кїў the wont traits cf each. Beware the fall moon! 


a 


‘Loot: тн! Pet, Werewolf Salva, Werewol! Mutagen 


‘Sub-Species or Named Variants: King of the Wolves, 
Worowott, етт 


Environments (Werewolves): Found in Velen and Stone 

Iypicully in dark, secluded areas. Most active and dangerous 

at night during а full moon. 

Specific Encounter (Ultedin: During Secondary Quest In 
] Wolfs Clothing (see page 423) 

Specific Encounter (Werewolves): Prowig near the Ancient 

Oak, near Crookback Bog (Velen). 


VULNERABLE AGAINST 


ENEMY ATTACKS 


Transformed Form: Assuming you choose to kill this creature, the Botchling transforms into a slavering beast not 
unlike а Ghoul or Alghoul. You would be wise to study the attack patterns of both these Necrophages, as these are the 
attacks the Botchling engages in. 


Throughout the fight at Crow's Perch, wraiths also appear to complicate matters, and you are wise 
to prepare for this fight by reading up on their (quite different) combat tactics to ensure you're not 
‘overwhelmed. 


THE BEST BATTLE TACTICS 


Your chance to fight this lamentable and gruesome creature comes while helping the Bloody Baron deal 
with his family matters. If saving the Botchling isn't what you deem appropriate, you have two courses 
of action: You can either attempt to kill the Botchling immediately (starting a fight), or you can use Aard 
to knock the Baron over while he carries the monster. 


Should you choose to kill it and draw its blood, be prepared; it changes to a ghoulish appearance, and 
fights with similar ferocity. Watch it closely and be prepared to parry and counter any of its claw swipes 
(and utilize the Ghoul combat on page 739 of this Bestiary). 


As you deal damage to it, the Botchling becomes enraged, growing spines similar to those of an Alghoul 
(see page 737 of this Bestiary). During this time, the Botching begins to regenerate at an alarming rate, 
and the spikes harm you should you attempt to strike with swords. 


The Botchling is weak when Axil is cast: Use this weakness to pacify the monster, so its spines retract 
and it is kept in place while you circle around it to deliver punishing sword strikes (or Sign attacks if you 
wish). Axii also cuts off the rapid regeneration, enabling a reasonably straightforward takedown. 


ENEMY ATTACKS 


These hairy, bipedal beasts have large claws, ferocious teeth, and extreme speed. Ulfhedinn are a breed 
of Werewolf found mainly in Skellige, and aside from being stronger than their continental brethren, an 
Ulfhedinn shares all combat traits of a normal Werewolf. 


Lunging Claw Strike: Should the Werewolf wish to close the gap, it leaps from the ground in your general direction, 
landing with a huge and vicious clawing swipe. Dodge this to avoid being struck and possibly stunned; watch and 
dodge just as the Werewolf's feet leave the ground, or as soon after as possible. Dodging away, diagonally backward 
gives you the distance you need to avoid the landing and swipe. 


Clawing and Double Clawing: At close and melee distances, the Werewolf tends to stand and swipe with his powerful 
дан. Or, he raises up both arms, and brings them down vertically with a double clawing move that is both highly- 
damaging and can stagger you, causing bleeding. Another timed dodge is required, usually when you see his arm (or 
both arms) raised up before the strike. There is a tiny opportunity to retaliate with your blades just after either claw 
attack, as the Werewolf recovers. 


Bite Attack: After dropping to all-fours, the Werewolf launches a highly-damaging biting lunge. Look for the change in 
stance, then dodge as soon as you see ай four claws on the ground to avoid being struck. 


Regeneration: As combat continues, a Werewolf is able to regenerate vitality back, increasing the need to interrupt this 
and dish damage, so you aren't fighting a foe that continuously heals! 


‘Near-Death Ferocity (Ulfhedinn): Near death, the Ulfhedinn becomes extremely dangerous, striking with 
increased strength, 


‘Summoning Wolves: Werewolves also have the ability to summon Wolves, so prepare for combat with these beasts 
should you spot them arriving during a battle. 


THE BEST BATTLE TACTICS 


These breeds of cursed ones are some of the fastest and most lethal. They can leap great distances at 
such speeds that it can be a challenge defending against them. Watch for the dual overhand claw swipe; 


it cannot be partied and causes grievous wounds and bleeding. Counterattacks against a Werewolf or Ulfhedinn can be dificult to time. It is best to use 
dodging footwork and evade them instead of parrying. 
| Yrden is of great use in avoiding their attacks, though their speed sometimes means they miss your circle of slowdown. Instead, employ Quen to shrug off 


the first attack a Werewolf inflicts; they are fast enough that you may not be able to parry or time attacks without being struck. Another good tactic is to cast 
Quen, and as soon as a Werewolf claws at you and Quen pushes the beast back, retaliate with two or three fast attacks, possibly followed by an expertly 


timed Rend. 


When possible, use Igni. Setting these foes aflame can force Werewolves to stay still long enough to score more vicious strikes (hopefully with critical hits), 
usually on their flanks. Fire, bleeding, and poison effects can be used to slow the regeneration of these creatures. 


Avoid fighting Werewolves in tight spaces if at all possible, since the speed of their assault can quickly overwhelm even highly skilled warriors. Werewolves 
have Incredible reach, and you want to have the room to work with while fighting them. Explosive bolts for a crossbow can be useful for inflicting fire 
damage at greater range, should the Werewolf be at a distance. He won't be for long, though! 


DRACONIDS 

The very mention of a dragon is enough to send a shiver of fear through even the most experienced Witchers. True dragons, however, are rarely seen these days, driven off by 
wars or slain by the mass-hunts of the past. It does not stop villagers from claiming that every small draconid they see is a dragon, though. Additionally, the ferocity of a basilisk or 
Forktail are no less threatening to human lives, for there is a good reason why Witcher Contracts for these monsters’ heads are written, and why Witchers are sought to claim them. 


ENEMY ATTACKS 


The Silver Basilisk (known as locaste), is a toughened variant of the usual Basilisk you encounter (though 
you have additional support from Crinfrid Reavers during this quest. — 


Flying Talon Grab: While airborne, or after leaping to Cockatrices; sweeping them with hard-hitting claw 
into the air, Basilisks may attempt to land devastating attacks in either direction, which can cover a huge 
overhead blows with their claws. These can be parried distance if necessary, and can stun you. Having Quen. 


or quickly dodged; rolling is preferable as you duck away active to absorb such a strike, or rolling under the 
from the outstretched claws. wings to the torso of the draconid to inflict damage Js 
worth planning for. They have been observed to react 
to Witchers in combat by parrying sword strikes with 
their wings, 


A Rough Landing: The Basilisk drops down with a heavy 
thud onto the ground, which can stagger you. Rolling 

ог dodging to the side, timing this so you can гой into 

the beast's flank to inflict sword damage afterward, isa Spitball: A Basilisk can leap into the alr, hover 

good plan. ‘momentarily, and spit acid at their opponents from above. 
This action happens extremely quickly, and a Witcher 
should always watch for it, and dodge or гой to the side 
just as you see the Basilisk start to hover. 


A Basis sit мео а ө vti, weakening armor and 
causing damage over ine The Сойко O podon ir c 


Loot: Basilisk Piate, Basilisk Venom, Dragon Scales, Basilisk 
Mutagen 


Sub-Species or Named Variants: Basil, aste (Siver Basil) | — Wing Swipe (Left or Right): Basilisks are skilled at 


‘ronment: Basi wel within dark and damp es- using their wing and foot talons in а fashion similar 


Collars, caves, and city sewers tend to be their prefered places- 


Speci Encounter sis: The mawerd rait | THE BEST BATTLE TACTICS 

Eagle Fart Treasure Hurt: ону soo page 555) Despite appearances, Basilisks are highly vulnerable to Igni, ог other means of fire-starting, such as the 

Specific Encounter (Silver Basilisk): The scrubland west Dancing Star bombs. A well-timed Dancing Star or Igni burst can not only bring down a Basilisk from 

Pero honda pata the sky, but the beast will be so pre-occupied from being set ablaze that it has difficulty defending itself. 
This is usually better than aiming a crossbow at it, as (though effective) you run a greater risk of being 

VULNERABLE AGAINST struck by its poisonous projectile attack. An automatically-aimed crossbow bolt, just as the Basilisk 


(e à èl ® A UN ‘swoops in toward you, is usually easier to hit with compared to manually aiming at greater distances. 
Otherwise, using Quen (particularly Active Shield) to wound a Basilisk and cause it to land, and then 
performing a variety of quick rolling and slicing fast attacks to the beasts flanks, as well as stunning it 
temporarily with Aard, are all good choices. 


: 


ENEMY ATTACKS 
The named Cockatrice (known as Shrieker), is a toughened variant of the usual Cockatrice you encounter, 


Flying Talon Grab: While airbome, or after leaping into the Wing Swipe (Left or Right): Unlike the Basiisk, the 

air, a Cockatrice may attempt lo land devastating overhead Cockatice has no projectile spit, but does have more skil 
blows with their claws. These can be parried or quickly at using its wings and feet talons in a sweeping and hard- 
dodged roling is preferable as you duck away from the. hitting claw attack in ether direction, which can cover a huge 
outstretched claws. distance if necessary, and can stun you. In fact, Cockatrices. 
seem to favor ground combat over airborne attacks, Having 
Quen active о absorb such a strike, or roling under the 
wings to the torso of the draconid to inflict damage is worth 
planning for. They have been observed to react to Witchers in 
combat by parrying sword strikes with their wings, 


‘A Rough Landing: The Cockatrice drops down with à heavy 
thud onto the ground, which can stagger you. Rolling or 
dodging to the side, timing this so you can гой into the beasts 
flank to inflict sword damage afterward, is а good plan. 


Of all the fearsome flying foes none are ar 
comfortable on the ground as the Cockatrice. 


‘Loot: Cockatrice Maw, Cockatrice Egg, Raw Meat, THE BEST BATTLE TACTICS 
Cockatrice Mutagen 


Sab Splat Nad Vaan Gala, Bar Cockatrices fight aggressively once a battle has begun. Take advantage of this aggression and ground 


them with Aard or Grapeshot. A crossbow can also bring them down to earth should they attempt to fly, 


шн sectors тй сыш tae but unlike а Basilisk or Griffin, Cockatrices tend to favor fighting on land. 

Д sogna Tunis, кш oret cath n ones tpe A Cockatrice strikes with talon on its wings and feet, and its razor-sharp beak and tall tip. These blows. 
Specific Encounter: The sheep pasture land east of Cavern, almost always target vital regions on a victim, causing massive bleeding. A Witcher should have the 
7 Swallow potion on hand to counteract any wounds sustained in this manner. 


Specific Encounter (Shrieker]: Secondary Quest: Shrieker 


oe page 515) Always try to flank a Cockatrice. Being in front of it exposes you to its beak and talons. Iis possible, with 


г, excellent timing, to counter-attack blows from the wing talons or even from the beak, but you put yourself in 
VULNERABLE AGAINSE grave danger when attempting this, without proper defensive protection. Add Quen while attacking the flanks 


A 8 [ГГ U- or rear (usually after rolling out of the way as it lands), and really hammer your sword into this beast as often 
as you can, stopping to cast Quen again and retreating once it wears off or the Cockatrice is struck by it. 
When grounded, a Cockatrice will try о remain close to its prey. Should you try to escape on foot, a Cockatrice can leap astonishing distances to tackle you. 


Another combat option is to employ Roach, and fight Cockatrices on horseback. Providing Roach doesn't become too frightened and throw you off, you can 
gallop at a Cockatrice, swing at it, and speed off, before repeating the plan. 723 


724 


As one might expect from бе name, Fork tib employ 
their large whippio tails o deadly effect n ober 


‘Loot Коба! Mutagen, Бокай Plate, Dragon Scales, Raw Meat 
'Sub-Species or Named Variants: Forktal, Dragon of Fyresdal 


Environments: The wilderness of Velen and Skelige provide 
Adequate hunting grounds for these creature. Villagers fear 
{he presence of Forktals as far inland as White Orchard. 
Their nests are found in secluded areas, overlooking their 
hunting territory, and resemble а bird's nest, though larger and 
accompanied by tho occasional remains of humans or cattle. 


Specific Encounter: The Guarded Treasure along the river, 
northeast of Boatmakers Hut (Velen. 


Specifi Encounter (Tho Dragon of Fyresdal): Secondary 
Quest: Dragon (see page 527. 


VULNERABLE AGAINST 


WA! 


The toughest of ай бе draconis, foce this fire-breathing 
droconid ini супе atop he ruin of Fort User. 


‘Loot: Greater Glyph of Ign. Monster Wing, Red Mutagens, 
Dragon Scale 


Sub-Species or Named Variants: Syzand, Female Siyzard 


Environments: Only one nesting pair of Slyzards has boen 
spotted, atop the Fort Usar Ruins in easter Toussaint. 


Specific Encounter: Contract Bovine Blues (see page 542) 


VULNERABLE AGAINST 


ЖЫ УГ 


THE BEST BATTLE TACTICS 


ENEMY ATTACKS 


A Rough Landing: The Forktail drops down with a heavy 
thud onto the ground, which can stagger you. Rolling or 
dodging to the side, timing this эо you can гой into the beast's 
flank to infict sword damage afterward, is a good plan. 


‘Charging Headbutt: After landing, and at medium or 

dose distances, the Forktall sometimes executes a quick 
‘charge, leading with its head. This сал knock you back and 
sometimes off your feet It is relatively easy to dodge around й. 


Rearing Bite: While close or in melee range and on the 
ground, the Forktail rears up slightly, before clamping its 
mouth down and snapping at you. This can sometimes 
stagger, and parrying or dodging prevents you from 
being wounded 


THE BEST BATTLE TACTICS 


The named Forktail (known as The Dragon of Fyresdal), is a toughened variant of the usual Forktail you encounter, 


Like other draconids, the Forktail is a capable flyer. Bring it down to the ground with crossbow bolts 
ог Grapeshot to start the real fight. Forktails are as aggressive as any Wyvern, making use of their foot 
talons to slash and kick at unfortunates they're hunting down. 


Leaping Talons: While in the air, but also sometimes on 
the ground, the Forktail launches forward and rakes you 
with its terrible talons. Avoid or parry this. 


Tail Whip: Known for its prehensile tail, a Forktail can 
whip it around and batter you with it, which has a chance 
at poisoning you. Avoiding this by defending with Quen 
and fast dodging or rolls between sword strikes is the 
key to success here. The tail-tip stingers of a Forktail are 
highly poisonous, and as such, Golden Oriole is essential 
Forktails will aggressively employ their tails in combat, 
‘and the only recourse is to simply evade these strikes, 


As with many other draconid fights, judicious use of Quen before wading into attack a downed Forktail, 
and then attempting some deft dodging to the flank before slicing with quick attacks and retreating 
again, is the best way to whittle down a Forktail's vitality. The main difference between this and other 
draconid battles is the Forktail's namesake attack; the whipping tail strike usually allows you to reach its 
flank and rear more quickly than with other draconids, though the tail swipe is highly dangerous, 


Proper dodging can not only evade a tail swipe, but place you in a perfect position to strike at a Forktail’s 
vulnerable rear or flanks. But don't be so preoccupied with the tail of a Forktail that you neglect to attack its 
head. Bites from a Forktail come at near-lightning speeds, but they can be parried or even countered. 


ENEMY ATTACKS 


Main Maneuvers and Charging Headbutt The Slyzard 
‘mainly uses fight to close the distance between itself and you; 
‘expect most attacks to occur on the ground. When at mode 
range ог dose to you, the Siyzard sometimes executes а quick 
charge, leading with its head. This can knock you back and 
sometimes off your feet It is relatively easy to dodge around й. 


Fire Breath (Airbome): After its mouth lights up with heat 
that can melt metal, it fies to middle or cose distances, lets 
forth a belching orb of flame, spitting this highly damaging and 
flammable attack in your general direction. This ominous and 
dangerous projectile Б shot while arbore: look for this, and 
time your dodge immediately afterward. 


Flying Talon Grab (Airborne): Siyzards may attempt to land 
devastating overhead blows with heir claws. These can be 

‘quickly dodged; roling is preferable as you duck away from 
the outstretched claws. 


Fire Breath (Ground): Look for fire in the mouth of the 
Syzard when it lands; this can also occur at cose range 
while engaging the beast in melee combat. It can severely 
Toast you (with buming damage that hurts you after the 
initial fire), so once again, watch for the build-up of fire in 
the mouth of the Syzard, and dodge around it so you're not 
caught in the blaze. 


Scream of Hot Air (Ground): While the Siyzard bulls 
үр its fire to breathe on you again, й сап strike you with a 
screaming hot air attack. This can stagger you, fter which it 
tends to bite or scrape at you with its talons or use its tail 
whip or headbutt, f you are farther away, Dodge or rol lo 
the side to avoid this scream. 


Rearing Bite (Ground): While dose or in melee range and on 
the ground, the Syzard rears ир slightly before clamping its 
‘mouth down and snapping at you. This can sometimes stagger, 
and parrying or dodging prevents you from being wounded. 


Leaping Talons (Ground): While in the air, but also. 
sometimes on the ground, the Slyzard launches forward and 
rakes you with its terrible talons. Avoid or parry this. 


Tall Whip (Ground): Though not as deadly as а Forktal the 
San has a tail whipping attack that cannot be paried, and 
this follows its Scream attack if you're dose enough. Otherwise, 
the Scream is followed by a charge and rearing bite. 


Resistances and Defense: Slyzards are resistance to both 
buming and freezing attacks. It also tends to take to the sky 
Хо avoid your melee attacks, 


Ап almost-white colored aggressive draconid, sometimes mistaken for a dragon, this beast favors close-range combat where it can unleash its powerful 
fire breath and screaming attacks that can stun you, creating an opening for its unstoppable tail attack. When it takes to the skies, it tends to swoop in and 
belch fireballs from above. Think of the Slyzard as a more potent Forktail or Wyvern, but quicker and more aggressive. 


The most fearsome of draconids (and the fact you must defeat two of these foes at once) means extra caution is required when facing a Slyzard. Begin by 
employing Aard or Grapeshots to down the Slyzard, so you need not worry about being bombarded by fire from above. Aard is great for confusing a Slyzard 
long enough to roll in and strike; dodging and counter-attacking any bites and then flanking and striking before retreating again is the order of combat here. 
Apply an initial protective Quen shield about you to absorb the first attack of the beast and interrupt both the fire and scream-based attacks with Aard. 


‘Loot: Wyvern Egg. Wyvern Plate, Dragon Scales, Wyvern Mutagen 
Sub-Speces or Named Variants: Wyvern, Royal Wyvem 


Environments: Nesting Wyverms have been spotted across 
Velen, though these beasts are highly adaptable, nd have been 
sighted across the entre Continent, and the Skelige istes. 


Specific Encounter: The lighthouse at Lomnik, in northwest Velen. 


" ter f Secondary Quest 
Phantom of the Trade Route (see page 514) 


VULNERABLE AGAINST 


ENEMY ATTACKS 


The larger specimen (known as The Royal Wyvern), is a toughened variant of the usual Wyvern you 
encounter, during Secondary Quest: Phantom of the Trade Route (see page 514). In addition, a regular 
Wyvern is hunted during Contract: Patrol Gone Missing (see page 513). 


A Rough Landing: The Wyvern drops down with a heavy thud onto the ground, which can stagger you. Rolling or dodging to the 
side, timing this so you can гой into the beasts flank to inflict sword damage afterward, is a good plan. 


Charging Headbutt: After landing, and at medium or dose distances, the Wyvem sometimes executes a quick charge, leading 
with its head. This can knock you back and sometimes off your feet. I is relatively easy to dodge around it. 


Rearing Bite: While cose ог in melee range and on the ground, the Wyvern rears up slightly, before clamping its mouth down and 
snapping at you. This can sometimes stagger, and paying or dodging prevents you from being wounded. 


Leaping Talons: While in the air, but also sometimes on the ground, the Wyvern launches forward and rakes you with its terrible. 
talons. Avoid or рату this. 


Spithall: A Wyvern can spit acid at their opponents from above, or usually from a distance while prowling on the ground. This 
action happens extremely quickly, and a Witcher should always watch for it, and dodge or roll to the side just as you see the 
Basilisk start to cough up this poisonous attack. 


THE BEST BATTLE TACTICS 


Wyverns are especially venomous, able to spit poison at their prey, or directly inject it from their tals. Golden 
Oriole potions are a must. Wyverns fly around their prey, well outside of crossbow range, before swooping in at 
great speeds to attempt clawing their target. Even a Witcher cannot stand their ground against that. It s best 
to get out of the way, though bolder Witchers can actually score crossbow hits as the Wyvern draws near. 


ard and Grapeshot can bring an airbome Wyvern to the ground (use these attacks just as the Wyvern begins 
to swoop it to strike you). Wyverns are tough enough to resist bolts from a crossbow, but more lethal munitions J 
can still force the beast from the sky. After downing a Wyvern, additional grapeshots can stun this foe, allowing 

you to pile on the damage as the beast recovers. Such attacks should obviously occur at range. If you find a 


Wyvem is reeling from a bomb strike, you may find running in and casting Yrden to slow it down, before hammering home some sword slashes, is a good tactic, 


On the ground, a Wyvern prefers to strike with the talons on its feet, its tooth-filled maw, and its tail. tis possible to parry and counter-attack bites, but the consequences 
for bad timing are high. A better plan is to cast Quen, and wade into melee range; as the Wyvern slashes ог bites you and Quen protects you, staggering the beast, press 
home with additional slashes. Also try to roll to the flanks or tail area and stash one or two more times before retreating out of its attack range (employing similar tactics to 
those if attacking а bear). Strong attacks are best timed when the Wyvern is reeling from a bomb explosion, or after it finishes an attack and is recovering. 


ELEMENTA 


Elementa can be described as representatives of the raw, mystical power of the elements, given purpose or sentience. Some of these beings may be better described as the 
mistakes of prideful men, with more power and Knowledge than sense. Elementa are some of the rarest monsters a Witcher can be expected to face, and among the most deadly, 


A fearsome spirit of the air, and о 


Loot: Nono 


Sub-Species or Named Variants: Djinn 


Environments: On the icy vessel of Amos var Ypsis, during 
the quest. 

Specific Encounter: Secondary Quest: The Last Wish (see 
page 225) 

VULNERABLE AGAINST 


8 
E 
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ENEMY ATTACKS 


The Djinn is a powerful air spirit; a condensation of the power of that element endowed with consciousness. 
and character; the latter usually nasty. Only one Djinn has been ever spotted in the Northern Realms. 


Teleport: If you attempt to maneuver towards it, the Djinn enjoys teleporting around the ship's deck so you're further 
‘damaged as you try to reach it. Keep to the middle of the deck so the Djinn's teleport doesn't move as tar, and use Active: 
‘Quen (or calm the Djinn with Aard or Igni) as you approach. 


Electrical Pulse: A swift burst of white energy, sometimes with a crackle of electrical discharge, sends you staggering 
backward. Push on regardless, or step behind the mast so you aren't struck by this. 


ке Shards: Sharp icy projectiles are conjured and thrown in your general direction. Dodge them or use active Quen to absorb them, 


Lightning Bolts: A nasty blast of lightning crackles in one strong arc, or in multiple directions around the nns orb. Use. 
Quen to absorb the damage and quickly move in to strike, as the Djinn is temporarily prone after this attack. 


THE BEST BATTLE TACTICS 


Fighting a Djinn is about working quickly, and not something you should attempt without good cause, or 
good pay. If you must face a Djinn, Dimeritium Bombs are too useful to go without, giving you the chance 
to close the distance without being frozen, burned, or electrocuted before you can get close. 


Djinn can teleport short distances to escape harm, even after being affected by Dimeritium Bombs. You 
must be able to quickly react to this and continue to pressure the Djinn, using additional Dimeritium 
Bombs as necessary to continue suppressing spells. 


The closer a Djinn is to death or capture, the more dangerous it becomes, The massive area of effect 


spells it can cast come faster, and it may teleport more often the more desperate it becomes. Aard and 
ni signs empower a Djinn and greatly calm it down and make it easier to combat. Another excellent 


plan is to withstand the attacks it conjures using Quen's active shield, before rolling in, usually behind the floating face of the Djinn, striking it three times, 
and retreating again. Attacking just after the electrical storm starts to dissipate is a good plan. Also use the ship's mast for cover, moving so the mast Is 


between you and the Djinn so the ship absorbs some of the attacks. 
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Though йл) and d бе sheer пос cf e 
Barth Hum nn and the бото it causes with т fis f 
granite, nale ts oeste o fien respeto face. 


‘Loot: Mutagons, Elementa Essence, Glyphs, Intused Shard, 
Fifth Essence. 


‘Sub-Speclos or Named Variants: Earth Elemental, Therazane 


Environments: Usually in magical traps; places such as long. 
abandoned runs, or former research laboratories once home 
to powerful sorcerers. 


‘Specific Encounter: Ruined Tower (Signpost) in Crookback Marsh 


Specific Encounter (Therazane): Secondary Quest: Doors 
Slamming Shut (see page 521). 


VULNERABLE AGAINST 


BODO 


ENEMY ATTACKS 


The named Earth Elemental (known as Therazane), is a toughened variant of the usual Earth Elemental 


you encounter. 


but is otherwise identical in terms of its attacks. 


Bellow: If an Earth Elemental sees you, or you ve done 
something particularly unpleasant to it, the behemoth 

bellows its lack of pleasure at your antics. This has no 
effect on combat, unless you're mentally unprepared for 
such a sound. 


Ground Pound (Single or Double Fist): It an Earth 
Elemental jumps off the ground, move away as quickly as 
possible. The resulting shockwave knocks down any nearby 
Victims in a large circle around the behemoth. Retreat! 


THE BEST BATTLE TACTICS 


Earth Elementals are constructed from mud, clay, sand and rock fused together with magic. While 
seemingly slow and ponderous, these creatures are exceptionally dangerous, and can withstand 
tremendous punishment. Therazane 15 a toughened variant of the usual Earth Elemental you encounter, 


Ground Stomp (Shockwave): You should be alert for 
Elementais to raise a foot high off the ground. What follows 
is a powerful ground stomp that sends a wave of rock. 
piercing through the earth in a line before the Elemental 
Dodge or roli to avoid being caught in this shockwave. 


Rock Fist Swipes (Left and Right): Sometimes. 
accompanied with a glowing yellow around each fist, the 
Earth Elemental loves to swing using either arm, hoping 

to connect. Dodging around or backing up avoids such a 
strike, which is seriously damaging f it connects, 


Resistances: The Earth Elemental is resistant to poison 
and bleeding. 


Earth Elementais are a test of strength and endurance, Even with a silver sword coated in elementa oil, 
Earth Elementals can resist impressive amounts of punishment before crumbling, while being able to 
dish out frighteningly powerful blows with their fists. Dimeritium Bombs make these Elementais more 
susceptible to harm. They do not make them less dangerous. Strike once, twice if you judge it safe, then 
roll out of the way of an inevitable counterattack. Use heavy attacks for better damage output. 


Though It is relatively easy to whittle down an Earth Elemental vitality from a distance, increase your chances of success by employing Yrden. The hammer 
blows delivered by an Earth Elemental's fist can be avoided more easily using this Sign, and the Magic Trap ability allows you to damage this slow-moving foe 
as itis caught in your circular trap, and zapped by your ongoing magic. It is also possible to actually stagger an Earth Elemental with Aard, after which a dash in 


and strike before retreating is called for. 


A foem of fire and fury that reduces anything in in 
‘path to ashes in the blink of an eye. Poison does noc. 
юш й, and it does not eed. 


‘Loot Golem heart, Elementa essence, Runestones,Intuse shard 
‘Sub-Species or Named Variants: Fire Elemental 


Environments: Found in magical runs. Mages have tod to 
crente and control Fire Elementais, and often tailed. 


‘Specific Encounter: Within the ruins of Est Tayiar (Signpost) 
in биек, 


VULNERABLE AGAINST 


SesA | 


ENEMY ATTACKS 


Fire is the most destructive of the elements, thus the aggressive lethality of the creature that embodies 


its essence should come as no surprise. Fire Elementals are forged in complicated magic rituals for one 


Ground Pound (Single or Double): If a Fire Elemental 
jumps off the ground, move away as quickly as possible, 
The resulting circle of fire knocks down any nearby 
victims in a large wave around the behemoth, Retreat! 


Fire Вай: During a particularly potent strike, a Fire Elemental 
Sometimes lets loose a large ball of fire in your direction, 
which should be dodged or rolled away from. 


Ground Stomp (Fire Wall): You should be alert for 
Elementals to raise a foot high ff the ground, What follows 
is a powerful ground stomp that sends a wave of fire racing 
along the ground in a line before the Elemental. Dodge or roll 
to avoid being caught in this wall of fre. 


THE BEST BATTLE TACTICS 


purpose—destruction. And they pursue this with murderous determination. 


Flame Fist Swipes (Left and Right}: With a blaze of fra 
accompanying each swing, the Fire Elemental loves to swine 
using either arm, hoping to connect. Dodging around ог 
backing up avoids such a strike, which is seriously damaging 
(and inflicts additional ongoing fire damage) Itt connects. 


Resistances: The Fire Elemental is resistant to poison and 
bleeding, and in particular gni and any fre attacks (ron 
weapons, bombs or bolts); these should not be employed. 
under any circumstances. 


Fire Elementals employ similar abilities to an Earth Elemental, with the key difference that fire enhances 
and empowers them. Being harmed by a Fire Elemental has effects beyond the immediate harm 
sustained, since they can light clothes and armor on fire. 


‘Simply drawing close to a Fire Elemental is dangerous, due to the intense heat they constantly generate. 
The flames can be temporarily extinguished by Aard. Avoid Igni at all costs, this only empowers a Fire 


Elemental and re-ignites its flames. 


Northern Wind bombs are highly effective, freezing the Elemental in place. Dimeritium Bombs are also 
excellent to employ as they can prevent it from using certain attacks. Otherwise, use heavy attacks to 


quicken the ultimate destruction of the Elemental 


Hard os permafrost, deprived of secutive organs, and 
gifted with incredible strength, these are mindless, 
bone-crushing automatons and cold as ке 


Loot None 
‘Sub-Species or Named Variants: со Elemental 


Environments: Summoned by powertu sorcerers in combat 
‘hough some have been sighted in Skelige. 


Specific Encounter: The watchtower northeast of Rogne 
(with Gargoyles), on Ard Steg 


VULNERABLE AGAINST 


SOOC 


Those who do not take fright at the sight of hese 
horned and winged monstrosities usually de «оту 
thereafter, orn to shredo by stony claws 


‘Loot: Gargoyle heart, Gargoyle dust, Elemental essence, 
Tunestones. 


‘Sub-Species or Named Variants: Gargoyles 


Environments: Abandoned ruins and castes; beware of 
statues that allow you to move in cose betore they attack. 


Specific Encounter: The watchtower northeast of Rogne 
(with се Elemental), on Ard кей, 


VULNERABLE AGAINST 


& vx I 


But do not linger in front of the Gargoyle for long. They can counter overly aggressive Witchers by using their poisonous breath. The safety of range is 


ENEMY ATTACKS 


А mass of frozen water animated by magic. Deprived of consciousness or independent will, this is boundlessly | 
‘obedient to the orders of the mage who created it. These orders usually contain but one syllable—kill. 


Bellow: If an Ice Elemental sees you, or you've chipped away at its frozen exterior without its approval, the oversized 
ice cube bellows its lack of pleasure at your antics. This has no effect on combat, unless you're mentally unprepared. 
for such a sound. 


Ground Pound (Single or Double Fist): ал се Elemental jumps off the ground, move away as quickly as possible, The resulting 
shockwave knocks down any nearby victims in a large c around the behemoth. Retreat! 


Ground Stomp (Shockwave): You should be alert for Elementals to raise a foot high off the ground. What follows is a 
powerful ground stomp that sends a wave of icy rock piercing through the earth in a line before the Elemental. Dodge 
ог roll to avoid being caught in this shockwave. 


Ice Fist Swipes (Left and Right): Sometimes accompanied with a white glow around each fist, the Earth Elemental 
loves to swing using either arm, hoping to connect. Dodging around or backing up avoids such a strike, which is 
seriously damaging if it connects. 


Resistances: The Ice Elemental is resistant to poison and bleeding, 
THE BEST BATTLE TACTICS 


Ice Elementals fight similarly to Earth Elementals. They can strike with their massive fists, stomp on 

the ground to knock over their targets, or send a ripple of ice carving through the terrain at their foes. 

‘As with other Elementals, avoid attacking the Elemental from the front if you can, dodge its attacks as 
they cannot be parried, and make extensive use of Yrden to slow it down (particularly Magic Trap). Cast 
Quen too, so that first strike they employ is absorbed, as this foe strikes infrequently, but hits hard, Don't 
forget a Witcher's best chance is to toss a Dimeritium bomb; shrapnel made of this metal interferes with 
the workings of the spell that gives this creature life. 


ENEMY ATTACKS 


Gargoyles are stone statues brought o Ме by magic in order to guard mages’ laboratories and lairs from intruders, — 
‘They are usually slow-moving on the ground, but take to the air and slam down onto the earth with amazing speed. 


Flying Drop: The Gargoyle takes off into the skies, too quick to track, and slams down on the ground near you (or on top. 
of you), stunning you as well as inflicting damage. An evasive roll as far from the position you were standing in before the. 
‘monster took off enables you to dodge this potentially stunning strike. 


Rock Throwing: Grabbing large, head-sized rocks and Jobbing them with fast and accurate lobs, a Gargoyle can stun. 
you with this projectile attack. Keep an eye on Gargoyles for just this reason (or keep constantly moving and dodging) 
so you aren't struck, wounded, and stunned. 


Poison Breath: Do not linger in front of a Gargoyle for long, as they usually counter overly-aggressive Witchers with a 
belch from their mouths, a fetid cloud that can cause poison damage over time, Don't be greedy with your strikes, and 
back up or dodge when you see the Gargoyle's mouth open, ready to spew. 


Ground Stomp (Shockwave): You should be alert for Gargoyles to raise a foot high off the ground, What follows is a 
powerful ground stomp that sends a wave of energy around the monster in а circle. Get caught in this and expect to be 
stunned, Dodge or roll to avoid being hit by this shockwave. 


Fist Swipes (Left and Right): Gargoyles swing using either arm, hoping to connect, and sometimes throw a. 
‘combination of up to four quick swipes in succession. Gargoyle melee attacks may not have the same reach as an 
Elemental’, but they cannot be parried. Dodging around or backing up avoids them. 


Resistances: The Gargoyle is resistant to Aard and ign Signs, as well as weapons inflicting poison and bleeding. 


THE BEST BATTLE TACTICS 


A Gargoyle is nearly as sturdy as any Earth Elemental, but significantly faster, more versatile, and 
seemingly more intelligent. Aard and Igni are almost entirely useless. However, Yrden can slow а 
Gargoyle down, making it easy to evade their melee attacks, and allowing you to strike back. 


fleeting versus a Gargoyle. They can not only throw rocks with a great degree of accuracy and power, but they can leap into the air and crash down atop or 
next to a Witcher with terrifying speed. Both attacks serve to harm and stun victims 


A Gargoyle can also stomp the ground with such force that they can stun and partially blind nearby threats. Dimeritium Bombs can weaken the defenses of 
а Gargoyle, but they do little to blunt their offense. Stay focused on limiting the damage they cause to you, while remaining mobile and ready to dodge the 
jumping attacks. Utilize Quen to protect you from their first, heavy-damaging strikes, then Yrden to limit a Gargoyle's more confusion leaping drop, and dash 


in with limited strikes before retreating. 
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Golem the по weopamt Their fat, weighing over e 
hundred pounds each, can crush solid granite with one 
hit There û no sword that can parry it 


‘Loot: Golem Heart, Glyphs and Runestones, Infused Dust 


Loot (Moreau's Golem]: Powered monster tissue, Monster 
claw, Glyphs, Infused shard 


Sub-Species or Named Variants: Golem, Moreau's Golem 
Environments: Ruins, abandoned by those to created them. 
Specific Encounter: Inside the Самет (Signpost), east ot 


ee n Gusts 
S Specific Encounter (Moreau's Golem): Scavenger Hunt 


Grandmaster Griffin Gear (see page 605). 


VULNERABLE AGAINST 


BSE 


Fear the Red Moon, ot when fighting these onde. 
during blizzards or i glacte! regions; they gain 
strength at these times. 


Loot Rotten Meat, Sulfur 


Sub-Species or Named Variants: Hound of the Wid Hunt, 
Apiarian Phantom 


Environments: Whereever the Wild Hunt goes, expect its 
hounds to follow. 


‘Specific Encounter (Groups): Main Quest: Wandering in the 
Dark see page 165). 


‘Specific Encounter (Apiarian Phantom): Contract The 
| Aparan Phantom see page 518) 


VULNERABLE AGAINST 


ENEMY ATTACKS 


Moreau's Golem is a toughened variant of the usual Golem you encounter and exhibits а more powerful 
pounding move. 


Golems are mindless matter brought to life by a spell. They obey their creator's orders without question, 
Once provoked, they will not tire of battle until they have either crushed their opponent or have crumbled 


into dust themselves. 


Bellow and Fist Bump: Bellowing, or pounding both fists together, the Golem builds up energy before attacking. This 
doesn't affect you, but is worth watching for as it shows signs that the Golem is about to try a more devastating move: 


Ground Pound (Single Fist): I a Golem jumps off the ground, move away as quickly as possible. The resulting 
‘shockwave knocks down any nearby victims in a large circle around the behemoth. Retreat! 


Fist Swipes (Left and Right): Sometimes accompanied with a short jump beforehand, the Golem swings either arm, 
hoping to connect. Dodging around or backing up avoids such a strike, which is seriously damaging if it connects, 


THE BEST BATTLE TACTICS 


Do not attempt to parry the punches delivered by a Golem. The sheer weight and power behind them 
reduces such thinking to suicidal tendencies. In addition, a charging Golem cannot be easily stopped, 
but a cunning fighter can use this lurching sprint to their advantage: Roll out of the path before striking 
in retaliation. As with the Elementais, a Golem can pound the ground with such ferocity, anyone standing 
near it is knocked prone 


Dimeritium Bombs are great to lob before you close in for more melee-ranged combat, as they block a 
Golem's magical abilities, reducing the potency of its attacks considerably. Ensure you keep the Golem 
within the radius of the exploded bomb. 


Yrden is helpful when going toe-to-toe with a Golem, but remember that the Golem is merely slowed, 
not helpless. They can still fight despite Yrden's effects, and can interrupt your sword strikes with a 
single crushing blow. Prevent losing an inordinate amount of vitality by employing Quen (or Active Quen) 
so you can shrug off the first hit from a Golem. Since these foes strike slowly and with great damage, 
absorbing one of these strikes is extremely helpful, as it also allows you to continuously leap in, hit the 
Golem with multiple light attacks, and dodge or leap away again. 


ENEMY ATTACKS 


The named Hound of the Wild Hunt (known as the Apiarian Phantom), is a toughened variant of the usual 
Hound you encounter. 


Born, or so some experts believe, of magic ice crystal, the hounds of the Wild Hunt race alongside their spectral 
masters. Like ravenous, feral dogs they are capable only of mindlessly attacking whatever crosses their path. 


‘Spikes of Ice: A little ike your casting of Yrden, the Hound stops and summons a circle of protruding icy boulders that 
damage you as they appear, and protect the beast for a couple of seconds. Walt until the spell is over before continuing 
the fight 


Leaping Claw: The main attack the Hound exhibits is a leaping front claw slash using either front paw. It can be 
blocked or dodged, and then retaliated against as the Hound recovers. 

Defensive Leaps: These Hounds are nimble, and able to dart back and forth around you, making it difficult to pinpoint 
or strike accurately. Axil (or waiting until the Hound changes to an offensive attack) stops this from becoming an 
insurmountable problem, 


THE BEST BATTLE TACTICS 


These otherworldly hounds fight as viciously as wolves or wild dogs. They can be momentarily 
weakened by Axii, but only for an instant. Nevertheless, this is the time to launch an offensive series of 
strikes (then, or after the Hound finishes a Leaping Claw attack). 


Usually, these hounds hunt in packs, and can quickly overwhelm the unprepared. Don't let them 

surround you; utilize Yrden to slow any hounds too close for comfort, and break away if needed. If Yrden 

can catch multiple hounds in one circle, throwing in a Dragon's Dream bomb and igniting the gas cloud || 
with lgni can seriously damage an entire group of hounds. Another option is the Dimeritium Bomb, which 
causes havoc and prevents them from inflicting quite as much damage, or attempting their spikes of ice. 


Back off from the hounds if they start forming icy spikes, These barriers will pierce through you if you 
attempt to strike. Environment also plays a key factor too; cold climates empower them, so take great 
Care in combats in the cold. The icy nature of the hounds makes them perfect targets for Igni; roast 
these otherworldly beasts with regular Igni, Firestream, and even Dancing Star bombs that inflict fire 
damage. Then follow up with your Elementa Oil-covered silver sword strikes. 


Pixies might look like gende, harmless resume, yet 
in their case, the saying about appearances being 
deceiving fits all 100 perfectly 


Loot None 
Sub-Spocios or Named Variants: Pixie 


Environments: Pies dwell within the Fablesphere, а magical 
realm created by Duchess Anna Henrietta's uncle, and 
Î accessed via book of tairy tales. 


Specific Encounter (Groups): Main Quest: Beyond НИ and 
Dale (see page 338). 


VULNERABLE AGAINST 


HYBRIDS 


ENEMY ATTACKS 


The Pixies from the Land of a Thousand Fables were created to protect that magic place from intruders 
and ensure the ducal daughters, Sylvia Anna and Anna Henrietta, did not come to even the slightest 


harm. Thus whenever anyone else crossed the Pixies’ path, it ended badly for them, for Pixies are 
‘aggressive, war-like creatures, created to kill, defend and fight until they can fight no more, 


Jumping and Standing Swipes: A Pixie's main attack is to make a short leap, or simply step to melee range and make 


‘one or two quick slapping strikes with its ethereal, smoke-colored hands. This is damaging, but can be easily parried 


or countered. 


‘swarm around you. 
THE BEST BATTLE TACTICS 


A Group Mentality: Otherwise, Pixies cluster together in a group, taking tums to strike you and trying their best to 


Pixies only ever appear in a few specific spots throughout the Fablesphere, and when this crowd of 
around ten, pointy-hatted shadow gnomes spot you, they usually try to reach melee range and crowd 
around. React by raising your sword to block (much in the same way as you would react to a group 
of Wolves or Nekkers), and begin to systematically demolish them one after another. in-between, try 


constant dodging or rolling 


Your bladed attacks are good choices as Pixies don't tend to block; they are more of a nuisance than a 
fear-inducing foe. As they are magical, most Sign strikes work reasonably, but not spectacularly. Yrden 
isn't usually potent, but Igni can knock Pixies back and damage them while you maneuver so you aren't 


surrounded. Axil is good for stunning individuals, and bombs that cause blanket damage are reasonable, 


though Pixies swarm you, making projectiles difficult to throw and dodge. 


Hybrids come in various shapes and sizes, but one of the key defining traits of these monsters is that they mix physical aspects of other creatures. A perverted 
merging of man and bird of prey could describe a Harpy, while a Griffin could be likened to an eagle mixed with a tomcat. 


Its hard to say what js most repulsive about Herpes 
and their cousin: their hideous appearance, the 
overwhelming stench of rot and bind excrement that 
clings to thee, or their Noodcurdling screech 


‘Loot (ута): Була Eye, Infused Shard 
‘Loot (Harpy: Harpy fathers, Harpy talon, Harpy egg, Raw meat 
Sub-Species or Named Variants: Erynla, Harpy 


Environments: Found throughout the main Continent and 
ие, Erynias are found within large groups of Harpies. 
Harpy nests have been seen in abandoned fortresses along 
the rivers ot Velen. 


Specific Encounter (Harpies): The Harpy nest at Hndnold (Velen). 


Specific Encounter (Erynias): The coastal path north ol 
Redgil (Ard Skelig), with a flock of Harpies. 


| VULNERABLE AGAINST 


ENEMY ATTACKS 


Harpies hunt in flocks consisting of a handful to up to twenty individuals. Though cowardly and cautious, 


Harpies fiercely defend their nests and will not hesitate to attack when outnumbering their foes, 
Hard as it is to imagine, the Erynias found in Skellige are even more repulsive (and dangerous) than 


Harpies, their close relatives. Though well-rotten carrion is their food of choice, they will not turn up their 


noses at fresh meat, man flesh included. 


A Flocking Swarm: Harpies attack in flocks, swooping in from 
ай directions, and attempting to confound you. Don't let this 

happen by targeting one Harpy at a time, knocking it out ol the 
‘a, and slaying it оп the ground using the tactics Ested below. 


‘Swooping Talon Strike: These beasts fly to your head 
level and attempt to daw at you with talons before either 
landing or fying off again. These attacks can be blocked and 
countered (f you aren't actively engaging the aggressor, or 
countered so the Harpy falls to the floor, ready for execution. 


THE BEST BATTLE TACTICS 


Ground Talon Strike: Once a Harpy is on the ground, it 
сап get up again and fly about, or remain and leap Юлий, 
slashing with arms or legs. Parry these attacks, or knock the. 
foe off their feet for a quick skewering. 


Bleeding Strikes: The Erynia' talon strikes are the same 
as a Harpy's, but are more damaging and have a chance to 
infict bleeding damage. 


Harpies, Erynias, and all their varied sub-species, favor flying and hunting in flocks. Approach known 


nesting grounds with extreme caution. 


When provoked, Harpies and Erynias begin circling a victim from above, swooping alone or in groups of two 
or three. If they are clustered close enough during a dive, you can catch multiple Harpies with area-of-effect 
abilities or bombs. Another option is to blow into the Hornwall Hom, which drops these flying monsters from. 
the skies; particularly helpful while boating, or while you're recovering stamina in readiness for Aard or Igni. 


Igni is effective against Harpies, lighting them on fire and bringing them out of the air. Yrden is good 
for situations where you are surrounded by many Harpies in close proximity. Harpies and Erynias often, 
соте to a hover in front of humanoid victims before lashing out with their talons. Use that moment to 
prepare a counterattack, or Aard to bring them to the ground. Quen is also good to cast, so you aren't 
struck from behind by a flying foe while preoccupied killing its brethren. 


Like many flying creatures, a bolt from a crossbow, or a good blast of Aard, can be enough to ground a Harpy or Erynias. They can also be knocked out of 
the air with a well timed counter-attack. If a Witcher is close to one of these grounded creatures, they should take advantage of this moment of weakness 
and execute them quickly with a skewer while they lie prone on the ground, before they recover. This has the added benefit of being a one-hit kill. 


If many individuals in a flock are converging around you, attempt to use Aard to blast a path to freedom. Grapeshot can also be used, but one should be 
mindful of the blast radius. Erynias are more vicious than their Harpy cousins, able to cause bleeding wounds that can overwhelm even a Witcher. 


BESTIARY 
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The айбе cf courage, Буйу слі fing pirt Ths loc 
тб o ane wal deny dem. When posted fy «d ө 
use бон ad urd hv M—P— P 


‘Loot (Griffin): Gif egg, бї feathers Gittin mutagen, 
infused dust, Raw meat 


‘Loot (Ато). ArchGnttin mutagen, Infused shard, 
Amber dust 


‘Sub-Species or Named Variants: Gnin, Royal coin 
 Nhürlfn,Opinicus. 


Environments: Gains haw been hii nesting n Sk ee. 
‘he wiemess near Ону. and even terug White Orchard. 


‘Specific Encounter: An ArchGritfin lurks atop Snidhal ше, due 
north of Ancient Crypt Ard S 


"Specific Encounter (Opinicus, Archüriffin) Contract The. 
Creature trom Oxenfurt Forest (see page 519) 


VULNERABLE AGAINST 


S | 


ENEMY ATTACKS 


Royal Griffins are toughened variants of the usual Griffin you encounter, The named Griffin (known as 


Opinicus, an ArchGriffin), is a toughened variant of the usual Griffin you encounter, with an additional 
acidic projectile attack. There are additional ArchGriffins to face, too. 


Though still wary of main roads and towns (where folk with the means to hire a Witcher are likely to 
dwell), these half-eagle, half-wildcat creatures have gone from rarities to oft-encountered pests known 


throughout the Northern Realms. 


Pounce and Clawing (Airborne): While airborne, or after 
leaping into the air, this foe may attempt to land devastating 
‘overhead blows with its claws. These can be partied or 
‘quickly dodged; rolling is preferable as you duck away from 
the outstretched claws. 


A Rough Landing: The Griffin drops down with a heavy thud 
‘onto the ground, which can stagger you. Roling or dodging 
to the side, timing this so you can roll into the beasts flank to 
с! sword damage afterward, is a good plan. 


Acidic Spittle: Watch for an ArchGrifin to cough up а 
disgusting ball of acidic goo, before dodging or rolling to 
ensure it misses you, and you're not poisoned by t 


Ground Charge Tackle: You can be staggered by a Griffin's 
extremely quick charging tackle, which occurs when itis on the 
ground, at mid or long distance from you. Cose the gap so this 
maneuver isn't attempted, or swiftly rol to the side to avoid it. 


THE BEST BATTLE TACTICS 


Wing Swipes (Ground): Grifins use their wing and foot 
talons in sweeping attacks occurring in either direction, which 
сал cover a huge distance if necessary, and can stun you. 
Having Quen active to absorb such a strike, or rolling under 
the wings to the torso of the Griffin to inflict damage is worth 
planning for. Remain active, as standing at а Griffin's flank 
ensures you're struck by these swipes, 


Staggering Roar: A mighty screeching roar echoes trom the 
beast's maw, staggering you and opening you up to further. 
attacks by this foe. Constant aggression on your part usually 
means the Grifin hasn't the time for this, Otherwise, roll away 
from the soundwaves so you aren't stunned by them. 


Beak Bite (Ground): The Grifin quickly snaps its neck and 
full body forward a few feet and bites at you. This should be 
‘dodged, or Quen used earlier to absorb the hit, which can 
stagger you. 


Griffins enjoy toying with their prey, swooping in from the skies and raking victims with their talons. A 
shot from your crossbow, or a well-timed Aard, can bring a Griffin to the ground, but this only means the 


fight truly begins. 


Grounded Griffins make excellent targets for explosive crossbow bolts, just be sure to fire them from a safe distance. You can use Northern Wind bombs to 
freeze a Griffin in place, useful if you need a moments respite. On the ground, a Griffin is still incredibly dangerous. They can roar at such a high pitch that 
even a Witcher can be put off balance, pounce from great distances claw and bite at prey. 


From the sky, Griffins try to repeatedly claw at their targets as they sweep past, or attempt to dive onto their prey. ArchGriffins also spit highly corrosive acid 
at their targets, weakening armor and leaving the man under it exposed to its talons. Every slash or bite from a Griffin can cause serious bleeding. Counter 


this by casting Quen, or with Swallow potions to regenerate any wounds sustained throughout the battle. 


When facing a Griffin on the ground, try to stay in and around the reach of your silver sword. If you are too far away, the Griffin may try to tackle you. This 
can be very difficult to avoid, and failing to do so could result in death. Watch the wings of a Griffin while fighting it on the ground. Each swipe from the 
wing talons is telegraphed by that wing being raised high. Try to evade to the flanks of the Griffin to score hits on its unprotected side for greater damage 
(using your swords as well as grapeshot bomb throws), with Quen absorbing the beast's first strike at you. 


these беи}! стоит, their fair faces suddenly 


nj filed with fel lie moe ond lovely tals 


promising unknown delights become sharp, 


death dealing talons 


Like skilled hunters sening out wooden docks to fure 
in drakes, Sirens lure men леш, using their own bodies 


as d Once а naive sailor gets within arm's reach 


oot (Siren: Siren vocal chords, Water essence, Sel 


‘Loot (Ekhidna): Lock of Rn hair, Water essence, 
Mutagens, Shell 


‘Sub-Species or Named Variants: Lamia, EXhidna, Melusine 


Environments: Sirens can be encountered in coastal regions 
throughout Velen and Novigrad, though Skellige has the mast 
prolific breeding grounds. 


Specific Encounter: Ruined nn along the south coast of 
ма Sande 


Specific Encounter (Melusine): Contract: Here Comes the 
Groom (see page 528) 


VULNERABLE AGAINST 


SAAD 


ENEMY ATTACKS 


you encounter. 


the day. 


One should not be fooled by their fair appearance 
Under the velvety Ain of their arms lie muscles of iron, 
and Мун» delivered with their rear, goat lie ep or 

the thick horns on their bead can ewsily crush bone. 


Loot: Perfume, Flowers, Succubus mutagen 


‘Sub-Species or Named Variants: Succubus, Salma Lith 


Environments: Succubi wil try to Ive close to thoir ‘prey 
‘ear towns and villages. Bolder Succubi have been known 
^0 inhabit cites. | 


| Specie Encountor: Secondary Quest: Practicum in Advanced. 
Acherny (soe page 416) 


Specific Encounter (Salma Lith): Contract: Deadly Delights 
(ве page 520) 


ENEMY ATTACKS 


The named Siren (known as Melusine), is a toughened variant of the usual 
Siren you encounter. 


Sirens and Ekhidnas (the Sirens’ more dangerous cousins) usually hunt in 
flocks making use of their numbers as well as their ability to move effortlessly 
through water and air. 


A Flocking Swarm: Sirens attack in flocks, swooping in from all directions, and 
attempting to confound you. Don't let this happen by targeting one Siren at a time, 
knocking it out of the air, and staying it on the ground using the tactics indicated below. 


Siren's Swoop: A diving swoop with a swipe or claw designed to infuriate or confuse 
you while others of the flock prepare their own attack. This is the best time to cast 
‘Aard, shoot a crossbow, blow your hom, or otherwise drop the Siren to the ground with 
а counter. Otherwise, parry the attack. Once a Siren is on the ground, it attempts to fly 
away again; knock the foe off their feet for a quick skewering. 


Siren's Screech: Supposedly a frightening scream, this has limited effects during 
combat, though it tends to coincide with a swoop (which helps you time a downing strike 
ог counter). Otherwise, ignore the sounds you hear, and concentrate on downing and 
delivering killing blows, or quick three-hit fast combinations on hovering Siren foes. 


Bleeding Strikes: The Siren's talon strikes have a chance to inflict bleeding damage. 


‘The named Succubus (known as Salma Lilith), is a toughened variant of the usual Succubus 


Succubi are motivated by an insatiable lust, engaging in sexual acts with any other humanoid species 
they encounter; their never-ending advances, though pleasurable at first, have pushed more than one 
тап to madness or even death. 


Fire Ball: If you're at mid or long range, you may receive a conjured ball of fire to the face, which should be dodged 
or absorbed using Quen. As a Succubus plays with fire constantly in battle, interrupting these attacks is the order of ~ 


Fire Burst: If you manage to land a few impressive strikes, or you're remaining at melee range, you may be pushed 
back with a large ball of fire emanating from a Succubus’ ample chest region. A possible stagger and fire damage are 
inflicted on you. Roll around or out of the way after three hits and don't be greedy to avoid this. 


Fire Swipe: The most frequent of her strikes, she casts a diagonal cutting slice of flame from her hand, which sets you 
ablaze. Quen helps remove the fire, but in compact environments, closing the distance, or attacking from cover helps. 
overcome this fire damage. Cast Aard to interrupt the spells before you're fried. 


THE BEST BATTLE TACTICS 


It you're attempting a more cunning plan than simple bludgeoning, you may be able to talk down a 
‘Succubus instead of attacking one, regaling it with stories of Witchers seducing Succubi and allowing 
them to flee a region—stories normally only whispered among commoners. Should you choose to slay 
a Succubus, you must act quickly. Succubi are known for their surprising constitution and spellcasting. 
They can command fire with natural aptitude. 


The simple flashes of fire that a Succubus calls upon can disrupt any sword technique you're capable 
of, and there is no defense, save for Quen or frantic rolls away from the flames. Relentlessness is key, A 
‘Succubus cannot be allowed to control a battle. Dimeritium bombs, explosive bolts, or Aard can disrupt 
their spell-weaving; Northern Wind can freeze them in place. You succeed in slaying a Succubus if you 
can pin one down and unleash a flurry of sword strikes. 


THE BEST BATTLE TACTICS 


Sirens from attacking your boat with the use of the Homwall Hom, or Aard. If youre. 
fighting Sirens underwater, it is preferable to retum to shore where you have many - 
more combat options. Otherwise, automatic crossbow shots are the only way to slay 


ard, Grapeshot, the Homwall Hom, and a Witcher's crossbow are enough to gro 
a flying Siren (time it so the Siren is swooping in toward you). Sirens of all types 
are especially vulnerable to igni, as well as any bombs that can set victims on fire. 
Itis possible to counterattack a Siren as they dive out of the air at their target. This. 
‘grounds them and can severely wound them. 


‘Sirens prefer swooping on their prey, slashing with their claws or tails as they sweep 
past their victims, They rarely stay stil in the air, but are at their most vulnerable. 
when they do so. As with the Harpy, a grounded Siren is a Siren that has all but 
presented themselves for execution. Witchers presented with this opportunity should 
not hesitate, especially as the skewer kills the Siren with a single sword plunge, 
quickening combat considerably. 

Wounded Sirens can produce an ear-piercing screech that stun their attackers. 
Other Sirens can use this moment to rescue their sister, diving in on the enemy and 
allowing their injured to escape. 


INSECTOIDS 

The varieties of insectoid described here are notorious for the terror they have wrought upon unsuspecting humans and nonhumans across the land. The Arachasae 
are regular contracts for Witchers, due to their propensity for blending into a forest and preying on travelers, farmers, and the animals they tend to. Arachnomorphs 
increase the fear those have for a simple spider, now one hundred times the size. Giant Centipedtes have mandibles that can crush а goose. Kikimores are armored 
cave-dwelling monsters whose eggs must be destroyed. Endrega are the worst of the lot, possessing massive size and strength, and worse yet, organization. 
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At fist glance, а поводу Árochas often looks Ме a 
vor of the forest undergrow а fact й uses ю deadly 
advantage when huning Ап armored Arocha n a те 
behemoth, using in enormous mass i knock over and 
rape бо victim, Before devouring herr che remi. 


‘Loot; Arachas ayes, Arachas whom. Chitin scale 
‘Arachas mutagen 


Sub-Species or Named Variants: Arachas, Armored Arachas 


Environments: Arachane tak the caves and forests throughout 
tha known work. Velen in particular has seen dangerous nests of 
this species lake up residence in recent years 


Specific Encounter (Armored Arachasae): Guarded Treasure just 
‘orth ol he Cavem, in боена (northeast of Novigrad Cl. 


VULNERABLE AGAINST 


ZOO 


ENEMY ATTACKS 


Powerful pincers, a maw filled with razor-sharp teeth and venom glands packed with deadly toxins. 
Constitute the Arachas' deadly arsenal. Since people and farm animals make up an important part of 
these creatures’ diet, contracts on Arachasae in turn constitute an important source of Witcher coin. 


An Arachas' only weakness is its soft, sensitive abdomen. Some Arachasae hide this under hollow tree 
stumps, while other, “armored” varieties exist which have grown a thick carapace that covers all the 
more delicate parts of their bodies. These usually protect the lesser Arachasae in their nests, and are 
tougher and larger than their otherwise identical Worker brethren. 


(Jump and) Lashing Forectaws: In close combat an Arachas is brutal and fast, its sharp foreclaws lashing out at 
Incredible speeds, sometimes after it leaps to close the distance. Skilled Witchers can actually parry these strikes and 
‘temporarily stun them. 


Rearing Bite: If both forelegs are raised and its mouth is exposed, the Arachas strikes with such force that no man, ог 
Witcher, alive can hope to stop it. This happens with such speed that the attack may still strike true even if the victim 
knows it's coming. A dodge or roll is the safest option here. 


‘Venomous Bite: Golden Oriole is a must against all Insectoids. Bites from an Arachas are inherently poisonous. 


THE BEST BATTLE TACTICS 


Once provoked, Arachasae of both varieties quickly attempt to close the gap between them and their 
prey, either by skittering across the ground, leaping at their victim, or by spitting a sticky secretion. 
Fortunately, Arachas Workers have minimal defenses to you just wading in with two or three quick 
attacks, and are usually of minimal threat (unless encountered in groups). 


Yrden can slow Arachasae down just enough that melee combat is made simpler, Aard also causes the 
Creature to drop for a second, allowing some follow-up strikes. Good bolts for a crossbow can be of 
great help against Arachasae, particularly when they open their mouths wide. 


The armored variety of Arachasae can resist sword strikes even more than the other species. The 
carapace surrounding their abdomens are particularly problematic. Fortunately, all of the beast's attacks 
can be parried or countered, even if you're being attacked from the sides. Simply beware that their 
attacks are poisonous (so swigging down decoctions can quickly cause your toxicity levels to spike) 
Quicken your slaughter of any Arachas by employing weapons with armor-piercing capabilities. 


ENEMY ATTACKS 2 


Loot Endrega chitin plates, Endrega heart Giyphs, Endrega. 


‘embryo, Mutagens, Venom extract, Chitin scale. 
‘Sub-Species or Named Variants: Venomous Arachas. Harris 


Environments: Venomous Arachasae, ike other members ot 
the species, favor caves or forests 


Specific Encounter (Arachas, Venomous Агасбав}: Hernits 
Cave, southwest of Harvien, on the iste of Faroe (Skotige) 


Specific Encounter (Налаз: Contract: Missing Brother (see 
page 509). 


hough all Arochasae are highly venomous, this breed 
produces an especially rong toxin. 


VULNERABLE AGAINST 


МГП 


The named Arachasae (known as Harrasi), 
is a toughened variant of the usual 
Venomous Arachasae you encounter. 


Venomous Arachasae produce colossal 
amounts of this toxin and deploy it during 
combat in many ways. Before striking, a 
venomous Arachas will cover its pincers 
and teeth with a thick coating of this 
deadly liquid, It will then squirt the venom 
at its to its opponent to weaken it, and 
once locked in direct combat, will continue 
spraying the noxious ooze all around itself, 
meaning every breath brings its victim 
closer to death. 


ENEMY ATTACKS (ARACHNOMORPHS) 


Arachnomorphs rely primarily on their speed and their superior numbers when encountered in a group. 
 Arachnomorphs are almost impossible to catch up to. They usually attempt to surround you, and as soon - 
as one Arachnomorph manages to entangle you with its web attack, the others quickly move in to cause 
you harm as you struggle. 


Ranged Web 5рйе (Ranged): Projectiles of disgusting, sticky web are spat from the central maw, and can entangle you, causing 
you to become temporarily immobilized. React with some swift dodging or rolling to prevent becoming incapacitated. While entangled, 
‘enemy attacks can stil be parred: just hold down the рату button while caught n the web. 


Bite and Pounce (Melee): Swift knocks with their front legs, or quick darting bites and butting are normally inflicted when 
you're entangled, or when this foe is out of your viewing range (if you're surrounded, expect these attacks from behind). Parry or 
dodge and rol to avoid these. 


Arachnomorphs, as disant, peat Conjunction cousins 
of common spider, strongly prefer dem derk caver 
ad unfeueoned ход swaps. 


Retreat: An Arachnomorph can move more quickly than you and uses this to aggravate you into charging after it as it dashes 
backward, allowing others in the group to aim their sticky webs at you. Be patient and less aggressive so you don't fall for this 
rick more than once! 


THE BEST BATTLE TACTICS (ARACHNOMORPHS) 


When facing down these overgrown spiders, three types of attack should be at the forefront of your 
aggressive tendencies: Yrden, freezing attacks, and buming. An Arachnomorph affected by Yrden will be 
Dee abesse auae, | completely paralyzed, and applying freezing (via imbued weapons or bombs like Northern Wind) or buming 
Co amens seen h mares м.а tq | (Vi Igni, bombs, or items) to a spider will slow or stop it long enough for you to reach it. Additionally, an 
1 Arachnomorph that has taken damage will be stunned long enough for you to continue attacking it. 


‘Loot: Monster Blood; Monster Hai; Monster heart; Venom 
extract Chitnous shell; Losser Green Mutagen, Lesser Blue 
Mutagen: Losser Glyph (Colossi only 


Sub-Species or Named Variants: Arachnomorph, 
Arachnomorph Colossi 


Specific Encounter (vachnomorphs and Coloss; Bloodrott Arachnomorphs will attempt to surround you, always keep their distance unless they are attacking, and 
mark cave southeast of Hunters Cottage in Gutes 

аге quick enough to keep out of your attack range when being chased. Use signs (Aard, Axil, or lgni)-or 
VULNERABLE AGAINST bombs (that freeze or burn) to stun or stop the Arachnomorphs and allow them to be attacked, Once an 


Arachnomorph is attacked, press home the advantage; continue attacking it as foe is stunned. During 
this time other Arachnomorphs will continue to surround and attempt to entangle you. 
ENEMY ATTACKS (ARACHNOMORPH COLOSSI) 


‘Accompanied by regular sized Arachnomorphs, larger colonies of these creatures are ruled by an immense Colossi variant. Its lunging attack can cover large 
distances, it isn't as easily stunned, has a large vitality pool and increased damage. It is also much more aggressive; almost eager to scuttle ‘and attack you! 
In addition to attacks that a regular Arachnomorph can attempt, a Colossi has the following: 


Lunge (Ranged): An impressive lunge from mid-distance, usually attempted by this foe when you're entangled. It hits hard, and should be parried. 
Quick Combo (Melee): Many swift biting or mauling attacks in a row at close range, which can knock you down. Parry these or dodge them. 
THE BEST BATTLE TACTICS (ARACHNOMORPH COLOSSI) 


E 
E 
i 


After taking care of the smaller Arachnomorphs, you should focus on stunning then damaging the colossi. Focus on stunning this gigantic foe with Ad or igni when 
you're close enough. Slow it down with Yrden beforehand. The stun won't last as long on this large specimen, so step in quickly, deal as much damage as you can 
before it counterattacks and skiters away. Forcing the Arachnomorph against а wall helps keep it lose enough to more easily stun, then attack tho monster, Always be 
ready to dodge out of the way of its lunging attack then quickly dart in to inflict some damage yourself before the Arachnomorph runs away again. It shall soon yield! 


(Jump to) Lashing Foreclaws: In close combat an Arachas Webbed Spittie; The Arachas, when it spots you from a 
is brutal and fast, з sharp forectaws lashing out at incredible distance, may unravel a large stringy ball of webbed spittie 


speeds (sometimes after a jumping charge to close the that coats you, and drags you to its mouth maw. A dodge or 

distance), Skilled Wichers can actualy рату these strkesand той prevents this. 

ш аа Poisonous Spittle: The Arachas can gob а large horizontal A ise 

Roaring Bite: f both forelegs are raised and its mouth is fundus wie, tis o fl конон бгаа PERE 

exposed, the Arachas strikes with such force that no man, prepared to react to venom, hough it can be rolled under! Poisonous Bite and Clouds: Bis from an Arachas 
ıo Witcher, айе can hope to stop it This happens with such you're quick enough. are inherently poisonous, but the additonal poisonous 
speed that the attack may stl strike true even ifthe victim clouds and sprays make these variants very dangerous to 
Knows its coming. А dodge or roll is the safest opton here. the unprepared. 


Venomous Arachasae usually have additional drones to help guard it, usually Arachasae but sometimes Endrega. 
THE BEST BATTLE TACTICS 


Like other members of this species, venomous Arachasae use prehensile feelers to grab and immobilize their prey. When attempting to fight such a creature a 
Witcher should drink Golden Oriole, which will reduce his body's vulnerability to poison, and then attack from a safe distance with crossbow or bombs before 
dealing the finishing blows with a silver sword enhanced with a coating of insectoid oil 


The poison a venomous Arachas secretes during combat is so toxic, simply breathing the fumes around it is enough to kill the average man and threaten the life 
of a Witcher. Therefore, fighting this variety of Arachasae up close requires Golden Oriole. 4 


Venomous Arachasae are best engaged from afar, leveraging bombs and the highest quality crossbow bolts to weaken the threat. Engage with a silver sword 
only when the gas sac on the back of the Arachas is emptied to avoid a spray of poison. They're also fond of spitting venom at distant targets. Otherwise, 
employ the same techniques utilized during Arachas and Armored Arachas combat, with Yrden to slow the beast down, and Igni to set it ablaze, which can 
cause it to struggle temporarily. Quicken your slaughter of any Arachas by employing weapons with armor-piercing capabilities. 
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| stance of potenti food sources 


ENEMY ATTACKS 


Drones are easy to identify thanks to their distinctive, cone-shaped abdomens. UnlikeotherEndregas, — 
they can attack from a distance, sending out volleys of poisoned quills. As with all of their kind, bleeding 
has no effect on them and insectoid oil does them great harm. 


Poisoned Quilts Volley (Ranged): A launch of poisoned dart-like quills that can damage as well as raise your toxicity to unsafe 
levels. Quen or dodging, or closing the gap so Drones are forced to attempt melee attacks, is the best course of action 


(Jump and) Lashing Pincers: Sharp mandibles lash out at incredible speeds, sometimes after it leaps to close the distance. 
Skilled Witchers can actually parry these strikes and temporarily stun them. 


Endroga males (called tones?) are glatooous creatures ‘Rearing Bite: A dodge or roll is the safest option when an Endrega rises up and quickly launches forward with a pincer or bung 
hoe only айт in life isto eo, fight and f. ‘maneuver 


Yer when venturing outside their nese, these aggressive 
(ics Sandee re reste Immunity to Bleeding: This creature ignores any additional bleeding damage your attacks may usually inflict. 
THE BEST BATTLE TACTICS 


"i РЕ 
Loot Endrega heart, Endrega chin plates, Venom extract. Endrega drones can shoot poisoned quills at distant targets from their abdomens, or attack with their 
Quin scale pincers. Golden Oriole can neutralize the poison and prevent aggravated damage from the wounds. 

$ub-Spocies or Named Variants: Endrega Drone Drones are extremely aggressive and territorial. Once they get close, they try to stay close. И multiple 


CREDE drones are present, Northern Wind bombs can halt one or two of the beasts, giving you a moment to 
structures across Velen and Sualige Ness си te Kura n | regain control of the situation. Yrden is also useful at containing drones, 
secluded forested thin reasonable 
1 Endrega do not bleed as profusely as men and Witchers do. It takes several good swings to crack their 


ral an 
Spe Ert rone Hernits Cae олмеш аны, | "910721 armor 


on the не of Faroe еде). wth a Venomous Ancfas. 
VULNERABLE AGAINST 


ENEMY ATTACKS 


An Endrega Warrior's main weapon is its long tail, which is tipped with а club-like growth and spiked 
with venomous quills. Powerful abdominal muscles allow it to swing this tail with enough force to kill 
most lesser opponents in one blow. Endrega Warriors also use their mass and strength as a weapon by 
charging their opponents in an attempt to knock them over. As invertebrates with sectioned carapaces, 
Endrega Warriors do not bleed profusely, yet recoll in great pain when hit with a blade coated in 
insectoid oil. 


- — Tall Lash: The Endrega Warrior spins around, whipping s tal into you; unless you quickly dodge or parry you face heavy 
When confronting more dangeron foes, Exdrege damage and a chance to be poisoned. 
n (Charge and) Lashing Pincers: Sharp mandibles lash out at incredible speeds, sometimes after it leaps to close the distance 
‘scp Инн ti dd Skilled Witchers can actually рату these strkes and temporaniy stun them. 
etr ample срропилиу to do so while defending the 
олу) borders or cepguering new territory. Rearing Pincer Snap or Bite: A dodge or rol s the safest option when an Endrega rises up and quickly launches forward with 
ҮЛ, ЛЕРНИ ıa pincer or biting maneuver. 


poke Dri Dira Clin pios, eda acit Immunity to Bleeding: This creature ignores any additional bleeding damage your attacks may usually inflict 


 Sub-Species of Named Variants: Endrega Warrior THE BEST BATTLE TACTICS 


Environments: Found in or around caves or abandoned 
‘structures across Velen and Skelie. Nests can be found in The tail can counter a Witcher's swordplay with ease, and Warriors are known to advance on an enemy 


Warriors are as vicious as Endrega Drones, with the added danger in the form of their poison barbed tall 
саз d geen tee са within oU | with the tal first As with other Endrega, the Warrior strain can strike quickly with its jaws and forelegs. 
It can also charge headlong into the enemy in an attempt to knock them off balance. Slow them down 


SHE Mattis uo Me оі considerably using Yrden, then drop Northern Wind bombs or follow up with oil-coated swordplay. 


Trotheim, in Skelige. 


VULNERABLE AGAINST 


Workers are the most frequently encountered caste of 
Кобда, Within the colony their duty lies in bailing 
masas and cocoons, acquiring food and caring for eggs 
and lo When threatened they summon Warriors 
ю aid беп, yer if forced по defend themselves беу 
willed do so yurpesingly well 


Loot Endrega embryo, Endrega heart, Venom extract, Chitin scale 
‘Sub-Species or Named Variants: Endrega Worker 


Environments Found in oF around caves or abandoned 
0 оплат across Velen and з Nests con be found in 
Î caves or secluded forested regions, typically within reasonable 
| stance of potential food sources. 
Specific Encounter (Workers): Two nests can be found in 
heo wooded Monster Nests northeast of Ursten (Novigrad) 


VULNERABLE AGAINST 


WOOO 


(Gee барай» are аточ ista cese ch 
m fe fund in many plus io бе world but axe parcus 
conan ю бе nds (or пулт viel under dhe ln) 
qf Tout. There hey fen dwell in coe iy with 
Shosbnoan; Gant (ehe- fend ca the naf es 
which eat Shüelour ding А rae vanity of Grant Centipede 
uel in negra hs nd owes iy name in ura, 
pak эб атту 


Loot: Chitinous shel, Monster blood, Monster tooth, Monster. 
heart, Giant Centipede discharge, Giant Centipede mandible, | 
[| mutagen. Monster carapace 


| Sub-Species or Named Variants: Gant Centipede, Pale Widow 


Î | Environments: Vineyards, wooded areas, and underground 
‘cavern complexes throughout Toussaint. 


‘Specific Encounter (Giant Centipedes}: Monster nests just 
southwest of Astre Caste Ruins (west Toussaint). 


‘Specific Encounter (Pale Widows): Secondary Quest: Tum to 
Face the Strange (ste page 478). 


THE BEST BATTLE TACTICS 


ENEMY ATTACKS 


Endrega Workers are most often found traveling in groups of half-dozen or more members. They move 
slowly, yet when attacking, they are capable of covering the distance to their victim in the blink of an 


eye. Like all of their kind, Endrega Workers are highly venomous. Their usual tactic is to surround their 
‘enemy and attack him from several sides at once. Like all insectoids they do not suffer particularly from 


bleeding, yet are caused great harm by insectoid ой. 


Acid Spew From a distance of several paces, a stream of revolting acidic bile is forced at the target, which is damaging and 


poisonous. A dodge or roll avoids this spittle. 


(Charge and) Lashing Pincers: Sharp mandibles lash out at incredible speeds, sometimes after it leaps to close the distarkce. 
Skilled Witchers can actually parry these strikes and temporarily stun them. 


Rearing Pincer Snap or Bite (Poison): А dodge or гой is the safest option when an Endrega rises up and quickly launches 


forward with a pincer or biting maneuver. Any biting is toxic. 


THE BEST BATTLE TACTICS 


Immunity to Bleeding: This creature ignores any additional bleeding damage your attacks may usually inflict. 


The pincers and forearms of a Worker are venomous, but they can be parried to open the Worker up to 
further attacks. Workers can be surprisingly troublesome to inexperienced Witchers, thanks to the speed 
with which they can use their claws. Sidestep their initial attacks to bring their flanks within reach. Slow 
them with Yrden, or attempt Aard or Igni to stun and damage them and fend off groups at a time. 


You may also find yourself close to an Endrega hive, with numerous egg sacks to destroy. Aard or Igni 


are your best methods here. 


ENEMY ATTACKS 


BAW 


Giant Centipedes: These are dynamic and fast enemies, commonly occurring throughout the Duchy of 
Toussaint. Hard, chitinous armor covers nearly the entire body of a Giant Centipede, Sticking out from 
under this carapace are rows of hooked limbs, Giant Centipedes are able to bury into the ground with 
shocking speed, only to then appear back on the surface in another place. Once they select a target, 
they will circle it determinedly, trying to get close enough to deliver a blow. They attack primarily with 
their powerful mandibles, but they also possess glands allowing them to spew acid. 


Pale Widows: Some scholars raise Pale Widow Giant Centipedes in laboratory conditions for the 


properties of their albumen, which makes an excellent base for the brewing of mutagenic potions. In 
all respects, they offer a similar, but slightly more challenging fight, as they are a little tougher than the 


more common Giant Centipede. 


‘Sweep Attack (Melee): A wide arc slash with whole body; 
рату or dodge this, and expect to be staggered. 


Mandible Attack (Melee): A basic biting attack performed 
directly at an opponent. Expect to be wounded and poisoned 
it struck by this. Parry or dodge to prevent it. 


Burrowing and Emerging: Aer submerging, ће Centipede 
‘emerges directly under you, dealing damage with a possible. 
knockdown. Watch for the mound of dirt that precedes its 
‘emergence and stun it with Yrden when it appears. Aside from 
burrowing and emerging in different positions, this foe is stationary. 


Toxic Spit (Ranged): At medium or far range, the Centipede 
spits tonic fuid at you, poisoning you and and dealing small 
amount of damage. fit misses, the toxin leaves а small 
poisonous coud that disappears after a short time. Step into 
it and your city level rises. 


Leaping Attack (Ranged): At medium range, this monster 
jumps from it's current position toward you, before hiding 
underground at your position, ready to emerge. 


Defensive Posture: Try attacking its back, and it paries 
every physical sword attack due to its hardened armor, If 
struck two or more times, it coils up. After some time, it 
performs its unrolling attack. 


Unrolling Attack (Counterattack): I you strike this foe ater 
it has emerged and while it is in a coiled defensive position, 
it quickly unrolls with a wide arcing slash that deals damage 
‘and knocks you down. So don't attack it when you see it 
rolled up, 


Resistances: This foe is resistant to poison and to physical 
attacks aimed at is back. 


Planning the slaying of these oversized worms takes patience, considering their ability to burrow and their toxic nature. The best tactic is to set up Yrden in 
the place where the Centipede is going to emerge from. When it bursts from the earth (usually where you were standing), it becomes paralyzed for a few 
‘seconds (within your Yrden spell), allowing you to inflict damage. 


Italso submerges after being struck by Igni, Aard, or Axil, allowing you to coax it into a burrowing maneuver, before setting an Yrden trap under your feet, 


before it emerges. You can also employ а more standard attack pattern of hitting the Centipede until it rolls up, before avoiding the counterattack, but it is 
hard and takes a long time, and the beast's counterattack has a wide and long attack range. 
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Josh c НАСЧЫ Ма 
Kikimore Warnors defend hest ness from trespassers 
They опо somewhat slower than Kikimore Worker 
They are able to spew streams of caustic venom û great 

distance and кор to anoct 


Loot Сию shell, Kikimore discharge, Monster carapace, 
‘Monster heart, Monster pincer, Green mutagens 


‘Sub-Species or Named Variants: Kikimore Warrior 
Environments: Warriors are only found in swamps or cave 
systems that support multiple Workers, which they contro 
‘Specific Encounter (Workers and Wantors] The Monster Den. 
‘south of Dun Tynne Caste, and southwest of Dun Tynne His. 


VULNERABLE AGAINST 


A single Kikimore Worker can be amily fed by even a 

child. Iis rure indeed, however, ю come across an dc 

individoal for Kikimore Workers иям! move in groups of 

û fev to a бое or so members The only defense against 

om of Kikimores available to а normal person is ю 
flee And not even that is guaranteed 


‘Loot: Kikimore discharge, Monster carapace, Monster heart, 
Monster pincer, Green mutagens. 


‘Sub-Species or Named Varlants: Kikimore Worker. 


Environments: Workers can be found either in caves or 
‘occasionally infesting swamps and vineyards across Toussaint. 
Nests are also encountered, but very rarely, along with three or. 
more of these scutting creatures. Larger groups are controlled 
by Kilómore Warriors. 


Specific Encounter (Workers and Nest): The Vineyard 
Infestation south of Dun Tynne Caste. 


VULNERABLE AGAINST 


ENEMY ATTACKS 


They are covered with thick, hard armor which easily deflects blows from even the sharpest sword. Kikimore. 
Warriors are protected by swarms of Workers which obey their orders until they are themselves eradicated. 


Attacking Movement and Defenses: Warriors are slower than their smaller Worker brethren, but have a high armor and vitality. 
They are herd creatures, and should be tackled in the same way as Endregas. They can sidestep, but mostly head straight for you 
and engage you with melee strikes. If you strike one a few times, it starts to attack with ferocity that usually forces you to retreat. 


Jump and Melee Mandible Strike: Expect quick pincer attacks from the front mandibles of a Kikimore Warrior: This damages. 
you (sometimes significantly compared to a Worker's pincers), and usually poisons you. Sometimes the Warrior leaps at you. 
before extending pincers. Parry or dodge to avoid being struck (timing your counter or dodge just as the creature begins to jt 
forward), and back away from any residual poison. 

‘Acid Vomit: An unpleasant frontal secretion coats you in poisonous bile, which increases your toxicity, and should be dodged or 
rolled away from. 


Push Back (Counterattack): If struck multiple times, expect a Warrior to push you back with front pincers, countering your. 
subsequent sword attacks, and allowing others in the group an easier time when striking you. Nimble stepping in and out of. 
combat negates this. 


Resistances: They are completely immune to the effects of the Axi Sign, 
THE BEST BATTLE TACTICS 


When grouped with Workers, the smaller specimens tend to crowd and prevent you from attacking the 
Warriors, as well as attempting their burrowing tactics, Clear a path and slay the Warriors to prevent the 
Workers’ more potent burrowing tactics from occurring. The strategies you used to slay Endrega come 
into play here. Obviously, crippling the Workers’ main burrowing attack by slaughtering any Warriors first, 
using Igni and armor-piercing weaponry to get the job done. They are vulnerable to fire (from Igni as well 
as weapons, bombs, or bolts), as well as oils and bombs that harm all insectoids. 


ENEMY ATTACKS ЧТ 


Kikimores form colonies, making them similar to communal insects such as ants. Kikimore Workers take | 
care of hunting food and bringing it back to the nest, while Kikimore Warriors defend the nest against 
attackers. Kikimore Workers listen to orders given by Kikimore Warriors. Eliminate the Warrior guiding а 
‘swarm, however, and the Workers will disperse and cease digging. Kikimore Workers are nimbler and 
quicker than Warriors, but far less hardy and vicious in battle. 


Burrow and Jump Attack: When grouped with a Kikimore Warrior, the Workers constantly burrow under the terrain, impervious 
to Signs, and move toward you in a straight line before emerging with a jumping attack. Then they burrow again. Kil the Warrior, 
and the Workers do not perform this move, switching to melee attacks only. 


‘Attacking Movement and Defenses: When on the ground, Kikimore Workers move in swarms, can sidestep, but mostly head 
straight for you and engage you with melee strikes If you strike one a few times, it starts to attack with ferocity that usually 
forces you to retreat. 

‘Mandible Strike: Expect quick snipping attacks from the front mandibles of a Kikimore Worker. This damages you (but not as 
Significantly as a Warrior's pincers), and usually poisons you. Parry or dodge to avoid being struck, and back away from any 
residual poison, 

Resistances: They show complete immunity to the Axsi Sign, and when they dig tunnels, they are invulnerable to ай the otter 
Signs as well. Poison also does them no harm. 


THE BEST BATTLE TACTICS 


Quicken your slaughter of either Kikimore variant by employing weapons with armor-piercing 
capabilities. A good method for fighting them is to use the Igni Sign to temporarily immolate and 
immobilize them, as well as oils and bombs meant to damage insectoids. The tactics you used to slay 
Endrega come into play here. Obviously, crippling the Workers’ main burrowing attack by slaughtering 
any Warriors first is a sound tactic. 


NECROPHAGES 


Local legends have painted NecropHages as the dead risen, cursing and hungering for the living, but this is far from the truth. Though it is correct that where war, 
death, and pestilence go, NecropHages inevitably follow. Defined by an insatiable lust for flesh (living or dead), the various species of NecropHage have seen a 
population explosion as wars have ravaged the Continent. 


Ghouls soem o passes wies enough o at least know 
a brighter mind when they sense one, so let Alghoals 
lead their packs When encountering such a group, the 
Alghoul should be eliminated ax afit priori 
Loot: Alghoul bone marrow, Aghoul claw, Rotten meat 
‘Sub-Species or Named Variants: Alghoul, Cemetaur 


Environments: Batleields and any location where a large 
number of corpses can be found in shallow graves or left 
ut to rot 


Specific Encounter: The Calveit Watchtower, on the river 
delta just southeast of Ferry Station, in Velen (with Ghouls). 


VULNERABLE AGAINST 


THE BEST BATTLE TACTICS 


44 


ENEMY ATTACKS 


Alghouls differ from normal Ghouls in size, strength, coloring and, most importantly, intelligence. 
Whereas Ghouls and Graveirs are primitive creatures unfit to plan even the simplest ambush, Alghouls. 
and their kindred (such as Cemetaurs) are capable of forethought, and are thus much more dangerous. 


‘Leaping Claw (Ranged): Alghouls can leap at you from. Back Spines: When enraged, an Alghoul grows spines on its 
quite а distance. Be ready to dodge this attack, or have Quen dag This makes attacking it a very dangerous proposition, 
refreshed to absorb the hit. Parryng itis possible though as the spines are harmful i you use melee attacks. Axi can 
you're sometimes staggered force the spines on an Alghou to retract, with the added - 


ашкан ton elfe am odi benefit of temporarily stunning the creature, 

‘an Alghou! tries to wound you. Parry these from any angle ‘Alghoul Scream: An Alghoul can emit a piercing scream to 
if you're close enough, or else dodge around and step in at stun nearby victims, as well as send nearby Ghouls into a 
the flank or rear while the Alghoul recovers from swiping the raging frenzy. The shockwave is easily seen, and should be 
daw, and attack back. retreated from. 


Frenzy: Like а normal Ghoul, an injured Aighoul can fall into Leaders of the Pack: Alghouls can be found in command of 
a frenzy and attack with blind fury. An experienced Witcher habe level packs of Ghouls. 

Knows to get out of its way on such occasions and strike from 
behind, while for an inexperienced Witcher, such a turn of 
‘events often marks the end of his Path. 


A Glowing Alghoul (Regeneration): If you're seeing an 
 Alghoul glowing a red color, it is regenerating. Focusing 

on the slaying of individual pack members one at a time 
ensures you can concentrate all your magic and swordplay 
on a single creature, rather than letting multiple foes heal 
time and time адай. 


Drawn Power at Dusk: Fight Alghouls during the twilight 
ог nighttime hours, and expect them to be slightly 
tougher combatants. 


| During combat, Alghouls try risky maneuvers aimed at knocking their opponents to the ground so the others can finish the job by tearing them to shreds. 
Aighouls are smarter and more powerful than Ghouls, making them the greatest threat in a Ghoul pack. An otherwise coordinated pack becomes less so 
once the Alghoul has been dealt with. Focus your fury on an Alghoul first. 
While Ghouls are great to practice countering with, Alghouls are much more of a problem due to their strength, larger vitality, and defensive spines and 
screaming. Sometimes in the heat of battle, successfully employing Axil is difficult (so target the Alghoul first, and use strong attacks to inflict greater 
damage while the Alghoul is stunned for a couple of seconds). Aard and Igni are other options, pushing some of the pack members on their back and 


clearing a path to the Alghoul. 


A more subtle combat plan is also available to those not wishing to face an entire pack at once. Edge slowly into an Alghoul territory until one. of the pack 
sees you. Back up, cast Axil, and kill it (bombs or crossbow bolts work as well as Signs and swordplay). Then repeat the process. This only works if you're 
patient, and haven't charged into the middle of an Alghoul territory. 


737 


738 


А Drowner resembles a corpse dredged from the 
‘bottom of a pond. Iis sickly Blue or green in o 
with slime and sludge oozing out of every pare and the 
acrid stench of rot wafting off it Bat shoir scaly kin, 
gills and dorsal fins suggest Drowner are an entirely 
foreign speci. 


Loot: Drowner brain, Drowned Dead tongue, Water essence 


'Sub-Species or Named Variants: Drowner, Drowned Dead. 
Mucknixers Vodnicks, Muire D'Yaeblen 


Environments: Coastal shores or river banks, where the 
‘bloated remains of the battle-torn corpse have been en 
to rot. Drowmers that congregate in targe enough numbers 
crate nests near sources of water and foo. 


| Specific Encounter The Guarded Treasure southwest ol Kaer 
TToldo Harbor, on the westem coast of Ard кей (Skate). 


Specific Encounter (Nest: Th hidden treasure on the tiny 
island northeast of Olena's Grove, in Velen. 


VULNERABLE AGAINST 


BANOO 


These сте have p arms and cows Йе 


erika koh, ye whar makes бот ry ah iv 
бон w dee булдан onder 


Loot: Foglet teeth Foglet mutagens, Fifth essence 
‘ul Species or Named Variant осе Tangalore, Ignis Fats 
Environments: Battlefields or any location where a large. 
number of corpses can be Iound, as well as swamp-ike 


locations, and low ground where fog can occur both 
naturally, and unnaturally. 


£ pecific Encounter: The moorland near the murdered 
Caravaneers, southeast of Devi's Pit (Velen). 


‘Specific Encounter (lgnius Fatuus}: Contract: Swamp Thing 
isee page 516) 


VULNERABLE AGAINST 


ENEMY ATTACKS 


Drowners, Mucknixers, Vodniks, and drowned 
dead all live in putrid, rotting filth, and so have 
developed a high resistance to poison, 


Leaping Swipe (Ranged): The usual attacking plan tor 

а Drowner involves leaping in your general direction and 
‘swiping with their disgusting claws. It is simplicity itself to 
step out of the way with a quick dodge, before attacking 
While the Drowner recovers. This “dance” is one of de most 
proficient ways to cut down a group of Drowners quickly and 
effectively 

Claw Swipe (Melee): ! you're going toe-to-webbed toe 
With a Drowner, they tend to flail with claw attacks when 
you're dose to one. It's usually better to back up, or have one 
buming and helpless for а few seconds before being this 
dose. Or, parry the claws (from any angle), watching for the 
possibility of being staggered. 


Scream of Anguish: Drowners react to the deaths of their 
fellows by screaming in pan This show of mourning leaves 
them defenseless for several seconds. 


Resistances: Drowners are resistant to poisoned attacks 
гот bombs and blades that you may possess, Though 
‘humanoid in form, they are primitive creatures no more 
intelligent than carp or pike. That is why spells affecting the 
‘mind, the Adî Sign included, are ineffective against them. 


ENEMY ATTACKS 


Foglets may appear wherever thick fog can arise: 
Swamplands, mountain passes or the shores of 
rivers and lakes. If no fog is forthcoming, they 
create or summon it themselves. Quickly thickening 
air undisturbed by the wind infallibly signals a 
Foglet is present—and preparing an attack. 


‘The Fog: Rapidly thickening fog tends to be a sign that 
Foglets are close. Prepare Quen f the fog is accompanied by 
‘snarling. i's possible to visually follow а ое! as he moves 
within the fog; simply look for this mist congealing indifferent 
areas to prepare for a Foglef's appearance. Foglets can also 
disappear at wil, o rack hem from their last location using 
the appearing mist as evidence. 


Dopplegangers: Foglets create ethereal ilusions of 
themselves that can cause physical harm, while the real 

Foglet stalks the area. Damaging the опе disrupts them, 
‘and can reveal the Foglet's location. 


Raking Claws: One, мо, or three clawing attacks as the 
Foglet pushes forwards. Blocking while moving allows you 
to ready yourself for a рату or counter, and Quen means any 
‘Surprise attacks are negated (indeed, the Foglet is staggered 
for a moment, allowing you to press home the advantage 
with swordplay or Moon Dust bombs). 


THE BEST BATTLE TACTICS 


Drowners are particularly vulnerable to magic 
drawn from the element of fire, including the Igni 
‘Sign. Drowners are quite weak to Igni, susceptible 
to being lit aflame and stunned while they screech 
in agony. When attacked by multiple Drowners, it's. 
possible to catch the pack in an Yrden trap, then 
blast the Drowners with Igni, 


Drowners are predominantly pack creatures by 
nature, usually in groups of three or greater. You 
know they have spotted you if they occasionally 
burrow into the ground. This is a sure warning 
‘Sign that they're preparing to ambush if you 
encroach farther on their territory. 


You can counterattack the claw swipes from а 
Drowner, causing a bit of extra damage to them. 
However, this can be quite difficull when multiple 
Drowners are attacking. They can interrupt your 
counterattacks with their own attacks. Drowners 
try to leap at a Witcher from beneath the ground. 
Watch for disturbances at your feet, and roll or 
dodge to safety. The usual tactic of applying 
Quen so the first time an enemy strikes you it is 
absorbed is a great plan; then sidestep (dodge) 
from the Drowner's leaping claw attack and step 
back in with a sword swipe, or gni. 


Drowners are the most frequent entity you'll 

fight underwater, though the options here аге 
somewhat limited. If you cannot retreat to the 
land where you have a full complement of bombs, 
swords, and Signs to utilize, and must remain 
underwater, utilize the crossbow, Mix automatic 
‘and manual crossbow attacks to whittle down the 
Vitality of these aquatic atrocities. 


THE BEST BATTLE TACTICS 


When fighting Foglets, remain calm and keep your 
wits about you no matter what. Since Foglets can 
take on immaterial form, a slight shimmer of air 
or a rustle in the grass might be the only clue you 
have to their location. Casting the Aard Sign at 
these beings causes them to become tangible, 
giving purchase to blades and other weapons. 


While Foglets can disappear, watching for moving 
patches of fog or grass swaying in a path leading 
directly to their victims is one way to identify their 
location. It is possible to counterattack a Foglet 
as they materialize to attack, а good way to begin 
your offense. 


Yrden is particularly useful for buying you time 

to react to a Foglet ambush, slowing down the 
monsters and disabling their invisibility, Moon 

Dust bombs can keep Foglets from turning | 
invisible and disrupt their illusions. Aard can 

knock both an ethereal and fully-formed Foglet 

оп its back, ready to be skewered. Axil is another 

great choice, as you can (if you have the Stamina) 
befuddle a Foglet, jump in and attack it, then jump 
back and flummox it with Axil again. 


* 
Ghouls on driven by one thing and o thing only an 
insatiable appetite for human flesh Beware of them near 
nest, where four or more Ghouls may бе cee 


Loot: Ghoul blood, Venom extract 


Sub-Species or Named Variants: Ghoul, Gravel 


Environments: Battltields or any location where а large 
number of corpses can be found in shallow graves or left 
‘ut toro 


Specific Encounter: The Ferry Station signpost in Velen. 


VULNERABLE AGAINST 


п EIE 


i 
Aged, deformed women who lier near graveyards 
and barefields, Grove Hays feed on human corpses, 
ahurpiny the ronen marrow using long prehensile 
tongues If ой possible, fight бет during the doy At 
‘aight, they grow bolder and stronger 


‘Loot: Grave Hag ear, Hag teeth, Venom extract, Runestones, 
Grave Hag mutagen 


Sub-Species or Named Variants: Grave Hag. Mourtart 


Environments: Batlefields, graveyards, or any location 
where corpses can be found in shallow graves, or rotting 
on inthe open 


Specific Encounter: The Hidden Treasure by the burned hut on 
the peninsula, south of Соку (Velen), 


Specific Encounter (Mourntart}: Contract: The Merry Widow 
(see page 508). 


VULNERABLE AGAINST 


eMXSLI 


ENEMY ATTACKS 


їп a one-on-one fight with a trained Witcher, a Ghoul poses little threat, but one must remember that 
wounded individuals can erupt in a mad frenzy. 


Leaping Claw (Ranged): Ghouls can leap at you from quite 
a distance. Be ready to dodge this attack, or have Quen 
refreshed to absorb the hit 


Clawing (Melee): A raking claw from either arm is usually 
the way a Ghoul tries to wound you. Parry these from any 
‘angle if you're clase enough, or else dodge around and step. 
in at the flank or rear while the Ghoul recovers from swiping 
the claw, and attack back. 


expected, or dodging and slicing at the creature from the. 
‘Side, or stopping it with your preferred magic. Don't expect 
the Ghoul to retreat during this time. 


A Glowing Ghoul (Regeneration); f you're seeing а Ghoul 
glowing a red color, itis regenerating. Focusing on the 
slaying of individual pack members one at a time ensurés 
you can concentrate all your magic and swordplay on а 
single creature, rather than letting multiple foes heal time 
and time again. 


Frenzy: A wounded Ghoul sometimes tums and begins 

a series of viciously grotesque attacks (which can stun 

you), in a frenzy almost suicidal in nature. Listen for Ghouls 
shuddering and snarling in place after an injury. This is a sign 
that they are enraged. They aggressively leap at their victims, 
sprinting around them to confuse them. Enraged Ghouls also 
regenerate their wounds. Paying these clawing attacks is 


THE BEST BATTLE TACTICS 


Leaders of the Pack: Alghouls can be found in command of 
higher level packs of Ghouls. 


Drawn Power at Dusk: Fight Ghouls during the twilight 
or nighttime hours and expect them to be slightly 
tougher combatants, 


Alone Ghoul is a threat only to careless or unskilled Witchers. While not explicitly vulnerable to Yrden, 
this trap Sign slows Ghouls down for easy dispatching. Ghouls are rarely found alone. Packs of three 
or more often circle around you rapidly, attacking from the flanks while you are occupied by another. 
Setting Yrden down at your feet allows you to better react when the rush inevitably comes. 


Do not attack a Ghoul too aggressively with your sword. They can counterattack through your own 
strikes, trading their blood with yours. A better plan is to strike a couple of times, back away, and 
attempt a more measured takedown. 


ENEMY ATTACKS 


Grave Hags use their tongues in combat to grab or flog their victims. Claws built for-digging up buried 
bodies serve just as well as weapons to rend flesh. Though clumsy in appearance, Grave Hags move and 
attack at great speed—sometimes even a Witcher's reflexes are too slow to avoid their blows. 


‘Tongue Lash: The tongue of a Grave Hag can surprise even veteran Witchers with the speed and range it can lash out. Being 
struck by it can cause temporary bindness, leaving you unable to properly defend yourself. However, a well-timed counterattack. 
‘can sever the tongue. Otherwise, step away from the tongue's range. 


Warty Claw Attacks: Expect fithy claw-ike attacks from both hands when facing a Grave Hag. These come with a variety Of 
step-ins toward you, and are quick, difficult to counter, but can be parried. Or, you can dodge them and step іп yourself with а 
quick bladed attack as she recovers. 


‘Weaknesses: On rare occasions hunger-driven Grave Hags will hunt during the day. They are less dangerous at such times, 
for sunlight weakens them considerably. So, it you know where a Grave Hag makes her lair, meditate until the daytime before. 
advancing on it 


THE BEST BATTLE TACTICS 


Grave Hags are territorial and aggressive when provoked, using their great speed to rapidly close оп 
prey. You should always have Quen active, and Yrden prepared for use, in the event that a Hag is spotted 
before combat begins. This provides the best chance to defend yourself, as you can slow this she-beast 
down and instantly shrug off her first attack. 


While not explicitly vulnerable to Igni, igniting a Grave Hag can give a Witcher a needed respite from their 
assault. Axii and Aard are also helpful in this respect, enabling you to follow up with attacks while the 
Grave Hag is stunned. Black Blood can be effective at stopping a Grave Hag that has gotten the best of 
you in the melee. This is another useful way to push back against her relentless assault. 


The claws of a Grave Hag are sharp, but not enough that skilled swordplay cannot defend against them. 
A well-timed parry can stop a maddened Hag's claws. The follow-up counter-attack can then open the 
Grave Hag up to successive silver sword blows. 


BESTIARY 
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Swamp hints may masquerade as lont old women t 
dure wavelors back to their rickety wetland shacks. In 
truth, only à Мим! man ce drunkard could mistake the 
rank sludge and rotting carrion of а Winer Hag den 
for a cozy cottage. 


‘Loot: Water Hag teeth, Venom extract, Water essence, Ducal 
water, АЫ! 


Sub-Species or Named Variants: Water Hag, Bilge Hag. 
Abaya 


Environments: Battlefields, locations where large numbers 
ol corpses are lent out to rot or in shallow graves, coastal 
marshes and caves. 


‘Specific Encounter: The Guarded Trasure between Arette and 
Honeyfit Moadworks (Gustields Territory) 


Specific Encounter (Abaya): Contract: Mure D'Yaeblen (see 
page 531). 


VULNERABLE AGAINST 


ETATE 


ENEMY ATTACKS 


Their wrinkled, wart-covered bodies stand nearly 
two yards tall, colored a pinkish-green and 
stinking of muck and fish. Bony growths two 
spans long stick out from their backs, with hair 
like a tangle of seaweed and claws that would 
make a Werewolf proud completing the picture. 


Sickle Claw Attacks: Expect fithy claw-tke attacks from 
both hands when facing a Water Hag. These come with а 
variety of step-ins towards you, and are quick, difficult to 
‘counter, but can be parried. Or, you can dodge them and step 
in yourself with a quick bladed attack as she recovers. 


Mud Ball: They are also able to form mud into balls, which 
they toss to temporarily blind opponents. Simply peer through 
the obscured view the best you can, or better yet, dodge the 
ball by watching the Hag lean back and start the throw, and 
react quickly 


Submerged Swim: Though bulky, they are excellent. 
‘swimmers. They can even swim through thick mud with 
astonishing agility, surfacing behind or beside their victims. 
to attack them with their sicke-shaped claws. Deft dodging 
and looking for movement in the water helps avoid these 
‘surprise attacks. 


‘Strength in the Storm: Water Hags are particularly 

active and dangerous during rainstorms, conditions which 
furthermore hinder the use of the gni Sign, usualy the most 
effective weapon against ай moisture-oving creatures. 


Once rarities, but in the present oge of constant 
warfare, Rogfemds buen û col plague 
They feed on сатпоо, ually in groupa, and present 
a danger to lone travelers, especially considering their 

speed which n more than a mach for a horse at 
full gallon, 


uy 


While fighting a Scurver, one cannot afford о 
forget abour thew specu boney spines, raso sharp 
protuberances sticking out from their del When 


а Scuner u pear dom the gasses and enzymes 


gathered within по body cause it к) explode, flinging 
These «pines out ot gt speed, turning them into one 
fest deadly weupe in their arenal 


THE BEST BATTLE TACTICS 


Water Hags can ‘swim’ through mud as swiftly 
as they can through water, and they can use this 
to ambush their prey. Slow the Water Hag down 
with Yrden. A clever Witcher can catch a Hag with 
Yrden just as it bursts from the ground, allowing 
plenty of time to savage it with their silver swords. 


The brutal power of a Water Hag may be familiar. 
to those who have faced a Grave Hag, but 
possibly more threatening is their ability to throw 
balls of mud at the faces of their opponents 

їп order to blind them, and they do this with 
frightening accuracy, Keep your eyes focused on 
a Water Hag attempting this maneuver so you can 
evade it with time to spare. 


Water Hags have been known to work alongside. 
Drowners, making these ancient Hags some of 
the most dangerous monsters. In these situations, 
it may help to carry Dragon's Dream bombs. 
Combining them with a shot of Igni may set the 
Hag and the Drowners on fire 


Northern Wind bombs are another way to contain 
a Water Hag, freezing them and making them. 
more susceptible to physical harm. Otherwise, 
expect a war of attrition when facing this Hag; try 
burning it with Igni so the Hag is incapacitated, 
and strike with strong attacks before backing off 
and trying again. 


Loot (iotfend and Senn Rotfend blood, Greater 
Rotfiend blood, Necrophage hide 


Sub-Specles or Named Variants: Rotfend, Devourer, Scurver 


Environments: Battlefield or any location where a large 
number of corpses сап be found in shallow graves ог left out 
"0 rot. Approaching Rolfiend nest ів particularly dangerous, 
бов o the explosive nature of tho monstors themselves, 


‘Specific Encounter (Rottinds): The Monster nest just north of 
Cooper's Quarry (Velen). 

Specific Encounter (Scurvers): During the exploration of 
Tesham Мила (Toussaint) during Main Quest: La Cage au. 
Fou (see page 323 


VULNERABLE AGAINST 


ENEMY ATTACKS BAW 


ї a certainty that if a Wight finds itself in danger, it immediately spews out an ectoplasmic solution which: 
transforms into Barghests nearly instantaneously. These Barghests obey the Wight and attack anyone the 
Wight deems a foe. if one of them is killed, the Wight tries at once to replace it with another ally. 


Barghest Summoning: At the beginning of combat, а Wight summons up to three Barghests, and tries to keep one guarding 
him at ай times; summoning the Barghest again should you kill it. Therefore, it is worth ignoring the Barghest and concentrating 
ай offensive power on the Wight itself. The unfortunate Spoon Collector does not have this ability. 


Gaunt Claw Attacks: Expect raking claw-like attacks from both hands when facing a Wight. These come with a variety of step= 
ins towards you and are quick and difficult to counter, but can be partied, Or, you can dodge them and step in yourself with û 
quick bladed attack as your foe recovers. Don't be over-confident when striking a Wight, as it usually counters your sword strikes 
after you inflict a couple of hits. 


This species mainly lives o ancient burial «йө, though 
they how been spotted neur more recent cemeteries 


Drunkard's Spittle: Just ike a Water Hag can throw balls of muck, a Wight can launch a disgusting wad of spittle which 
staggers you and causes temporary drunkenness! When you see the Wight move its head in readiness, use Quen or dodge to 
avoid this dirty projectile. 


‘Submerged in the Spoons (Spotted Wight only): When fighting the spoon-collecting Wight, be aware that it has а defensive 
maneuver not unlike a Water Hag's, disappearing into the gigantic ple of spoons strewn throughout ts cellar dwelling before pursuing 
yu from undemeath. When it begins to surface, you can be partially pulled under and immobilized before the Wight appears to inflict a 
Loot: Green mutagens, Monster saliva, Wight ea, Wight nair ‘couple of hits. Dodge away from the clattering spoons indicating where the Wight is, and wait for it to emerge before continuing combat, 


ог wherever mass graves can be found. Wight spend 


the winter months in a state of lethargy very similar to 


human sleep. They liw strictly solitary lives 


Büros e Wow feli MK eee WP Resistances: Wights are resistant to poison and bleeding attacks, but vulnerable to silver. 


| Wight Spoon Collector 
Environments: Caves, dusty and old burial sites, and THE BEST BATTLE TACTICS 
abandoned manor houses. 


The best strategy when fighting them is to attack the Wight first, after temporarily stunning the 

Specie Encoun Rose Н Cave (unmarked, northeast  Barghests guarding it with the Axi Sign. Confusing these spectral hounds allows you to focus all your 

лса UE GREEK QN Mot us attention on the Wight itself. With Quen active and Yrden at your disposal, slow down the foe and sto 

The Warble of a Smitten Knight (see page 443). D, пд A ve yu рова, р 
the first of its attacks from striking you. 


Specific Encounter (Groups): During Main Quest La Cage au 
Fou (see page 323), Use Axii ог Aard to confuse or knock back a Wight, allowing you to follow up while the Wight is 
VULNERABLE AGAINST indisposed. Time your рату well to stop being clawed, and with a Necrophage oil-coated silver blade, 
use swordplay similar to that when attacking а Hag (of the grave or water variety) and the Wight will 
ENEMY ATTACKS z 
Fes P E 
Rotfiends resemble decomposing human bodies. Mid-range Melee Leap (Ranged): To dose the gap, a Grotesque Spike Shower (Scurver only); Similar to 2 E B 
that have been stripped of their skin. Their Rotfiend or Scurver may leap at you and follow this up with. Rotfiends, the Scurver thrashes in agony when its health 
presence is given away by the overwhelming ‘some flailing. It also has a rudimentary dodging ability; в low, collapsing to its knees and exploding upon death, 
‘stench of the rot which gives them their name. jumping back to avoid sword strikes before following up with ‘shooting spikes in ай directions. The attack range for this. 
Devourers are a particularly dangerous kind of another leaping attack As usual, ратуй ог dodging is a good ^ death explosion is much larger (around five meters or 16 $ 
Rotfiend marked by an insatiable appetite for plan, along with Quen to stop the first attack that gets through. feet) than that of a Rotfiend, Use Quen to protect yourself, 
rin gen groups, expect them to try to When a Potfends heath slow, R goes no retreating doesn't usually get you out of range in time, ; 
its death throes, ending in an explosion which damages ‘Strength after Twilight: Rotfiends and Scurvers feed in the. 
Close-range Flaling (Melee): Expect close range swiping, ^ anything close by. ‘twilight hours and at night, when they become much more 
‘melee attacks using both arms as the Rotfiend or Scurver dafigerous than during the day. 25 
advances, Parrying or dodging these moves stops you from 
being hit 


THE BEST BATTLE TACTICS 


Much like Ghouls and Alghouls, Rotfiends and Scurvers roam in packs. They are fast enough to run down horse riders, so be wary when traveling near known 
Rotfiend haunts. 


The gasses building up within a Rotfiend's body are highly unstable and become even less stable as combat with them wears on. When a Rotfiend begins to. 
spasm uncontrollably in place, it could be a sign that they're about to explode. It is not safe to stand near these creatures, nor is it wise to try slaying them with 
a silver sword in this state. They will more than likely explode, possibly ending a witless Witcher's career. 


Igni can trigger Rotfiend explosions more quickly. This can be a useful attribute to exploit when confronted by multiple Rotfiends or Scurvers, Aard is another 
excellent choice, as it causes the knockdown of thís enemy, so you can quickly skewer it without worrying about an explosion. Because of the dangerous 

nature of a Rotfiend's explosion, using Quen to protect yourself becomes an excellent idea, more so than under normal circumstances. Retreat from a thrashing | 
Rotfiend prior to it bursting, for obvious reasons. 


Remaining at distance is a great way to prevent yourself from being hit by one of these exploding atrocities. Any bombs or crossbow bolts help here. And don't 
forget the Necrophage oil! 
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OGROIDS 
Ranging from massive Cyclopses and Giants to the deceptive Nekker, the ogroid family of monster is surprisingly diverse, requiring a variety of tactics and approaches 
to fighting them. One aspect that ultimately defines the ogroids is their propensity for brute strength: Even the diminutive Nekkers can become terrifying forces 

of nature, 


Loot Cyclops eye, Ok bear shin, Infused shard, Orens 
Sub-Species or Named Variants: Cyclops, Speartip 


Environments: Caves and mountainous regions. Kaer 
Молепз Witcher trainees have long been tested by a 
Cyclops named Speartip, who lurks in the lake cave north of 
the aging caste 


Specific Encounter: The Destroyed Bastion in tar south Velen 
(Bald Mountain territory). 


Specific Encounter (Spear 


Trial (see page 240). 


During Main Quest: The Final 


VULNERABLE AGAINST 


ENEMY ATTACKS 


As in the case of Giants, one can only guess at the strong and weak points of a Cyclops. Its heft alone. 
precludes effective use of the Aard Sign, while its enormous physical strength would make its blows. 
particularly deadly. Cyclopses are most likely vulnerable to ogroid oil. As monsters with relatively well- 
developed minds, they might also fall under the influence of the Axii Sign. 


Charge: Expect this colossus to charge forward at you, when it focuses on your presence. It usualy attempts a subsequent. 


attack afterward, from the list mentioned below. Take this time to survey the combat ground, and prepare to maneuver around 
this behemoth, rather than stand in front of it. 


Ground Pound: I a Cyclops raises both hands in the ай, avoid being anywhere close to the front of it. The resulting ground- 
pound flattens even the toughest warriors. If you don't fancy being prone and open to а bludgeoning from the ogroid's fists, 
retreat immediately. Rolling away (which covers more distance than dodging) is the safest method. 


A Rough Landing: Cyclopses can also leap into the ай, knocking over anyone ог anything too close to where they land. React n 
the same way as you would when backing up trom a ground pound. 
Lumbering Swipes: The usual attacks to dart from, when this gigantic ogroid heads into your personal space, are swatting swipes 


from each hand, usually horizontally, that can easily stagger, stun, knock you over, and damage you severely. As parrying or blocking 
isn't possible, nimble dodging maneuvers (to get around the flanks of the foe for retaliation is the best course of action. 


Strengths: The strongest Witchers cannot parry or block any punch or slap delivered by a Cyclops, and a mere hop backward may 
not be enough to stay out of reach. Rol to the side or behind a Cyclops to evade their attacks and reach their vulnerable flanks, 


THE BEST BATTLE TACTICS 


Cyclopses go where they want; even a Witcher should move to the side if a Cyclops is charging forward, 
Do not stand in one place when fighting a Cyclops. They rarely flinch from anything you inflict on them, 
so they keep trying to fight no matter how many cuts from a silver blade they take, However, getting 
close to a Cyclops is dangerous, but stil a necessity for slaying one, The Yrden Sign can help you do 
more work every time you get within sword range of these monsters. To protect yourself from the first 
swinging fist of a Cyclops, use Quen. 


Ахї can temporarily confuse a Cyclops, giving you time to recuperate while the creature rages at 
something else. You may also wish to begin your bout lobbing some bombs that have a high-damage 
strike (like grapeshot), as well as peppering the beast with crossbow bolts; if you can wound one of 
these creatures before it gets too dangerously close to you, so much the better. Another action is to lob 
Northern Wind bombs to freeze the foe, then attempt a single, devastating Rend strong attack before 
the Cyclops thaws. This effectively nullifies all the Cyclops’ melee attacks, providing you have enough 
bombs, and inflict enough damage with your sword. 


The Cloud Giant is а degenerated illusory being and 
an inhabitant of the сане їп the sky in the Land of a 
Thousand Fables After Jack role his goose that laid 
golden eggs the Cloud Giant decided in tbe furure 
‘anyone who climbed ото his cloud would be tossed. 


off, without а word of warning. 


[| Rt Swot an iot томат tesa 
оман) 


‘Sub-Species or Named Variants: Cloud Giant 


Environments: n the cloud caste, at the top of the 
Giant beanstak 


‘Specific Encounter: During Main Quest: Beyond fun and 
Dalo... (seo page 338). 


VULNERABLE AGAINST 


ENEMY ATTACKS 2 { e 


The Cloud Giant resembles a clumsy, overgrown human and appears to be capable of reason, though | 

һе says nothing and does not seem too interested in any other form of communication. He has learned — 
to use his natural surroundings, meaning the cloud on which he lives, to aid him while fighting; he will 

jump inside the cloud and pop out in an entirely different place, surprising his opponent. 


Weapon Swing: A medium-range weapon swing. Dodge or leap to the side, or back away to avoid being struck. 


Weapon Overhead Smash: A medium-range weapon smash, dropping vertically, Highly damaging, зо avoid it using dodges 
and retreating, 


Kick, Stomp, and Swipe: The Cloud Giant sometimes kicks, stomps, or swipes with his left arm; both push you back, increasing 
the distance between you, allowing the Giant to be more effective with his weapon swings. Simply avoid these by dodging, 


Charge Attack: If you're at long range, the Cloud Giant occasionally attempts а charge to close the distance. If you're caught, 
expect to be pushed back, and possibly sent tumbling over. Recover and retreat, or simply roll or dodge to the side to avoid i 


Whirlwind Attack: Occurring at both short and long distances, this is the Cloud Giant's most severe series of strikes, so watch 
{or him raising his weapon up to the side of the head before he spins around. If he connects, the damage is significant, and you'll 
be sent flying. Рату is not an option, but dodging (or letting Quen bear the brunt of this) is. 


Cloud Teleport: Using his lair to the best of his advantage, he drops into а cloud, and a moment later, leaps back out and brings 
his mighty weapon slamming down with an overhead smash, React by dodging, while keeping an eye on where he leaps up. 
from so you aren't caught 


Resistances: The Cloud Giant is immune to most signs aside from igni, and is particulary resistant to Axi. 
THE BEST BATTLE TACTICS 


Engage this behemoth in combat amid the clouds. Syanna helps, but it still takes skill and cunning 

to vanquish this tough son of a wench, which hits pretty hard for an illusion. Use the techniques you 
attempted when you slew the Giant named Golyat while first adventuring in Toussaint (the next Bestiary 
entry), or employ similar techniques to those when facing a Cyclops or the Ice Giant in Undvik. 


To shorten combat considerably, stay within the three piles of metal objects. As this battle takes place 
on a cloud, during a thunderstorm, these objects are frequently struck by lightning. The objects remain 
electrified afterward, so lure the Cloud Giant close to one of the metal piles still writhing with energy, 
and wait for the foe to make a giant swing, and a giant mistake! The Giant's weapon strikes the metal, 
electrocuting the fool and allowing you to attack him for a few moments. Keep this up! 


According w legend, Golyat had once been a knight 
who violated his vows, for which be was punished by 
the Lady of the lola Transformed into а Giant, һе 
fled into the mountains and would only descend ino 
the inhabited lowlands when hunger forced him to i 


} Loot Crowns and Golyat's Trophy 
Sub-Species or Named Variants: Golyat 
Environments: Dulcinea Wrdmil, Toussaint 


Specific Encounter: During Main Quest: The Beast of 
Toussaint (see page 317). 


VULNERABLE AGAINST 


ENEMY ATTACKS 


Though he came across as a wild, unthinking beast, Golyat used simple tools and any item could turn 
into a deadly weapon in his powerful hands. When fighting Golyat wields a millstone, making his every 
blow truly crushing. This lumbering behemoth has the following attacks and maneuvers to be wary of; 


Golyat uses a Giant mill wheel on a tree trunk to deliver massive bludgeoning damage in vertical pounds or 
massive horizontal sweeps. He loves to swing this weapon, smashing things all around. His attacks are far- 
reaching; he's extremely aggressive and tends to keep moving toward you, mostly ignoring the three knights, 
Weapon Swing: A medium-range weapon swing. Dodge or Сһагде Attack: If you're at long range, Golyat occasionally 
leap to the side, or back away to avoid being struck. attempts а charge to close the distance. If you're caught, 
À 2. expect to be pushed back, and possibly sent tumbling aver. 


Recover and retreat, or simply roll or dodge to the side to 
smash. dropping vertically. Highly damaging, so avoid by uL m Mae. 
sing dodges and retreating, 


\Whirtwind Attack: Occurring at both short and long 
distances, this is Golyat's most severe series of strikes, 50 
watch for him raising his weapon up to the side of the head 
before his spins around, Damage is significant, and you're 
sent flying. Parrying is not an option, but dodging (or letting 
‘Quen bear the brunt of this) is. 


Kick, Stomp, and Swipe: Golyat sometimes kicks, stomps, 
‘or swipes with his left атп; both push you back, increasing 
the distance between you, allowing the Giant to be more 
effective with his weapon swings. Simply avoid these 

һу dodging. 


THE BEST BATTLE TACTICS 


Golyat moves like his Cyclops brethren, refraining from running or strafing, and utilizes lumbering 
strides in your general direction. He is also incredibly tough, requiring a lot of damage in order to topple 
over. Exhibit patience, and work with your new knight friends. Occasionally they prove most worthy at 
distracting Golyat, allowing you to get in strikes when he's pre-occupied. 


Otherwise, dart in with a strike once Golyat finishes one of his troublesome, and damaging swings, and 
is recovering in readiness for his next attack. Darting in, damaging, and retreating is the key. You need 
not worry about the knights" health, so let them bear the brunt of this enemy. 


Or just shoot Golyat in the head with a crossbow; aim for the eye and unlock a hidden Achievement. 
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This powerful, primeval rocenter i peil the fat of 
in посе Resemnbling a man, but Мое as frost and taller 
than o tee, ай anemprs to cormmmunicate with à have 
ended in the same woy: a quick and painful death 


Loot: Elomantal essence, White bear pelt, White wolf рей, 
Glyphs, Runestonos, Infused crystal 


Sub-Specios or Named Variants: ce Giant 


Environments: An се Giant has been observed in the S 
island of Undvik. I ny exist on the Continent (outside. 
Toussaint they've yet lo be discover 


Specific Encounter: Main Quest: The Lord of Undvik les 
page 220) 


VULNERABLE AGAINST 


Б ИГҮ 


ENEMY ATTACKS 


This powerful primeval monster draws strength from frosts, and can bind Sirens to Its will. It treats 
victims cruelly, and is particularly fond of human flesh. It uses simple but devastating weapons made 
from items looted from the bodies (and ships) of those it has slaughtered. On the occasion you face this 
behemoth, it has a ship's anchor attached to a huge rusty chain, which it uses for bludgeoning during 
the latter part of the fight. 


Charge: Expect this frozen foe to charge at you when it focuses on your presence. It usually attempts a subsequent attack 
afterward, from the list mentioned below. Take this time to survey the combat ground, and prepare to distract it while your 
friends attack, lob bombs before getting out of the way, or shoot crossbow bolts until it is too dangerously close to you. 


Ground Pound: i the Ice Giant raises both hands in the air, avoid being anywhere close to the front of it. The resulting ground- 
pound flattens even the toughest warriors. If you don't fancy being prone and open to a bludgeoning from the ogrold's fists, 
retreat immediately; roling away (which covers more distance than dodging) is the safest method. 


A Rough Landing: The Ice Giant can also leap into the ай, knocking over anyone or anything too close to where it lands. React 
the same way as you would when backing up from a ground pound. 


Lumbering Swipes: The usual attacks to dart from, when dis gigantic ogroid heads into melee range, аге protracted swipes 
from each hand, usually horizontally, hat can easily stagger, tun, knock you over, and damage you severely. As parrying or 
blocking isn't possible, nimble dodging maneuvers (о get around the flanks of the foe for retaliation) аге the best course of 
action. Activate Quen so the first of these swats is shrugged of. 


‘Anchors Away: A long-range weapon swing. Dodge or leap to the side (olin is another fine option), or back away to avoid 
being struck. Employ Quen before the battle so the damage from the crushing anchor, f it hits you, is absorbed. 


Strengths: The strongest Witchers cannot рату or block any punch or slap delivered by bis Ice Giant, and a mere hop backward 
тау not be enough to stay out of reach. Roll to the side or behind him to evade his attacks, and help your fellow Skelligers by 
constantly maneuvering so the beast has no single victim to crush. 


THE BEST BATTLE TACTICS 


Though similar to the Cyclops in terms of combat ability, there is one aspect of the Ice Giant that must | 
be cautioned; reportedly the monster draws its strength from cold weather with blizzards allowing them 
to reach their physical peak. 


Creatures such as the Siren can be bound to the will of an Ice Giant. Witchers should coat their silver swords in oil that affect any potential allies to the Ice 
Giant to help eliminate them more quickly. А Hornwall Horn was once crafted to help repel Sirens attacking Skelligers, knocking them out of the sky with a 
single blast of noise. Having the horn is of great use against an Ice Giant, directing them to attack its enemies. 


‘As with a Cyclops, evasiveness and footwork are your best defenses against an Ice Giant. Use Yrden to improve your chances of avoiding any attacks! 
The initial battle is similar to that of a Cyclops; use bombs or crossbow attacks to soften up the Ice Giant, then use Quen to protect yourself and make 
Consistent and rapid dodges and rolls to avoid those swiping hands. 


When the huge anchor is used by the Ice Giant, it becomes slightly less mobile, allowing you to launch sword strikes, or bombs like dancing star, or Igni 
that can damage this ice-loving foe. You can cunningly step forward, in front of the collision spot where the anchor hits the ground, and launch Igni (or 
Yrden), or lob bombs while the Giant struggles to haul the anchor back in for another swing. Repeat these plans until the terror of Undvik is no more. 


Loot (се Trolls): Monster blood, Monster brain, Moamar. 
өм. Monster tooth, Troil skin, Cave Troll iver, Infused shard 
той mutagen 


mos live лор high mountain ridges зо har 
they rarely encounter humans, while others hide 


away in caves. Some suppose this is why they 


‘Loot (Rock Trolls: Troll skin, Infused dust, Troll mutagen 


Sub-Species or Named Variants: се Troll, Rabid Rock Tol, 
Rock Той, Cave Toll Wham-a-Wham 


Environments се and Rock Trolls prefer rocky and. 
mountainous terrain. They have been known lo claim 
bridges, though many hide away in caves. 

Specific Encounter (се rol in he cave north of 
Abandoned Village on the isie of Undvik (Skellie). 
Specific Encounter (Rock Troll: The stone bridge southwest 
of Crossroads (south Velen) once the bandit camp is cleared. 


{1DLC ICON[] Specific Encounter (Wham-a-Wham): 
Contract Missing Miners (see page 520). 


Bove not mastered the baies of common speech 
Other claim their harsh lun have stripped hem 


of es ability they once powered, for in о land of 


or darkness there В по room for 


mercy or understanding 


VULNERABLE AGAINST 


LLL 


E 
A lone Nether is bomibas Five are dangerous. Ten 


can bill even a veteran monster slayer. 


Î Sub-Species or Named variants: Мекке: Near Waor, 


‘Loot: Nekker blood, Nekker caw, Nekker eye, Nekker heart 
Nekdar Warrior iver, Nekker Warrior mutagen 


Hagumban | 


Environments: Found in numbers across the known world, 
though they preter locations near roads, where od 
regularly passes by. Nekker nests can be defended by large 
numbers of these creatures, with the occasional NeKker 
Warrior to maintain rule; all must be defeated. 


Specific Encounter: No Monster Den (cave) just northwest ol 
Hanged Man's Tree in Volen. 


Specific Encounter (Hagumbanj: Contract: Waylaid T 
(ве page 535). 


VULNERABLE AGAINST 


eX II 


ENEMY ATTACKS 


Ice Trolls are cfueler than their rocky kin. Though they use similar tactics in battle (tossing stones and swinging with their mighty fists) tey 
stronger than Rock Trolls and thus more dangerous. Rock Trolls, on the other hand, are quick to pummel and lob heavy rocks your Way, 


ENEMY ATTACKS 


Nekkers live in the dark woods that grow in damp, 
mist-filled valleys, in colonies of one to several 
dozen individuals. They dig deep burrows for 

lairs and connect them with a network of narrow 
tunnels. They always attack in groups and by 
surprise, trying to surround their prey as quickly 
as possible, cutting off all escape routes. Luckily 
their attack is for the most part disorganized. 


Charging Leap and Swipe: The Nekker leaps forward from 
mid-range with a leaping swipe. Wel-timed sword slashes 
сап interrupt this leap i it occurs just before the Nekker 
takes of 


Jumping Swipe: While hissing and baying at melee range, 
оге or more Nekkers attempt to slice at your hide with thick- 
nailed clawing attacks. Parrying these is straightforward. Try 
employing Quen in case an attack gets through your defenses 
when you're trying to рату or counter. After partying, press 

home the advantage with а flurry of sword strikes. 


Burrowing: Occasionally, Nekkers attempt to burrow to flee 
{rom your rage, or to maneuver behind you for a surprise 
attack. Yrden slows this down considerably (either before. 
they burrow, or as they are appearing), and simple blocking or 
parrying stops this surprise attack. 


Warriors: Tougher Nekkers usually have skuil-shaped 
helmets and are fiercer opponents than the swarm of usual, 
bony foes. Feel free to target them first, though every single 
Nekker needs to diel 


‘appreciate a conversation over bloodshed, and even help humans on occasion. 


THE BEST BATTLE TACTICS _ 
Individual Nekkers are weak, easy marks 
compared to other monsters; Nekkers do not 

tend to fight as individuals. If you see one, expect | 
anywhere from 2-10 more. Nekkers overwhelm 
their targets through sheer numbers, surrounding 
them, then pummeling and clawing victims to 
death, Even veteran Witchers can fall prey to this, 


Initially approach Nekker combat with a similar 
plan to dealing with a crowd of bandits: long- 
range weaponry that controls groups of foes, 
such as Aard, or bombs such as Dancing Star or 
Northern Wind (the latter is excellent at freezing 
multiple Nekkers bunched together, followed up 
by rapid slicing and dicing before the effects of 
the freeze wear off). This helps thin out a Nekker 
herd before close combat becomes necessary. 
Aard can knock a Nekker to its back, allowing for 
‘swift execution. Aard can also knock over several 
Nekkers at once, a good way to break through 
large groups of attackers. 


For singling out Nekkers (such as Hagumban 

or Warriors), Axii can cause them to pause in a 
stupor (so you can cut down other foes or wound 
the tougher enemy with sword strikes). Igni is also 
а good choice for roasting groups, or individuals if 
you use Firestream. After incapacitating a tougher 
Nekker, follow up with Rend to deal a single, 
devastating strong attack. For waltzing through 
multiple Nekkers, parrying is great (countering 

is always possible), and Whirl (fast attack) is 
fantastic for demolishing a pack. 


E: 


Rock Throwing (ranged): Runningaway  Headbutt (melee): With a quick backstep  Pummeling Punches (melee): The power 
from a Troli does not guarantee eh as before a launch forward, the Trol butts and weight behind every punch thrown by 
they can он stones with alarming speed anyone standing in front of t with a атой means that they cannot be partied. 
and accuracy Fortunately, you can easly staggering headbutt Be sure youve Expect singe swings and sometimes a senes t 
spot he Tol picking up a projectie. Simply employed Quen or sidestepped to avoid this. of tree punches in a combo. A Witcher think 
dodge or roll to the side so you're not struck must be adept at evasion, striking when of attacking Ке Trolls during a blizzard; they 
(and possibly stunned) by it There's around a esci pcm dan the opportunites ben thn dodging the raw power from the surrounding c and 
second of recovery time after a Tol throws, BU re utt e алаа inevtable counter-attack. Another options to fight with increased strength, 
э! you can rollin and attack, this is a great retreat and avoid the swiping. hen stepping 
time to dt fes which can stagger anyone nthe area ol at the end of the attack to infict damage 

elect Dart backward, hen step into mele! oyy on 

range as the Troll recovers from completing 

this (missed) attack. 


THE BEST BATTLE TACTICS 


Trolls of both varieties are vicious fighters, and unfortunately must be fought head on. The armor of stone or ice on their backs protects them too well for 
flanking tactics. Axii stuns them, but only for a brief second (and is only really useful for interrupting their rock throwing), and Yrden slows an already-sluggish 


foe, though you're still within the range of its massive fists and head. 


Tactics for slaying Trolls are as simple as the beasts themselves. It is important to cast Quen and protect yourself from a Troll's fists as you're fighting them 
head-on. Time your (strong) attacks just after each of the Troll's swipes, stepping (or rolling) in and hitting the Troll before backing up again. Igni can cause more. 
constant damage while this occurs. Quen is there so you're not stunned and pummeled after a misstep. If you're attacking from range, a Samum or Dancing 
Star bomb can soften these lumbering idiots up a bit. 


BESTIARY 


745 
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RELICTS 


These are beasts that are truly unlike any other found on the Continent. From the brutish Fiends and Chorts to the tree-like Leshens, and the deceptive Sylvans to the 
stone-skinned Shaelmaars of Toussaint, all Relicts could be given another name: Demon. Relicts are among the rarest monsters a Witcher can face, and are arguably 
the most dangerous. If the Path leads to a Contract on one of these foes, prepare as thoroughly as possible. 


ENEMY ATTACKS 


Legends often mistake Chorts for other rabid Relicts, ascribing to them the ability to speak, stand on two 
legs, gobble up cabbage, play pranks and work mischief around the household. 


Charging Headbutt (ranged): Chorts fight with litle finesse, running straight toward their opponent and trying to knock them io 
the ground with the force of their charge. A rapid sidestep or roll prevents you becoming stunned and heavily damaged. 


Clawing Swipes and Butting (melee): After charging and downing their foe, they butt with their great homs, very occasionally 
Kick, and usually strike with their claw-tipped paws. These can be blocked but not countered, or avoided by dodging or rolling. 


Resistance: Due to their bulk and four-legged posture, they are mostly unperturbed by the force of the Aard Sign, and the 
regenerative powers of their body allow any wounds they receive to heal at а rapid pace. 


THE BEST BATTLE TACTICS 


Chorts are speed and brute strength personified, rivaled only by Fiends among Relicts. They use their 
arms to pummel, claw, and smash their prey. They also charge with such speed they can barely control 
themselves as they smash headfirst into their unfortunate victims. 


Chore are the somewhat smaller kin of Fiends and 
Bumbakvetchex Yet any Witcher who thinks their 
diminutive stature means they present no danger 

commits û grave error. 


Loot Chort hide, Raw meat, Chort mutagen 


Sub-Species or Named Variants: Bovine Defense, Force, 
Chort, Howler 


A stand-up fight against a Chort is not an option, even for a Witcher. Use their size and speed against 
them: bait them to charge, roll aside, and hope they run headlong into something they can't just charge 
i . through. While they recover from this mishap, you can freely cut into their flanks, Slow down a Chort 
dense woodland, with periodie rampages, especialy i оем | With Yrden, then maneuver around to its flank and try roasting it with Igni. It helps to think of this as a 
cate ие threatened by predators bear-like foe you can move to the side of, dart in with sword strikes, and retreat; usually beginning these 
bladed attacks just after the Chort makes a melee attack. Bolster yourself with Quen so any mistimed 


| Specific Encounter: The cave due east of Kaer Moren (during 


| Secondary Quest: Berengar's Blade, see page 434). melee strikes don't leave you vulnerable. 
Specii Encounter Howler: Contract Mysterious Tracks A less direct tactic involves using Devil's Puffball bombs to poison the Chort. If you can drag it through 
eb page 810) the toxic fumes, it will breath in the poison, and ideally help resolve the fight sooner. 


VULNERABLE AGAINST 


* Only one Chort is found during your adventure, unless 
Bovine Defense Force - a С 


мэ in а location; after slaying three or four, а 


10 defend these cows, 


ENEMY ATTACKS 


When backed into a corner, Dopplers can present a grave danger by taking on the form of their 
assailant (and along with it his strengths and abilities). The sum result is to force the assailant to battle 
against himself—a battle few can win. It doesn't have any of its own attacks, but instead relies on the 
‘aggressive tactics of the human or creature it is mimicking. 


Relict Oil, not Hanged Man's Venom: Remember that coating your sword in Hanged Man's Venom, 
‘when fighting a human-form of a Doppler, is useless: Your blades must be painted in Вейс! oil! 


THE BEST BATTLE TACTICS 


Like other Relicts, Dopplers are extremely vulnerable to silver, and so a silver sword should be used 
when fighting them. Silver has the additional useful property of forcing a Doppler to change form оп 
contact. When a Doppler assumes the form of its attacker, it gains some of its skills, In the case of the 
Doppler hunted by Geralt, he gains the ability to use the Active Shield mode for Quen, and can even use 
blasts of igni. Additionally, the Doppler's swordplay is nearly on par with yours; he can parry and strike 
just as swiftly. 


Be patient when fighting the Doppler. Do not attack when his Active Shield is clearly visible, as the 

„ resulting detonation can knock you to the ground. Focus on counter-attacks and parrying. A proper 
counter creates the best opportunity to land an attack or two of your own. Yrden and Axil both provide 

ee mie Dur et openings to exploit against the Doppler. Axil is slightly less useful in that a single strike breaks the effect 


Environments: One may never righty know where a Dopeie! | on the Doppler, while Yrden can be used to effectively corral the monster and allow for multiple strikes 
s, due to their ability to wander disguised іп any environment. to land 
With inhabitants they can mimic. But Novigrad is the best "nd. 


ps pelea qmd fuisae ad ir After defeating the Doppler in Geralt's form, you are given a choice to spare it or finish the fight. If you 
choose the latter, the Doppler drops the Geralt disguise and assumes the previous form it tried to fool 
Ses onem. Comme An Buse TS You with when it was fleeing from you. The subsequent fight actualy becomes simpler, as the Doppler 
loses the ability to use magic Signs, and its swordplay is significantly less aggressive. Stay patient and 
VULNERABLE AGAINST remember your defense, exploit openings to the fullest, and you can win 


Abo known as ех, or changelingn, these are 
beings able то ul on the form of any humanoid or 
animal беу please This transformation is no mere 

ilusion, but an authentic and complete metammorphoss 


{ Sub-Species or Named Variants: Fiend, Morvudd 


ENEMY ATTACKS 


Their size alone makes Fiends extremely dangerous; one blow from their powerful paws can Kill a hose 
along with its fully-armored mount. Their enormous heft also makes them invulnerable to Aard; even 
Witchers specializing in the power of Signs could not move one even an inch. Furthermore, any wounds 
they receive heal at lightning speed. 


Charging Antlers (ranged): Fiends favor brutal, head-long charges into their opponents, attempting to knock them to the 
‘ground with the force of their charge. A rapid sidestep or гой prevents you becoming stunned and heavily damaged.. 
Clawing Swipes and Butting (melee): After charging and downing their foe, they butt with their great antlers, very 


occasionally Kick, and usually strike with their caw-tipped paws. These can be blocked but not countered, or avoided by dodging 
or dung 


Buming Third Eye: They can also сай on a more refined weapon: the third eye located in the center of heir forehead, which 
they use to draw their prey into a state of hypnosis. During these times their victim does not see anything beyond this single. 
burning eye—the last thing they see before their death. Interrupt this with a Sign attack or bomb before you're transfixed 


Resistances: Due to their bulk and four-legged posture, they are mostly unperturbed by the force of the Aard Sign, and the. 
regenerative powers of heir body allow any wounds they receive to heal ata rapid pace. 


THE BEST BATTLE TACTICS 


A Fiend's only weakness is its fear of loud noises. Bombs such as Samum or Devil's Puffball are thus 
ot Fand oye, end mutagen Anh essence, Fiend ding | Quite effective when fighting this monster. Furthermore, a blade covered in Relict oll can increase а 
Witcher's chances of victory, or at least of walking away from the fight. Consider Fiends as one would 
а Chort: incredible speed, strength, and а single-minded desire to Kill—only more ferocious, larger, and 
angrier. They fight very much the same, and can be taken advantage of in similar ways. 


Walking mountains of muscle capped with 


‘homed, tooth fille! heads. Like their rarer cousins, 
Bumbakverches, they live in thick forests, swamps 


and bogs 


Environments: Fiends roam where they want, but are 
extremely rare to ever encounter Caves and forests are their 


ушагы атана wond Тһе iends third eye defines this monster as a force with which to be reckoned. It can lure victims into a 

às " state of hypnosis, where all they see is the third eye glowing in the darkness. Inexperienced hunters will Д 
Specie Encounter: The hidden veasure area just soutwest је in the seconds that follow. Witchers know to follow that burning eye, and understand to use that to 

f Кёл Way in south Velen (Ookback Bog). judge precisely when to evade: A Fiend attempting its hypnosis can be interrupted by Signs. A well timed 

Specific Encounter hum wah Contract Missing Son (see Samum bomb can permanently disable the Репа third eye and prevent any use of hypnosis. 


page 530). 
Fiends are not particularly vulnerable to fire, but it can help to use Igni or other fire-setting bombs to 
maintain the pressure on the monster. Otherwise, a plan of conjuring Quen (so your first enemy attack is 

H Lj automatically guarded), utilizing Yrden if you need to slow the Fiend down, and raking the Fiend's flanks - 
is the best way to eventually drop this massive foe. 


VULNERABLE AGAINST 


8 
E 
E 
8 


THE BEST BATTLE TACTICS 


Godlings are deeply rooted in their home territory and perform acts of care and guardianship to those 
dwelling near their burrows. They watch over people as well as animals, but, shy creatures by nature, try: 
to do so while remaining unseen. 


These hard-working and clever creatures gladly perform small services for those in their care, asking 
only for respect and payment in the form of food or cast-off tools in return. They are easily offended 

by churlish, ungrateful, or simply rude behavior. Godlings also treasure their peace and quiet. When 

the village а Godling watches over becomes too populated or its inhabitants forget the old ways, it will 
abandon its burrow for good and wander off to destinations unknown. Godlings do not possess offensive 
capabilities, and are never challenged in combat. 


Godlings (sometimes mistaken for Lutin) are similar o 
children in behavior and appearance and, like children, 


delight in mischief 


Loot: None 
‘Sub-Specles or Named Variants: Johnny, Sarah, Goding 


Environments: These are woodland creatures dwelling in 
burrows and moss-covered hollow stumps on the outskirts of 
human settlements. 


VULNERABLE AGAINST 


747 


Loot: Leshon resin, Ancient lespen mutagen, Fiber, Timber 
Leshen mutagen, Infused shard, Hardened timber 


Kernan 


nts: Leshen, Ancient Leshen, 


Environments: Leshens make the forests their home, and 
rarely stay trom their territory 


Specific Encounter: In the дей below Amskrone Caste Runs, 


in Gusto отоку 
Specie Encounter (Ke 
(вео pago 524) 


Contract: Lord of he Wood 


Î VULNERABLE AGAINST 


AY) 


ENEMY ATTACKS 


make them particularly dangerous. 


Forest Totems: Some Leshens create magic totems that 
increase their strength: In such cases these totems should be 
destroyed before or while fighting them. 


Leshen Allies (The Raven): In combat Leshens use not only 
their long claws but also their many allies, including ravens, 
Which harass and distract the Leshen's opponent. Roll to 
avoid being pecked as the swarm of these birds converges 
оп your location, and you'll likely survive this ranged swarm 
attack unscathed. 


Leshen Allies (The Wolf): Wolves also untalingly answer 
the call of a Leshen, and these can number up to six, and be 
grey or white in nature. You may wish to retreat from the man 
site of battle and deal with the wolves individually (or as a 
pack) using the Bestiary tactics on page 720, before retuming 
to slay the Leshen itself. Wolves must be slain whether or not 
the Leshen is defeated. 


Root Tendrils (Ranged): Leshens are also able to bend 
plant Ме to their wil and make it aid them in battle. Cracking 


THE BEST BATTLE TACTICS 


Leshens dwell in dense, primeval woods. Fiercely territorial creatures, they hunt with stealth and 
cunning as their only companions. They use their inborn magic to control the plants and animals within 
in their territory. When stalking them, half the battle is merely getting near enough to strike. Leshens 
old enough to earn the appellation “ancient” are particularly toughened from centuries of existence that 


up and snaking through the ground are massive tree roots 
that can stun and heavily damage you. Watch for a Leshen 
digging their root Ike arms into the ground. This is a sign 
that they are commanding the roots to strike. This attack has 


‘surprising range, and can only be rolled away from, 


Black Smoke Teleport: After receiving a barrage of strikes 
from you, back up if you see the Leshen form a thick cloud of 
smoke around its form; it temporarily blinks out of existence 
into a flock of ravens, and maneuvers to а close location 
nearby, Break off the attack, readjust to the new position, and 
continue the batte. 


Claw Slicing (Melee): Lesher 
fighters, and can cause serious injury If allowed, Dodge or 
roll away from the swipes of their claws, which cannot be 
partied, 


are slow, but powerful melee 


Igni, and any bombs that can potentially cause fire damage, such as Dragon's Dream, are the keys to 

success when going against Leshens. While а Leshen burns, it will be unable to defend itself. So lob in a 
dragon's dream, ideally just in front of a Leshen walking towards you at long or mid-range, Then light up 
the particles of the bomb with an explosive crossbow bolt, or better yet, Igni. Firestream provides a constant, focused burn so damage is continuous. If your 
sword is imbued with runestones that inflict fire damage, so much the better. 


When close to a Leshen, press home with constant light attacks, chipping away at this Relict and have Quen active to resist the first enemy strike. Leshens 
have more types of attack (including wolves which can seriously impede your chances at higher difficulties) when at range, so close the distance to avoid 
having to deal with root tendrils and animal summoning. Instead, constant pressure and hack at the Leshen with sword and Igni attacks, rushing the 


Leshen as it reforms after the smoke condenses. 


Loot Powdered monster tissue, Monster hide, Monster 
carapace, Shaelmaar hair, Shaelmaar dust, Blue mutagen 


Shaeimaar, Emperor of 
Nilgaard's Shaelmaar, Monster of Tuto 


Env Unless you're fighting one of hese 
rocky behemoths in an arena, expect to find them deep 
underground in expansive cave systems. 


5 The cave southeast of Rioux-Cannes 
Outpost Vintner's Contract. 


Mein Quest The Beast of Touissant (see page 317) 


Contract The Tuto 
Monster (see page 544) 


АШ 


ENEMY ATTACKS 

Since Shaelmaars are blind, they find their 
way by sensing vibrations and listening for 
sounds, Thus the best tactic when fighting 
such a monster is to hun something heavy or 
noisy against a nearby boulder or wall, Then 
pray silently that the beast will roll toward the 
sound and knock itself out upon striking into 
the obstacle. Note that when you're actively 
searching for a Shaelmaar, you're likely to hear 
the ground-tremoring burrowing and moves it 
makes before you actually see one. 


ENEMY ATTACKS 


In combat a Spriggan makes skilled use of its powerful limbs. When riled it attacks swiftly and forcefully, 
which, given its considerable mass, can prove highly problematic. Its calloused hide can deflect even 
strong blows from a sword, and there can be no thought of parrying the Spriggan's attacks. One must 
keep an eye out for roots, which the Spriggan attempts to use to entangle its foe. 


Root Tendril Barrage (Ranged): Spriggans сап command the roots of nearby trees: Cracking up and snaking through the ground 
‘are a massive tangle of tree roots that can stun and heavily damage you. Watch for a Spriggan digging its годе arms into the 
ground. This В a sgn that they are commanding the rots to strike. This attack has surprising range, appears in а random spot, and 
‘can only be rolled away from. 


Root Tendril Lance (Ranged): A tendri is launched from the Spriggan's arm directly at you, which can damage you as well as 
stun you. You're wise to watch the Spriggan point its arm outward in preparation for this attack, so you can dodge it. 


Root Teleport (Defensive and Offensive): A Spriggan can also teleport. This is usually employed when you've stood up to the 
Sono en and sliced at t repeatedly with your swords; it counters by temporarily blinking out of existence after being swallowed 
by columns of roots, and maneuvering to а close location nearby (defensive) or directly in front of you to attack (offensive). Break 
off the attack, readjust to the new position, and continue the battle. 


peiggans are а subspecies of the monsters knew 
as Lehens Their appetite is such that they can 
devour more flesh thon an army at а wedding Each 
Spriggan has mastery over plants and is іпепткоћу 
tied to them. Thus if someone destroys greenery in its 


Claw Slicing (Melee): Spriggans aren't quick by any means, but are powerful melee fighters and can cause serious injury i 


domain, it immediately comes ю punish the disturbee allowed. Dodge or roll away from the swipes of their daws, which cannot be partied, 


Weaknesses: Like their Northern cousins, Spriggans do have one weakness: they are extremely vulnerable to the lgni Sign, 


Loot: Leshen resin, Ancient Leshen mutagen, Fiber, Timber, 


6 Resistances: The Aard Sign does not work against it, for no force on earth can knock it over. 


Sub-Species or Named Variants: Spriggan, Grottore THE BEST BATTLE TACTI 
Environments: The woodlands and caves of Toussaint. The tactics you perfected when battling Leshens across the Northern Realms are ideally suited to cutting 


Specific Encounter: The undergrowth midway between Fox down the Leshen's forest brethren in Toussaint. Coat your blade in Вейс! oll, and when a Spriggan first i 
Hollow (lo the west and Plegmund s Bridge (to the east) dose appears, attempt to lob Dimeritium bombs at it to prevent its more potent root attacks. Launch a variety. а 
Ao a Prophet Letiodis ойра markar: Hava Secondary of Igni attacks and fire-based projectiles (dancing star, explosive bolts, and ability-based Igni attacks) 


Quest Во Feet Fil actve (see page 457. 

‘Specific Encounter (Groups): Contract: Feet Cold as ice (see 

Л Don't dilly-dally! Close the gap by donning a protective coat of Quen and start hammering away at close 

ЧЕТТ range, remaining at less than а sword's length until the Spriggan tries to teleport, Quickly roll or dodge 5 
” : the Spriggan as it tries to teleport in front of you, before continuing the barrage of swords strikes until 


8 E N а П E one of you yields. Make constant use of Igni and Quen, and it is highly likely it will be the Spriggan who zx 
falls first. А 


before rushing the Spriggan with bladed slicing (if your swords inflict fire damage, so much the better). 


EI 
Blind as a Bat: Shaelmaars are blind and rely on sounds to find their prey. This makes combat Charge When tins ls at a moderate rong tn om o, or ahar you f 
‘much easier, Coax the Shaelmaar away from third parties by simply moving, lobbing bombs, or а few times, the beast will curl into a ball and roll forward at great speed, knocking 
creating noises (with Signs, or your Crossbow, for example). anything in its path. If it hits you, expect to fall on your back and be stunned for a few conde 
(wile being vulnerable to additional attacks) The Shaemaar wil lop roli afer tros 
or runs into an obstacle You're best ff getting well out of de way of this attack, though you ^ 
сал эво тй or dodge to the side, then damage the beast ий а well-timed strike to its nk of, 
after its charge fails, to its exposed Underbelly. 


Ground Pummel: The Sta man can use its large, shovel-like arms to throw copious amounts. 
of rock and soil in a wave of destruction. Lat nO epo S A 
‘ide to prevent being damaged by the assorted projectiles. 


Tremor: you're fighting a Shaelmaar in a cave, t can burrow into the ground, shaking its 
back plates and creating tremors that cause rocks to fall from the ceiling. It reappears shortly 
after, so keep your wits about you and watch the mini-map to track the foe. 


Echo Location: If you stand still for long enough, the Shaelmaar sends sound waves to locate 
you, which can cause discomfort to your ears, though it isn't debilitating, However, your position 
is discovered, meaning you need to attack of retreat. 


One-Hit Attacks: The Shaelmaar has three types of attacks that strike once: a left arm swing, 
a right arm swing, and a vertical swing (“uppercut”). Each deals heavy damage, and should be 
parried, dodged, or met with Quen to absorb the attack. 


Head Smash: Wih its bulk and heavy armor plating the beast urches forward, leading with 
Its head and neck. This can stagger you, and does a great deal of damage. Only by dodging (or 
‘otherwise ensuring you are somewhere else when the attack strikes) can you escape unharmed. 


Counterattack: I struck too many times, the Shaelmaar tends to roll up into an invulnerable 
bol You need to exercise patience and wait fo it to unroll itself before attacking. Ty to 
‘strike the beast while it is rolled up, and it can quickly counterattack with a swift and 
heavily-damaging swipe. 


THE BEST BATTLE TACTICS 


The good news is that the Shaelmaar has limited ability to dodge any of your attacks. The bad news is that it turns and defends its vulnerable front by showing 
its back to you, a back that is heavily armored and difficult to penetrate. This also occurs if you attempt to use Igni. Expect it to violently roll around the arena if 
you attack it repeatedly and use its meaty paws to swipe if struck from behind. 


Aside from well-timed strikes as the Shaelmaar finishes a combat move and deft dodging to avoid the pulverizing nature of its attacks, your best plans are io 
disorientate it using Aard and follow that up with Samum bombs that generate a large amount of noise and confuse the Shaelmaar (allowing you to strike with 
swords, crossbow, more bombs, or Signs). The number one best tactic against Shaelmaars is to throw a bomb at a wall, allowing the monster to charge that 

wall causing it to crash and fall on its back. It is most vulnerable when laying on the ground as it loses its armor buff for the duration of the knockdown, 
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SPECTERS 
Those who have died under horrible circumstances, who were not laid io rest in proper graves, or who felt abandoned or betrayed by those they called lover or friend, 
or those who simply have regrets over their life, ll can potentially return to the world of the living as vengeful spirits. Dealing with these partly-ethereal entities is a 

common contract for the Witcher. 


eee 

Simpletons claim commiting pertilory roten oct 

Will bring dowa the wrath of the gods in бе form of 

phantom dogs known as "Barghes" that soll the 

road ot aight. Even i thi u their origin, Bargheses 

are o threat o sais and sinners alike, for hey oh 
боб with equal ету 


Loot: Barghest essence, Emerald dust, Sapphire dust, e 
mutagen 


Sub-Species or Named Variants: Barghest 


Environments: Wherever a sequence of tragic events has 
Occurred in the past, usually abandoned places ке camps. 
‘OF caves that have seen past bloodshed. They are also 
summoned by Wights. 


‘Specific Encounter. The hidden treasure by the river, north 
‘and a itle west of Castel Ravello Vineyard (Toussaint) 


[С VULNERABLE AGAINST 


dew. vx | 


Shvens are extremely rare woodland creatures whose 

‘appearance combines trois of дова and rotund men. 

Lazy by nature, they would gladly spend every day in 

idleness, puffing on pipes, gorging on rich foods and 
downing strong drinks 


Loot Leather, Orens 
Sub-Species or Named Variants: Sylvan. Algod, Fugas 


Environments: Closer to farms and arders where hey 
can teed. А Sylvan known as Fugas has been seen at Baid 
Mountain. 


Specific Encounter: The brick ruins south of Wastrel Manor 
in Velen (Secondary Quest: A Greedy God, see page 383). 


VULNERABLE AGAINST 


S А li | 


ENEMY ATTACKS 


ENEMY ATTACKS 


Sylvans, despite their corpulent frames, ate 
astonishingly strong and agile. They also emit 
а powerful and extremely unpleasant scent 
which can cause even a Witcher, whose line 
of work accustoms him to foul stenches, to 
gag and feel faint. 


Barghests, like wolves, are stronger in packs. Together they surround their prey, leaping at it and tearing E 


it apart with their teeth. If their prey defends itself too determinedly, they strike it with a blast of phantom | 


Bite and Leaping Bite: After emitting a snarl, a Barghest 
wil make a short leap and bite at you, or less of a leap and а 
simple bite f very close to you, just ike a wolf. Listen for dus 
nari, and simply dodge or гой (usually backward or to the 

ide) to avoid the attack. Or parry the bile. 


Circling: While one Barghest launches biting attacks, others 
may circle around you, before leaping in afterward. Simply 
keep an eye on all your foes, and block if you're worried 
‘about being struck. You can block even if the Barghest's 
attack is to your side or rear. 


A Pack Mentality: Packs of up to eight Barghests have been. 
‘known to tear lesser warriors apart, as they work much better as 
а team: one Barghest wil bile, folowed by another hen another, 
keeping you on the defensive and attacking from ай angles. 


Ethereal Leap (ranged): In adition to attacking tke a wot 
With s teeth and daws, a Barghest can assume ethereal form 
and take a long, spectral leap at or near you, then retum to 
its material state. This covers ground quickly and can knock 
you back. 


THE BEST BATTLE TACTICS 


lire. Since they are fast and agile, they can easily evade attacks directed at them. 


Ectoplasmic Fire (close): A close-range fire breath attack is 
used on you as a last resort, if you're already surrounded or 

the Barghest is too close to leap at you, Expect to receive tra 
‘damage; dodge to avoid it. If you are using the alterato Quen 
shield, expect this to quickly destroy your defenses. 


Dodging: After attacking, а Barghest continues moving away 
from you and back into attack position while another from 
the pack launches at you. Barghests have perfected quick 
dodges that take them out of your attacks’ range, So step 
back yourself and engage with ranged ordnance, or walt for 
а Barghest to leap in and engage in melee while the beast 
recovers from its attack. 


Resistances: They cannot be burned, but fire hurts them 
as if they were of flesh and blood, so utilize m or offensive 
capabilities using fire, but don't expect a prolonged effect. 


Encountered in small packs, Barghests use their speed and ethereal attacks to constantly keep 

their opponent on the defensive. The best tactics to defeat a pack of Barghests is quick and nimble 
movement, constantly dodging and rolling to avoid becoming surrounded. Crowd-control tactics are 
encouraged, such as area-of-effect bombs (especially Moon Dust which stops Barghests from launching 
their ethereal leaps or breathing fire). If surrounded, Igni and Aard can drive off a pack, if just for a 


moment, allowing you some time to recover Stamina. 


Barghests usually try to keep you at medium distance, so they can launch running and leaping attacks, snapping and clawing you before retreating again, 
and letting the pack attack once or twice at a time. Retaliate by purposefully dodging and rolling without using offense against multiple Barghests, until 
they cluster together. Then quickly strike with Aard, before charging in and delivering killing blows before they recover. Keep continuously moving: dodging 
and rolling in different directions before stepping in with a swift light strike or two, and moving again. Wights are able to command Barghests to aid them. 


Roaring Flatulence (Ranged): Stretching out both arms and producing а cloud of extremely 
‘unpleasant vapors, the Sylvan pollutes the combat area with a foul stench that increases your. 
tonicity. Keep an eye on how much poisoning you can take, and react as you would when. 
toxicity levels are approaching dangerous levels. 


Fireball (Ranged): А quick conjure and fling of fire in your general direction is surprisingly 
‘quick and the attack the Sylvan uses most when at range. Dodge or гой to avoid it, watching 
for the Sylvan to place its hand behind its back before lobbing the fire so you know when 
to avoid it. 


Fire Breath: A gout of fire is belched from a Sylvan's mouth, causing fire damage that 
Continues as it coats your armor. Roll around quickly to avoid it, or use Quen to absorb it. 


Ground Stomp: When the Sylvan raises its foot up, step away from the area of effect when the 
stomp connects, lest you be staggered by the immense force of this attack. Blocking eases the 
staggering, as does backing out of the radius, which is usually easy (especially if you rol 


‘Swiping Claws (Melee): Up to three lumbering (but heavy) swiping attacks are possible 
in quick succession, with the Sylvan pushing forward as each strike connects. These can 
be blocked but not countered. A step to the side and retaliation is always acceptable in 


e a 


THE BEST BATTLE TACTICS 7 © 


$уһап (such as Fugas, the uardan of пе Bald Mountain are 

in appearance. That they are fat, and look clumsy, hides almost absurd 
of physical strength. Melee combat against a Sylvan is t even 
Witcher. Evade the physical strikes from а Sylvan, do по! to parry 
counterattack. Yrden can allow you time to bring a silver sword into play, 


a Sylvan can counter this by breathing intense flames that melt through 
best armor. 


Sy vans are slow, which is something you can use to your advantage, 
providing you've spent attribute points. Yrden's magic trap is excellent at 
both slowing the Sylvan down and zapping it continuously (follow up with 
sword strikes). Devil's Puffball and Igni, or just fire-based attacks on their 
‘own (Firestream in particular), can cause consistent damage, which is helpful 
as sword strikes can't be maintained as this foe likes to swat at you with 
toughened, piglety hands. 


If close-quarters combat is not going well, you should be prepared to make 
use of long-ranged options. A powerful crossbow loaded with good bolts can 


these circumstances, 


Beann'shies are Wraiths which uve their piercing cries 

ю wake the di to fight their foes. Their cries can 

additionally srun enemies, making them easy target 
Jor direct amacks 


‘Loot: Wraith essence, Spector dust, Amethyst dust, Emerald 
‘dust, Sapphire dust, Infused shard 


Sub-Species or Нато Variants: Beann’shie, Daphne, 
Longlocks 
Environments: In а place of torment, which could be where. 


thw spirit of a woman was sealed, stuck between Ме and 
oath, 


Specific Encounter: Seidhe Шуда Amphitheater, during 
Treasure Hunt: But Other Than That, How Did You Enjoy the 
Phy? (see page 573). 


VULNERABLE AGAINST 


keep you relatively safe, while still effective at slaying this beast. 


ENEMY ATTACKS 


Old gossips claim Beann'shies are the spirits of women stuck between Ие and death due fo traumatic. 
experiences. Their wails and howls are considered ill omens of imminent, inevitable death, though they 
are said not to attack the living themselves, Most often they appear in the form of pale, tear-streaked 
women with shriveled faces and wrinkled, corpse-like bodies, 


Banshee Wail: After taking damage from your attacks, а Beanrí'shie wil rise to her place of death and let out a Scream that. 
could wake the dead--literally. This summons а group of five or more skeletal foes (and she is invulnerable for a few moments. 
during and after the wail). The Beann'shie then heals while you're preoccupied with the skeletons (who are easily dispatched like 
‘Bandits, or blown backward with Aard and stabbed while prone). д 


Banshee Scream: Beann'shies have a second scream that's just as ear-piercing, but is used to stun you instead of summon 
skeletons. Beware of this and dodge or roll away from the sound wave. 


Dash Attack: If you're stunned, the Beann'shie bursts forward with great speed and performs a powerful melee attack; don't let 
this happen by avoiding the scream in the first place! 


Melee Combo: Expect some nasty clawing, which can strike you up to four times (usually three or four hits) These are quick 
and light, and can therefore be parried. She quickly floats backward after each successful attack or counter that she performs, 


Counter: I you're successful with two or more melee attacks, the Beann'shie attempts a counter attack: а very quick spin that 
causes heavy damage and pushes you (and her) away from each other. You're encouraged to strike twice before adjusting and 
striking again in order to avoid this. 


Regeneration: Beann'shies can regenerate, but this does not mean they cannot be defeated; just ensure you know what to do. 
‘during each part of the fight, which is more segmented than most other battles. 


Resistances: The critical effects of Signs, Bombs, and bolts do not affect a Beann'shie. She is slow, attempting to stay at 
medium range and away from your attacks, only approaching when attempting a dash or melee combo strike, When fighting а 
Beann'shie, there is no point using bombs or bots for they will do the Wraith no damage. 


THE BEST BATTLE TACTICS 


Use tactics previously reserved for Wraiths: Yrden to slow a Beann'shie down enough to dart in with 
а соирїе of hard-hitting, specter-oil-coated attacks, then whittle down her health until she starts her 
infamous wail. As soon as the skeletal foes appear, defeat them as quickly as possible using fast attacks 


and knocking them over with Aard; this means the Beann'shie has fewer opportunity to heal herself, and you can continue this combat of attrition. 


А Beann'shie strafes, tries a melee attack, dashes away, tries the scream to stun you, then uses her dash attack if successful; then she begins this attack 
pattern again. If wounded, she stops this pattern and summons her bony brethren. When she does, remove the skeletal threats quickly, before attacking 


her with well-timed sword strikes once again. 
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ENEMY ATTACKS E 


Those tormented by a Hym are incapable of restful sleep, for they are tormented by ever-more-frequent, _ 
incredibly-realistic nightmares. At times the victim will become extremely on edge, yelling pleas or 

threats at invisible phantoms or confessing his guilt out loud in the hope this will end his torment, This 

act does not, however, bring any relief, for the Hym will not leave until it has addled its victim's wits 
‘completely or driven him to suicide. 


Ethereal Claws: Нут do not move quickly, compared to other Spectres. Their ethereal claws have great reach, and they can. 
зар the ife out of their victims with a mere brush, which makes up for their slowness. Evade or roll past the claws and try to 
strike the Hym before it can react. 


nto Darkness: Be aware that after several strikes, the Hym wil teleport to another comer o is room, so change your view to 
ensure you see the Hym before it strikes you. The cover of darkness makes this spirit difficult to see, which it uses to its advantage. 


THE BEST BATTLE TACTICS 


‘These al. only lach onto particularly despicaNe 
individuals who have commited tome unspeakable 
сте To al others, they remain completely visi 
When they do show themselves to the one they 
torment, they appear as o tall, shadow: cd, humanoid 
silhouette with long, sharp dows 


Once a Hym is exposed possessing a victim, the Witcher way of exorcism comes into effect. Moon Dust 
keeps this Specter corporeal, while a silver sword coated with Specter oil finishes the task. 


The battle against Udalryk's Hym takes place in two phases, one in the main chamber of his old home, 
and one in the cellar. During the first phase, damage the Hym whenever possible, using Moon Dust 
bombs to keep it physically present. This is a long fight, and unless you are significantly stronger than 
oot Wath essence, Specter dust, Amethyst dust Ene, | the Hym, you will be at this for a while. It helps to cast Quen and have this magical shield to absorb the 
QAM. phis Cn, sed shard first raking strike a Hym attempts, so you can be more carefree with your sword flailing, 


‘Sub-Species or Named Variants: Hym 
When Udalryk begins to succumb to the Hym's madness, immediately use Axii on him to force him to 
Environments: Нут can take possession of humans, though 


thy ийи largeta mha have солима gave canes, or we ГЕП calm. Igni and Yrden are both great help at keeping the pressure on the Hym. Being It on fire 
motional and сового manipulate doesn't have particularly dramatic effect on the Hym, but it helps keep it more visible, Yrden slows down 
the already slow Specter, making it easier to deal damage. 


Specific Encounter: During Secondary Quest: Possession 


VULNERABLE AGAINST When the Hym retreats to the cellar, pursue it quickly before it can regenerate. The cellar has candles 


you must light with Igni to help keep the Hym corporeal. Continue fighting defensively, evading its claws 
r3 A E] and striking as openings present themselves until the Hym succumbs. 
A similar plan is necessary if you encounter a Hym during your battle through the Realm of Rumination, 


during Hearts of Stone Main Quest: Whatever a Man Soweth.... (see page 309), though it is better to 
ignore any Hyms here as time is of the essence. 


ENEMY ATTACKS 


When they attack, Nightwraiths remain immaterial for most of the time, meaning physical blows pass 
right through them. They only take on more tangible form for the brief moments in which they strike, 


Floating Swipes: The Wraith lots with some degree of finesse and speed, swiping at you once (and occasionally twice) as she 
passes through or by you. Expect to take damage if Quen isn't active. The attacks can be pated but not countered. 


Ethereal Doppelgiingers: When weakened, Nightwraiths create several projections of themselves which cannot attack directly, 
but act as transmitters of sorts through which the Nightwraith can sap her victim's vital energy. Dismiss each projection with a 

‘swift sword swipe in order to find the Nightwraith herself. I dashing about isn't to your liking, employ bombs or crossbow bol 

to quickly destroy Nightwraith projections. 


Ethereal Form: Nightwraiths can tum immaterial and are at such times very difficult to wound. In order to force one to take oh 
‘corporeal form, trap it with the Yrden Sign or hit it with the blast of a Moon Dust bomb. 


One might ask, how much harm could a pale, 
withered woman in a tattered drew do? The am 
quite o bit Instead of finding this out the bard way, 
avoid crossing fields and meadows at night at all cit. Day or Night, Time to Fight: Do not believe the old wives’ tales and think yourself completely safe from Nightwraiths during the 

сө day. They appear under the light of the sun as well but are much weaker then than after dusk. 
Loot: Nohtwaith mutagen. Nohtwrai dark essence THE BEST BATTLE TACTICS 


Мантай har Wrath essence, Specter dust Ius 
dust, Lunar shards Nightwraiths favor the dark. If you seek to claim a bounty on a Nightwraith, you have to meditate until 
Sub Species or Named Variants: Nghtwrath, Jey’ — | the moon hangs in the sky. Unfortunately, this is also when the Nightwraith is at its strongest. If you are 
the Woods patient, you can find a Nightwraith during the day, when it is at its weakest. 


Environments: Velen has beon the site of many battles 
| and unjust deaths. The growing presence of Nightwraiths 


Mostly incorporeal, a Nightwraith must be made corporeal, either through Yrden, or Moon Dust bombs, 
1 Particularly troublesome to а Nightwraith is the Yrden Magic Trap ability; zapping this Specter while 
и slowing it down is most effective! Employ Quen during the offensive parts of battle. When forced 
eee ш idis eee to become corporeal, silver swords can be employed to finish the Wraith off. When weakened, a 
Nightwrath can spit into three copies of itself. Destroy these with all haste (using swords, bombs, or 
crossbow bolts), during this state the Nightwraith saps vital energy from nearby sources. Destroying the 


copies forces the real Nightwraith to reveal itself. Cast Quen during this time, in preparation for the next 
VULNERABLE AGAINST round of combat 


BEKO 


Specific Encounter (Jenny 0' the Woods): Contract: Jeny 
0 the Woods (see page 507). 


Оп particularly searing summer days, when the 
sun reaches is zenith, all. will ot times appear, 
resembling sun-scorched women dressed in log, white 
robes These are Noonwraiths, the spirits of young 
women and girls who died violent deaths right before 
their weddings 


Loot Noonwrath ht essence, Specter dust, Wraith essence, 
Noonwralh mutagen, Infused dust, Amethyst dust, Emerald dust 


‘Sub-Specles or Named Variants: Noonwraith, The White Lady 


Environments: Velen and White Orchard have seen an 
increase in Noonwraitns wandering the land, as war 
continues to ravage these lands 


Specific Encounter: Just south of the Firschiow vilage 
signpost, south Velen. 


Specific Encounter (Noonwrath: Contract: Devil by the Well 
(seo page 505) 


Specific Encounter (Luzi the White Lady): Contract: The 
White Lady (see page 526). 


VULNERABLE AGAINST 


BECO 


When plague rages û mon, o spi wil metier walk 

i lanch, о host serm an d woman whose flesh roo 

о} her bones and in whose wake crawls a оло: of rax 

No ооо knows whether his spini beings de pox wih ber 
or is merely don to it de a тоф o a light 


Loot: Wraith mutagen, Wraith essence, Specter dust, Infused 
shard, Glyphs 


Sub-Species or Named Variants: Plague Maiden, Pesta, 
Annabelle 


Environments: These foul Ghasts appear in the wake of 
sickness taking the ives of many. In the aftermath of armies 
trampling through Velen on the march to Novigrad, the disease 
that follows death in war should alert you to these monsters. 


Specific Encounter: During Secondary Quest (Keira Metz) 
A Towertul ot Mice (see page 171) 


ENEMY ATTACKS 


Noonwraiths do not bleed and are for the most part immune to the effects of Witcher Signs. They can 
create mirror images of themselves which circle their victims in a kind of morbid parody of a dance. This | 
Ghastly ritual drains their victims’ life energy while adding to their own strength. Noonwraiths are also 

able to manipulate the physical world to a limited degree, kicking up clouds of dust which temporarily 

blind and disorient their opponents. 


Floating Swipes: The Wraith floats at you, swiping at you once (and occasionally twice) as she passes through or by you, — 
Expect to take damage if Quen isn't active. The attacks can be partied but not countered, and are more damaging than those of, 


Ethereal Dopplegangers: When weakened, Noonwraiths create several projections of themselves which cannot attack directly, 
but act as transmitters of sorts through which the Noonwraith can sap her victim's vital energy. Dismiss each projection with а 

‘swift sword swipe in order to find the Noonwraith herself. f dashing about isn't to your liking, employ bombs or crossbow bolts 
to quickly destroy Noonwraith projections. 


Dust Cloud: Kicking up a blinding cloud of dust can cause sight disorientation, so dodge or roll and avoid becoming staggered 
by this attack. 


Ethereal Form: Noonwraiths can tum immaterial and are at such times very difficult to wound. In order to force а Noonwralth to 
take corporeal form, one must first trap it with the Yrden Sign or strike it with a Moon Dust bomb. Once the monster has regained 
physical presence, one can mount a fast attack with a silver blade, preferably one coated in Specter ой. 


Night or Day, Time to Pay: Contrary to popular belief, Noonwraiths can also be encountered at night, but are much weaker then 
than during the day. 


THE BEST BATTLE TACTICS 


Noonwraiths are similar in nature to Nightwraiths, save for their preference of the sunlight, and a greater 
mastery of physical attacks. They can blind foes with dust they kick up. Noonwraiths can also create 
copies of themselves when threatened, consuming the lifeforce of their victims until they are destroyed. 
Bombs and crossbow bolts can destroy Noonwraith Doppelgángers. Yrden forces а Noonwraith to 
become corporeal and vulnerable. In all other respects, combat should be the same as if encountering 

a Nightwraith. 


ENEMY ATTACKS 


As the name “Plague Maiden” suggests, these Wraiths take the appearance of females, though exactly 
why that is remains a mystery, Some speculate they, like other such Specters, arise from the powerful 
emotional charge associated with certain circumstances of death, such as death preceded by a long and 
particularly painful illness. 


Floating Swipes: The Wraith floats at you, swiping at you once (and occasionally twice) as she passes through or by you. Expect 
to take damage it Quen isn't active. The attacks can be parried but not countered, and can inflict poison damage. 


Plague Cloud: А swarm of revoting insects can cause sight disorientation and poisoning, so dodge or roll and avoid becoming 
‘staggered by this attack. eo 
Ethereal Form: Plague Maidens can tum immaterial and are at such times very dificult to wound. Force a Pesta to take on а 
corporeal form by trapping it with the Yrden Sign or strike it with a Moon Dust bomb. Once the monster has regained physical 
presence, mount a fast attack with a silver blade, preferably one coated in Specter ol 


Poisoning Aplenty: Plague Maidens are immune to poison attacks, and also have a chance to inflict poison if any of the 
previousiy-listed aggression strikes you. 


THE BEST BATTLE TACTICS 


Also known as Pesta, a Plague Maiden is one of the more insidious Wraiths a Witcher can come across. 
When provoked, Pesta call forth clouds of plague-ridden insects that seek out their foes. The insect. 
clouds can be destroyed with Igni or a slice of a silver sword. Aard can push the clouds back. Plague 
Maidens have fewer overt weaknesses compared to other Wraiths, but are still vulnerable to Yrden. 
This can help keep the maiden both corporeal and still while you strike with a silver Sword, but it also 
means you will be swarmed by the plague clouds. Otherwise, the stratagems learned when fighting 
Nightwraiths and Noonwraiths come into play here. 


VULNERABLE AGAINST 


E 
B 
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‘According o some philosophers, everyting we do 

бо life eaves а permanent roce in the chene mater 
which makes up our souk. Evil deeds, specially harm 
боде to innocent creatures, сал torment the sou! of 4 
sinner ond cause it to remain restless, even after death 
‘The spirit causing that torment is known as an Umbra 
Loot Not applicable 
Sub-Species or Named Variants: Umbra 
Environments: Usually haunting the mind or the graves of 


tho mad or the rocentiy-departed souls ol those who have 
‘committed ovil deeds during their Ме. 


Specific Encounter: During Secondary Quest: Equine 
Phantoms (se page 540), 


VULNERABLE AGAINST 


Clerics and scholars agree on wher bappem ю pini 
wha, for one reason де another, remain in our word 
after their body breathes in kot they transform into 
‘Whaiths To Bear their mournful howl, one can 
ami this not e fate ю be c, 


‘Amethyst dust, Emerald dust, Infused dust 
‘Sub-Species or Named Variants: Wraith, Penitent 


Environments: Wraiths can appear near cemeteries, or 
‘haunt recent battlefields or other scenes of violent death 
ог protracted suffering. With Nifard and Redania at var, 
Wraiths are far more common 

‘Specific Encounter: The cursed vilage of Frischiow in 
‘south Velen. 

Specific Encounter (Penitent): Contract The Phantom of 
Ekberg (see page 533). 


VULNERABLE AGAINST 


e aX 1] 


ENEMY ATTACKS 


‘According to some moralizing village gossips, an Umbra is merely an unclean conscience, one 
tormented by guilt and unforgiven wrongs. They claim stories of Umbrae arise when a man wallows in 
sin with loose women and can’t sleep at night, then invents hokey about some Umbra or phantom and 
blabbers about it at the tavern. Witchers, though, know these phantoms are real. And dangerous. 


THE BEST BATTLE TACTICS 


An Umbra takes the form of a spectral horse, said to be visible only to those who are cursed by the spirit. 
Those who have ingested certain rare herbs brewed into a hallucinatory concoction have also witnessed 
this black, wild-eyed filly. Should an Umbra turn violent, it takes on other forms (specifically panthers 
and the spirit of a cursed knight), with attack patterns and combat strategies based on battling the living 
version of each threat, with the one exception that Specter oil must coat your blade. 


ENEMY ATTACKS 


Wraiths suffer endless, indescribable pain. Filled with anger and a sense of having been wronged, they 
both envy the living and brim with overwhelming hatred for them. 


‘Sword Strikes: A Wraith attacks victims with sword in one hand, and a lantern in the other. Like other Wraiths, these Spectres 
сап tum incorporeal at am time, so Yrden and Moon Dust are useful tools. Skilled Witchers have been able to counter a Wraith's 
‘sword with their own silver blades (at least the first couple of strikes) even while they are incorporeal. Otherwise, dodging, 
rolling, o slowing down these strikes with Yrden is advisable, 


Ethereal Form: Wraiths can tum immaterial and are at such times very difficult to wound. They also have a predilection to Warp 
ОЛ of existence, appearing at your sides or back, and attacking (especially if you're engaged with another of their IK). One can, 
however, force them to reassume a physical presence by trapping them with the Yrden Sign or by hitting them with slivers from. 
а Moon Dust bomb, 


Resistances: Like other Specters, they are immaterial, meaning they are not harmed by fire, poison, or weapons designed to 
provoke bleeding. 


THE BEST BATTLE TACTICS 


As with any such ghostly being, one should fight them using silver swords, preferably ones smeared with 
a thick coat of Specter ol. Note as well that Wraiths are particularly dangerous on moonless nights, so 
fight at dusk, with cloud cover, or during the day to minimize these threats. Remember that you're likely 
to be fighting a group of between three and six Wraiths at once, so proper preparation (and casting Quen 
just before engagement in case your sword parrying isn't up to par, or a disappearing and reappearing 
Wraith attacks your flank) is а must. 


Yrden is the best way to slow down a Wraith, providing you cast it as it reaches the area of effect for 
this spell. Magic Trap can zap a Wraith while you concern yourself with other spirits. Continuously move 
with nimble aplomb, so you're по! surrounded, and focus on one Wraith at a time. Another lesser-known 
tactic is to bolster your Ахй sign and then cast it to command a Wraith to attack its other brethren. This 
isn't as helpful as placing Yrden in a Wraith's path and revealing its corporeal form, but it's a tactic to 
try nevertheless. 


VAMPIRES 


The classic tale of the Vampire involves an eternally-living creature disguised as an individual of refined breeding—one that seeks out its victims with the interest one - 
would expect from a person of culture. They seduce their prey, drink their blood, and can transform into a bat. Effectively immortal, a Vampire can live for decades or 


centuries before they are detected, much less slain. For one type of Vampire all this holds true. For all others, they are monsters like any other. E 


Alps are Vampires that resemble Rruxae in appearance 
They are called phantoms by some, а nome which 
fits well enough, for Ме phantoms they haunt and 


forment men 


Brusae could almost be mistaken for humans swathed 
an hoods and capes, yet sud деш give them away 
their close tes ro birds, their piercing voices and the 
breathtaking speed of therr movements. Brutue are for 
er and sronger than теп, but their greatest aet 


is their ability o turn invisible 


Loot: Blue mutagen, Monster hoart, Monster Ivar, Vampire 
‘blood, Vampire saliva, Vampire fang 


‘Sub-Species or Named Variants: Ap, Bruxa, The Bruxa of 
Corvo Blanco 


Environments: Alps and Bruxae exist everywhere in 
Toussaint, but rarely show themselves, They reveal 
themselves in the city of Beauctar, when called upon by the 


Specific Encounter (Аре and Bruxae}: During Main Quest. 
The Night of Long Fangs, in Beaucta (see page 334) 


Specific Encounter (The Bruxa of Corvo Blanco): During 
Main Quest: The Beast of Toussaint (see page 317). 


VULNERABLE AGAINST 


ENEMY ATTACKS P 


Their greatest asset of an Alps and Bruxae is their agility: their leaps can appear to defy the laws of 
gravity. When in human form, they easily blend in with the surrounding community, which makes them 
very dangerous indeed. 


‘The Difference: Alps differ from Bruxae in that they do not emit a shrieking noise whose shock wave can incapacitate, 


‘Supernatural Swiftness: In combat, Alps and Bruxae display supernatural speed and incredible (even by Vampire standards) — 
stamina. One must aim one's sword with great precision, for Alps and Bruxae have mastered the art of dodging, Alps and Bruxae 2 
сап also move and jump as if defying gravity. After this dashing hither and yon, expect the Alp or Bruxa to end with an attack. 

‘Swift reactions are needed to рату or counter this. Otherwise, dodge ог гой. 


Misty Teleport (ranged): The Alp or Bruxa quickly repositions herself, with only a small stripe of rippling air giving her position 
away. Continuously move unti she makes an appearance, or risk being struck. 


Jump Attack (ranged): As if defying gravity, the Alp or Bruxa launches forward, leaping quickly to melee range and sometimes. 
ending with a strike or one of her two melee-based attacks. This can occur from any distance, во prepare to go from range to 
melee confrontations in the blink of an eye! 


Claw Attack (melee): Three regular melee attacks with claws raking your armor and skin, these can be parried and countered; 
indeed, this is the only way you'll cause a strike оп an Alp or Bruxa under most circumstances. 


Flurry Attack (melee): A sequence of five melee attacks, which occur in all directions. Difficult to parry and very difficult to 
counter, though try the latter if you wish to deal damage. Otherwise, dive away with a dodge or roll, or stand fast and ралу. 


Blood Drain: The Alp or Brua leaps on you, and tears at your throat. You re helpless for a few moments before you throw off the 
assailant. This is the time when Black Blood potion proves useful, poisoning the Alp or Bruxa in retum for her draining your blood, 
Otherwise, watch for her leap at mid to close range, and dodge it. After one of these foes is poisoned with Black Blood, expect 
combat to slow down considerably, 


Guttural Scream (Bruxae only): A terrible shriek with a power to split open barrels and loose scenery (ike an Aard spell) as 
well as staggering and knocking you down with the blast if you're caught in it. This attack is also used to break your guard it 
you're constantly blocking. Listen and watch for the shockwave, rolling away before you're caught. 


BESTIARY 


Strengths: An Alp or Bruxa hits heavily and can stagger you. She also blocks attacks with both hands, including flank attacks, B 
and is masterful at dodging and jumping. 


THE BEST BATTLE TACTICS 


Think of combat with an Alp or Bruxa as you would a duel with a skilled human, gaunt and monstrous 
in appearance, with superhuman speed and strength. Alps and Bruxae are exceptional at defending 
themselves with dodging, parrying, or quick repositioning. Under most normal circumstances, you can 
only succeed in wounding an Alp or Bruxa after counterattacking. Perfect this to ensure you aren't 
overwhelmed. 


The Yrden Sign is recommended, Also makes her visible and disables their ability to teleport. Another 
strategy is to drink the Black Blood potion. Alps and Bruxae are vulnerable to the Moon Dust bomb, 
which does not make them completely visible, as it does in the case of other vampiric monsters, but 
does make them far easier to track visually. Otherwise, you must rely primarily on countering an Alp's or 
Bruxa's attacks; she must be the aggressor, while you defend and slice when she claws at you. For this 
reason, Quen is an obvious help in absorbing one of her strikes, and can act as a counter, too. 
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Like other Vampires Ekimmanz are not, despite 
what village gossips might say undead humans. They 
are едк pent Conjunction munen who have. 
по particular feelings about garlic, holy water, or 

religiow symbols 


Loot: Ekimmara epidermis, Vampire saliva, kommen 
‘mutagen, Vampire fang 


‘Sub-Species or Named Varlants: Ekimmara, Sarasti 


Environments: Ekimmara are inteligent enough to hunt in 
Cities despite the number of potential threats, or stalk remote 
уйадоо, as well as lurking in caves and shadowy places. 


Specific Encounter: Within the Dragonskayer's Grotto, n Velen 
(сооко Bog) 


Specific Encounter (Sarasti): Contract: The Mystery of the. 
Byways Murders (see page 511) 


VULNERABLE AGAINST 


S |I! 


Fleders cannot be mistaken for any other creatare, 
with their wide, wah jows, flet, unpleasant foes 
and completely hairless often warty bodies These 
Vampires mainly fight with therr teeth und chwa, 

failing ther och. and nor чору even when thet 

victim already dead. 


Protofleders are relatives of Fleders which came fram 
the world of the higher Vampires to our own during 
the Conjunction of the Spheres. The members of thx 
species are charucerized by their considerable strength 
and одну as well as the strange glow they emit, û rar 
том likely бей fo фей otherworldly nature 


ENEMY ATTACKS 
Unlike their portrayals in ballads and legends, 


y Ekimmaras look nothing like handsome, pale 


aristocrats with charming eastern accents, 
though, like Katakans or Nekurats, they do bear 

а strong resemblance to overgrown bats. They 
also do not suck blood from the necks of virgins 
with a delicate, kiss-like bite; they tear them to 
shreds using long, sharp claws and then slurp the 
splattered blood off the ground. 


Ethereal Plane: Blinking out of existence, tuming invisible 
and becoming shadow-lke, before heading to your location 
‘and raking you with talon attacks, is a plan the Eximmara 

is keen on. Use of magic to dissuade an Ekimmara from 
remaining unseen (such as Quen and Yrden's magic trap) is a 
кеу benefit to preventing a battle tuming to favor the enemy. 
You cannot strike the beast with swords unti it is congealed 


Razor-Rip Talons: Ekimmaras are unusually cruel and 
exceptionally swift. They are able to quickly land blow after 
blow capable of smashing even the best Mahakaman- made. 
armor into tiny shards. They should be fought with a silver 
sword, and these talon attacks (which can ignore armor) 
cannot be parried. 


Regeneration: Remember that Ekimmaras can regenerate 
health over time. One should thus never attempt to tre them 
out ox, gods forbid, май for them to bleed to death. Instead, 
Ой them down as quickly as possible and, if possible bum 
the body to ash and scatter it to the four winds. 


Strengths: Ekimmara claws cause bleeding and can pierce 
‘armor. It is imperative your defenses are strong when facing 
this creature 


Vampire fang, Vampire salva 
Sub Species or Named Variants: Feder, Protofieder. 


‘Higher Vampire bemañ 


Long Fangs, in Beauctr (see page 334) 


bes Unseen (see page 346) 


VULNERABLE AGAINST 


ZI T TEET 


‘Loot: Monster ear, Monster eye, Monster hair, Vampire blood. 


Environments: The city of Beauctar, when called upon by the 


Specific Encounter (Реде): During Main Quest: The Night of 


Specific Encounter (Protofieders): During Main Quest: What 


THE BEST BATTLE TACTICS 


Ekimmaras are especially dangerous foes due 

to their ability to regenerate. They can even 
outlast the effects of your finest potions. Black 
Blood potions are an effective way to weaken 

ап Ekimmara. If you are stricken by their claws, 
you bleed profusely. That blood can harm the 
Ekimmara and knock it back, allowing you a brief 
respite from its assault. 


Dodging is essential when fighting Ekimmaras, 
Their claws cannot be parried, and even if Black 
Blood is an available Witcher brew, it is best to 
avoid being wounded altogether, if you can help it. 
Utilize the area in which you are fighting to your 
advantage, employing scenery and undulations in 
height to gain some distance between you and the 
relentless slaughter the Ekimmara is capable of 


More capable Witchers ensure that their defenses 
are strong before an Ekimmara fight: Choose 
Yrden (and in particular, the Magic Trap attribute) 
and lay these between you and the creature, 
forcing the Yrden glyphs to crackle their magic 
and whittle down the Ekimmara's health. Employ 
Devil's Puffball bombs to inflict poison damage; 
anything to continuously chip away the Vampire's 
health, so it cannot regenerate as quickly. Prevent 
damage to yourself by using Quen, and step in 
with a flurry of your own attacks as the beast 
reels from the electrical magic. Igni is also a 

key benefit; especially Firestream which you 

can focus all fire damage in a single spot (the 
Ekimmara's hide, preferably). 


ENEMY ATTACKS 


Fedors: These are classified as lesser Vampires. 
Though weaker than the rest of their iik in every 
aspect from the physiomagic to the physiognomic, 

they should not be underestimated, for they are very, 
very dangerous. Compared to other Vampires, Ней. 
display meager intelligence, seen most clearly in the 
mindless rage which causes them to try with ай their 
‘might to attack and tear to shreds any weaker boing, 


uy 


Only о том thirst for blood links higher Vampires 
to their distant and much more peimitve cousins 
Bkimmoras, Alps, Kotakans, and the like. Higher 

Vampires are, in fact, much more similar o humans 

than to thone ber lis ood dhe 


Loot: Orens, Deargdeith, Sapphire dust, Rubedo 


Sub-Species or Named Variants: Higher Vampire, Hubert 
тк 


Environments: Found living among humans in cities. The 
problem is finding them in the first place. Some Vampires have 
wed for centuries, and cannot be easily discovered or caught. 


Specie Encounter: Secondary Quest Carnal Sins (see page 
203), Secondary Quest: A Tome Entombed (see page 397) 


VULNERABLE AGAINST 


ЮГ ГГ 


PProtofleders: These glowing Fleders (that, aside from their hue, have the same taste for blood 
and attack pattems as their overworld counterparts) have never had significant contact with the 
outside world, having spent their entire time on our planet in the Unseen Elder's cave, whose 


atmosphere is very similar to that of their home word, 


No Running. Only Jumping: Think o the Fleder as a variation of the Katakan, bred to 
physically destroy its opponent. When engaging these foes, understand that unlike Bruxae (or 
Katakans), Fleders (and Garkains) run; instead, they close distance by jumping at their victims. 
Their attacks are strong enough to stagger or knock down human sized enemies. leders 

эге Му capable of fighting one on one with you, but are truly potent when part of a group of 


Fleders, or other Vampires. 


‘Savage Claw Swipes (melee): Impossible to parry, delivering some nasty damage, and 


THE BEST BATTLE TACTICS 


They not only resemble us in appearance, but also share our intelligence and behavioral patterns. This. 
means they do not squat in distant forests or hide in the shadows. On the contrary, they are particularly 
fond of cities, where they live out deceivingly normal lives. An exceedingly rare opponent for a Witcher, ~ 
higher Vampires possess nearly unmatched strength and intelligence among all foes one could face. 
When they are transformed into their bestial state, evasion is key to surviving the encounter, but this is 


made difficult due to their speed. 


When transformed, Higher Vampires also favor striking while invisible, appearing only when they are an 
eyeblink away from sinking their claws into a victim. This makes Yrden absolutely vital both for revealing 
the Vampire, but also for keep it in place long enough to cut it down with a silver sword, ideally coated 
in Vampire oil. Igni is one of the few real weaknesses a higher Vampire possesses. Use it if you can, if It 


catches on fire it will be stunned for a brief moment. 


Black Blood is useful—but comes with the obvious risk of allowing the Vampire to draw blood in the first 
place. Do not rely on it to save you. It is best to have Quen prepared to absorb a blow, then cast Yrden to 
keep the monster in place for your silver sword. Drink a Tawny Ow! potion for faster Sign usage. 


Once a higher Vampire transforms, all combat techniques you developed when fighting Katakans (see 


page 758) should be employed. 


dodging prevents this. 


This entry is related to general information regarding Higher Vampires, rather than 
the potency and combat prowess of named Higher Vampires; to whit, Dettlaff 
aggressive behavior is studied оп page 796 of this Bestiary). ` 


Charge: A quick daring scamper and dodging means he Fleder can see your b 
and react to them; and this exremely quick charge can stagger you if it connects. fo 


Savage Pound and Pounce: A high leap into the al and мо claws 


Fleder isn't possible. 


knocking you back, these swiping claws are simple, but savage. You are better to weave around 
the front of such a foe, attacking the flank. Retreating and darting in after a swipe is also 
possible. Otherwise, let the beast hit you, after supping on Black Blood so your own bleeding 


causes the Vampire severe pain. 
THE BEST BATTLE TACTICS 


When fighting Fleders, it is best to take advantage of their particular method of movement. These creatures do not run, but they do try to catch their prey and 
knock it over by leaping. Knowing this behavior, you can plan the fight appropriately and not let yourself be caught by surprise. Such planning involves dropping 
Yrden when the Fleder lands, so it is slowed (and zapped if Magic Trap is employed), and bombs or crossbows poised to whittle down the Vampire's vitality. 
Otherwise, treat a Fleder fight like that of a Katakan or Ekimmara, roasting the beast with Igni (Firestream), and dropping bombs that can cause continuous 
damage over time. One final option is Axii, stunning the Fleder for long enough to deliver some vicious blows of your own. 


pounding 
‘connects near your vicinity, the shockwave ofthis pounce can knock you down. 
Fleder launching from the ground is the key to detecting this attack early enough so you 
‘dodge it or absorb it with Quen. 


Back and Forth (Counter): Don't expect an easy fight, as the Fleder is adept at со 
‘your blades, jumping back, and then leaping forward again and starting claw swipes, 
‘your attacks must be minimal before retreating. Simply hammering blow after blow i 


z 
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Garkains, Ше Finders bel to the class of 
particularly dangerous Vampires whose sirengeh 
xcredi even that of fiends An encounter with one af 


"heir number almost always ends in death, which i 


why there оте not many eye witness excounts of them. 


‘Loot: Monster ear, Monster eye, Monster hai, Vampire blood, 
Vampiro tang, Vampire salva 


} Sub-Species or Named Variants: Garkain, Aipha Garkain 


Environments: The city of Benuctai, when called upon by the. 
Higher Vampire Detaf. 


‘Specific Encounter: During Main Quest: The Night of Long 
Fangs, п Beauctair (soe page 334). 


Specific Encounter (Alpha Garkain): Secondary Quest. Blood 
Simple (tee page 336) 


VULNERABLE AGAINST 


They feed os blood They resemble enormous бов, 
though vit long Мет and even Longer talon 
Aad, as if that weren't terror enough, Kotakam may 
turn invisible, waiting иликт while dread of their 
tnprevennaNe апос overwhelms heir victim. 


Loot: Vampire fang, Vampire saliva, Katakan mutagen 
‘Sub-Species or Named Variants: Katakan, Gael. 


Environments: Like their Ekimmara cousins, Katakans hunt 
Just as easily in a city, or in dark caves somewhere in the 
wilderness, throughout the world. 


Specific Encounter: Kaer Gelen (upper battlements interior) on 
Ard Skelig, with wraiths in the vicinty. 


Specific Encounter (Gael: Contract The Oxenfurt Drunk 
(see page 525). 


VULNERABLE AGAINST 


ENEMY ATTACKS 


The Alpha Garkain is a particularly strong variant of the Garkain, but is otherwise identical to fight. 


Garkains belong to the group of creatures known as Lesser Vampires. They often gather around 
themselves members of other subspecies of Lesser Vampires, acting in such situations as leaders of the 
pack. They are by and large unable to run, but can jump a great distance and often attack their prey in 


that way. 
No Running. Only Jumping: Think of the Garkain as а 


variation of the Katakan, bred to physically destroy its opponent. 


When engaging these foes, understand that unlike Brae, 
Fleders (and Garkains) don’t run, instead they close distance 
by jumping at their victims. Their attacks are strong enough 
to stagger or knock down human sized enemies. Garkains 
are fully capable of fighting one on one with you, but are truly 
potent when part of a group of Garkains, or other Vampires. 


Savage Claw Swipes (melee: impossible to parry, 
delivering some nasty damage, and knocking you back 
these swiping claws are simple, but savage. You are better 
to weave around the front of such a foe, attacking the flank 
Retreating and darting in after a swipe is also possible. 
Otherwise, let the beast hit you, after supping on Black Blood, 
oo your own bleeding causes the Vampire severe pain. 


Charge: A quick darting scamper and dodging means the 
Garkain can see your bladed attacks and react to them and 
this extremely quick charge can stagger you iit connects. 
Rolling and dodging prevents this. 


THE BEST BATTLE TACTICS 


‘Savage Pound and Pounce: A high leap into the air, and two 
claws pounding the ground as it connects near your Ойу, 
the shockwave of this pounce can knock you down, Watching 
the Garkain launching from the ground is the Key to detecting 
this attack early enough so you can dodge it, or absorb it 

with Quen. 


Back and Forth (Counter): Don't expect an easy fight, as the 
Garkain is adept at countering your blades, jumping back, and 
then leaping forward again and starting claw swipes. Therefore, 
your attacks must be minimal belore retreating, Simply 
hammering blow after blow into a Garkain isn't possible. 


Psychic Incapacitation: During combat, they usually keep. 
their distance from their foes, trying to incapacitate thom 
using a blast of mental energy provoking visions that beguile 
and disorient I you're struck by this psychic attack, expect 
confusion and distorted vision. Confusion prevents using Signs, 
using tems, running, рату and sword attacks. It should 
also be remembered that the Samum and Moon Dust bombs. 
are always effective weapons against any mental attacks. 
Otherwise, retreat swifty so you are not incapacitated, 


When coupled with Fleders, Garkains keep their distance and assault victims with psychic attacks while 
Fleders attack from close range. These brainwaves can cause you to be stunned, opening you up to 
attacks from the Garkain, or other Vampires in the vicinity. The area of effect attack has a large radius 
and long anticipation (allowing you to see the attack coming and react accordingly). In all other respects, 
treat combat against a Garkain in the same way, and using the same techniques, that you used when 


fighting a Fleder (see that Bestiary entry, previously). 


ENEMY ATTACKS 


Katakans are invulnerable to steel, regenerate quickly, and demonstrate acute hearing, 


Ethereal Plane: Blinking out of existence, tuming invisible and becoming shadow-lie, before heading to your location and. 
raking you with talon attacks, is a plan the Katakan is keen on. Use of magic to dissuade a Katakan from remaining unseen (such 
а Quen and Yrden's magic trap) is a кеу benefit to preventing a battle tuming to favor the enemy. You cannot strike the beast 


with swords unti tis congealed. 


Razor-Rip Talons: Katakans are able to quickly land blow after blow. They should be fought with a silver sword, and these talon 


attacks (Which have armar-plercing tendencies) cannot be parried. 


Regeneration: Remember that Katakans are able to regenerate health over time. One should thus never attempt to tire them. 
‘out Instead, cut them down as quickly as possible, and employ projectiles and sword play that can deal damage even after you 


break away from combat 


‘Strengths: Katakan claws cause bleeding and can pierce armor. It is imperative your defenses are strong when facing this creature. 


THE BEST BATTLE TACTICS 


When fighting a Katakan one must pay particular attention to its shadow—often the only way to know 
its location. To even the odds one can temporarily immobilize Katakans using the Yrden sign, then seize 
that moment to attack with all one's might, for there might not be another chance. Unfortunately, the 
legends are wrong and the sun's rays do not turn Katakans to ash. They are vulnerable to sunlight, 
however, and when the sun stands at its zenith their regeneration is considerably slowed. 


Katakans are notably smarter and more powerful than Ekimmaras. Their power only increases at night, and 
you should take additional precautions if you're hunting one at those late hours. Alternatively, wait for daylight, 
so the Katakan's natural regeneration is impaired. Yrden is one of the most valuable tools when hunting a 
Katakan, undoing its invisibility, allowing a Witcher to feed them a silver sword. Another way to draw out a 
Katakan from invisibility is through the use of Igni, and the bombs the beast is vulnerable to. In general, the 
tactics employed when facing an Ekimmara work well against these more imposing and quicker foes. 


SPECIAL BATTLES AND ENTITIES (MAIN ADVENTURE] 

The Wild Hunt commanders you face throughout your main adventure are technically humanoids, but they are nothing like the foes you normally face out in the world. 
The Crones may have once been human, but their twisted rituals and magic in turn mangled their bodies into the most dangerous relicts a Witcher can face. These 
special encounters have specific tactics that differ from other combat opportunities you may face, and are placed in a separated section of this Bestiary, 


The isolated corners of our world harbor creatures 
older than humans, older than academies and mages, 
older even than elves and dwarves. The Crones of 
Crookback Rog are weh creatures. No one knows 
their rue names, nor what breed of monstrosity they 
in foct are. 

Loot: Not applicable 
Sub-Species or Named Variants: Brewess, Weaves, 
Whispess 

Environments: The blood take beneath Bald Mountain, as 


ENEMY ATTACKS 


Common folk have given these three sisters the names Weavess, Brewess, and cal the 
whole threesome “The Ladies of the Wood," or simply “The Good Ladies." The Crones act as the true m 
sovereigns of Velen, whose inhabitants they help survive through harsh times in return for unquestioning 
obedience. They wield powerful magic, but one different from that of mages. They draw power from. 
water and earth and are bound to the land in which they live. The Crones can hear everything at 
happens in their woods, predict the future, twist the threads of human lives and bring blessings as well 
as Curses. 


The Crones seem for al intents and purposes to be immortal. Magic elixirs keep them from aging and _ 
allow them to take the appearance of young women. These elixirs and their mystical ties to the swamps 
in which they live also give them supernatural strength and Vitality. 


The Crones are the true rulers of Velen, and are as powerful as they are wicked, warty, and hideous. 


In the aftermath of the assault on Kaer Mohren. Ciri and Geralt strike at the Crones in hopes of also 
reaching one of the Wild Hunt's commanders, Imlerith. 


THE BEST BATTLE TACTICS: CIRI VERSUS THE CRONES 


The Fighting the three “Good Ladies" at once would be a tall order for Geralt. For Ciri, newly awakened 
to a portion of the powers she possesses, this is a good fight. Which is not to say that you can afford to 
be lax in your defenses. 


Brewess, the large rotund Crone, should be Ciri's first target. She's the easiest target due to her size, 
and Сіп can easily evade her melee attacks while attacking relentlessly. You can also use Ciri's teleport 
slashes to wreck havoc on all three Crones at once, but you will defeat them faster by focusing your 


well as The Orphans of Crookback Bog. 


Specific Encounter (Ciri Versus the Crones): Main Quest: Bald 
Mountain (ste page 254). 


Specific Encounter (Geralt Versus Weavess): Epilogue: 
Something Ends, Something Begins (1) (see page 276) 


melee attacks on one at a time, using a mix of fast and heavy attacks. 


Whispess, the Crone with the red hood hanging over her face, will reach into the bloody water at her 
eet to throw the limbs of her unfortunate victims at Ciri. Watch out for this and teleport out of the way. 
Keep your eyes out of disturbances in the water, and avoid standing in them. They can also seemingly 
explode into a flock of crows that distract Ciri and interrupt her attacks, typically їп response to damage 
they sustain. 


z 
For all their bluster, the greatest threat when dealing with the three Crones is overconfidence. They do hit B 
E] 


fairly hard, if they are allowed to hit. Ciri's speed and ability to teleport can make her safe from anything 
the Crones can throw at her. Stay on the offense, but not to such an extent that defense is neglected. 


VULNERABLE AGAINST 


THE BEST BATTLE TACTICS: GERALT VERSUS WEAVESS 
This optional battle occurs only during Epilogue: Something Ends, Something Begins (1) (see page 276) leading into slaying the last Crone. 


[;: 3 Mg 


Weavess is far from alone in this battle. Drowners are an almost constant presence, and will continue to arrive in support of Weavess. The fight also begins 
with a Grave Hag in the mix. Focus on slaying the other monsters before focusing on Weavess. It helps to come into the fight with Necrophage oil already 
applied to your silver sword, if only to facilitate the prompt removal of Weavess' allies 


J Surprisingly fast on her feet, Weavess can quickly escape Geralt without resorting to teleportation. This also makes her a serious threat while Geralt fights 
off her Necrophage allies; she can and will use that distraction to flank the Witcher with powerful melee strikes. She can still use her teleport after taking 

| damage, as she did during the battle against Ciri. 

| This fight can get chaotic very quickly if you do not eliminate the initial wave of Necrophages early. Use Yrden to slow down the mob, and blast them with Igni 
to set them aflame. The time they spend burning is time they spend not moving or attacking Geralt. Tawny Owl is an excellent potion to use throughout this 
fight, as you will want to make as much use of Signs to keep things under control. Black Blood is a way to weaken the Drowners and hags that come to the 
Crone's aid. 
Igni is also useful against Weavess, even if she is not explicitly weak to its effects. Weavess will transform into a flock of crows to distract Geralt and escape | | 
his melee range. Use Moon Dust bombs on her to prevent this. Like the Drowners and Grave Hag that assist her, when on fire Weavess is temporarily disabled | | 
and you can score several free hits before she recovers 
Use bombs like Dancing Star or Grapeshot to clear the field of lesser creatures. Try to make sure you strike groups of targets with the bombs, rather than 


wasting one bomb for one monster. The key to fighting Weavess in melee is to make good use of the dodge roll, rolling away from her attacks while still 
staying in range to exploit opportunities for strong attacks. If you have any strong, explosive crossbow bolts to spare, now is an excellent time to make 


use of them. 


So long as you remain calm, focus on preventing taking damage while maintaining pressure on Weavess, without losing control of the number of enemies that 
соте to support her, vengeance will be yours. It's a tall order to juggle all these factors at once. 
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ENEMY ATTACKS 


Aside from the differences mentioned below, treat Nithral as you would a particularly tough Wild Hunt 
Warrior (detailed previously in this Bestiary on page 718). 


THE BEST BATTLE TACTICS 


At first, Nithral takes on Geralt and Keira alone. His two-handed axe cannot be parried or countered; 
dodges and evasive rolls will keep you in one piece. The trick to beating Nithral is to bait him into 

attacking, dodging away from the attack, and striking with your sword, There is a rhythm to the fight, 
and if you get it right, between your sword and Keira's magic, Nithral should not be able to touch you: 


After sustaining enough damage, Nithral falls to his knees, summoning a protective shield, and calling 
forth a portal that summons hounds of the Wild Hunt. This is why it is important to apply the Elementa 
oil! Quickly smash the hounds, the longer your take, the more Vitality Nithral restores while behind 

the shield! 


Marosi 
Nihal is а Wild Hunt commander and а very 
dangerous opponent early in the adventure Try 
going into this fight with Elementa ой coating your 
silver sword 


Once the first wave of reinforcements is defeated, Nithral drops his protective energy shield to face you 
‘once again. Unfortunately for him, he hasn't learned how not to fall prey to the previous strategy while 
behind the shield. Once you whittle down his Vitality once more, he summons the shield again, as well 
as another portal that sends more hounds after you. 


Î Loot Weapons and equipment. 
J|. Sub-Specles or Named Variants: Ntra 


This part of the fight can get difficult if you are reckless. Use Samum to blind the warriors, then flank and 
e dome, Velo Even Runs kill them. Be especially careful around the spear wielding foes, they have a reach advantage on Geral. 
Spec cout: Мп Ouest Wandering inthe Dark ве | Throughout this fight, the Melt Armor ability that enhances Igni is invaluable. Al Wild Hunt warriors 

ge 165) and thelr commanders wear thick armor, and being able to cut down their protection permanently can 
do wonders. 


VULNERABLE AGAINST 


wl E] E] Ё E] After the second wave of reinforcements is brought down, Nithral stands alone. Finish him off! 


ENEMY ATTACKS 
Imlerith attacks with the following: 


The Mace: mem is а big and brutal warrior, relying on his physical strength and using magic only for short-range teleporting. 
His mace and shield give him a deadly combination of offensive and defensive prowess, 


Heavy and Quick Combos: Despite his size, he can perform fast attacks chained into combos, often preceded by a teleport 
behind your back. 
ee Armor: Every time he teleports, ice armor coats his form, offering extra protection from you. 


‘After Damage: Once he receives major damage, he changes his battle style, with vivid and rapid strikes; at this point dueliig i$ 
impossible. 


Weaknesses: Imierith's biggest shortfall is his vanity, he concentrates much more on impressive flourishes to his strikes than 
effectiveness. Many of his attacks leave him unguarded, or can be easily dodged. Though his shield gives him good protection, 
flank him from the left to reach his right arm and back, and push your attack through. 


This powerful and brutal warrior has fought in the 
countess barley and campaigns for conquest waged 
by the Aen Elle ia other worlds. He prizes physical 
confrontation above all eli, seeking out direct, 
bloody skirmishes where opponents pit these strength, 
agility and training against cach other in ¢ ge 
the death. 


Signs: Use quick Igni to met his ice armor, or channel igni to allow you to better position yourself when Imlerth hides behind his 
shield, Yrden, Aard, and Ахй aren't very effective; use mostly igni and Quen. Channel and also use quick Quen to increase your 
defense, 


Bombs: Blind him for a moment with Samum bombs, giving you extra time for positioning. Well-timed (and aimed) Dancing 
Stars or Grapeshots also work well to break a combo and deal damage. 
Loot: Magic acom 


8b Species or Named Variants: mem Without a shield: When he drops his shield, concentrate on defending yoursel. After a few charges, Imlerith gets exhausted, 


and this is the only time you are able to perform a counter-strike. 


| 


. ot Bald Mountain гаи i: i 
erben Min биш Bad Moun рн | THE BEST BATTLE TACTICS | 
page 254. A reliance on specific abilities can help win this fight. For example, Fleet Footed skill mitigates damage if | 


VULNERABLE AGAINST you're struck while dodging. As usual, healing your wounds with Swallow or White Raffard's Decoction is 
critical, as the attacks employed are especially damaging if they strike you. 
| 
РА 8 ® A 0 E] A more advanced tactic, aside from employing Quen and darting in and out with sword strikes as the 
| opportunities arise, is to use Thunderbolt and Tawny Oil interchangeably to maximize your effectiveness; 


you can cast Quen more often, and therefore have more occasions to utilize heavy attacks enhanced 
with Thunderbolt. 


Samum bombs are also a great combo starter. When Imlerith is blinded, go behind and attack his back, 
channel Axii, and you have a few extra seconds before he can block your spell again. Also try to reduce 
the effectiveness of Imlerith's teleportation by trying to jump into his direction, just as he begins to 
Conjure the rift. 


ENEMY ATTACKS 
Caranthir attacks with the following: 


се Lance (ranged): Caranthr fires singular bolts of powerful ice magic in fairly quick succession at you, Roll to evade these 
targeted spells 


Ice Lance Barrage (ranged): These are conjured from а long distance. А few shards cast ай at once, or a number one after 


another. When five lances of light are over his head, and after a short delay he fires them en masse at you. If you're struck by this 
barrage, you're partially frozen, slowing you down and making it harder to avoid other attacks. 


се Armor: At close quarters, he casts a spell to toughen his armor with ice. Melt it with Igni. 


Teleportation: He also teleports to gain a better position on you, and after sustaining damage from you. After teleporting, he 
will use either version of his ice bolts. Work your way to Caranthir as quickly as possible to attack him, lest he teleports again, 
Striking him as he is preparing his ice bolts will cancel his attacks. 


Ice Bementals: At around halt his vitality, he summons се Elemental to act as bodyguards. Не is vulnerable during the 

‘summoning, so take that opportunity to hit him as much as possible before switching your focus to the Ке Elementais. Use — 

Dimeritium Bombs on the elementals to help weaken them (as well а specific tactics detailed in the Ice Elemental section of 

this Bestiary), but don't forget that Caranthir is still firing his magic at you. You'll have to be mindful of his attacks, while also 

dealing with the ice elementals own abilities. Try to get rid of the Elemental first before retuming your attention to Caranthir zd 

| (alternatively, keep away from them, and use them as cover so they absorb any ice shards), However, f you allow multiple 2 
Elementals to be summoned, it wil de that much harder to address the sorcerer, 


This Aen Elle elf was one of Eredin's advisors and 
alsa, on account of his extraordinary abilities, an 
important officer of the Wild Hunt. Calling on arcane 
‘magic Caranthir would guide the Rider of the Wild 
Hunt along mystic pathways through ате and space THE BEST BATTLE TACTICS: CIRI VERSUS CARANTHIR 


in order ю reach ober vor 
ip^ You are Ciri. There are two parts to this fight, beginning with Ciri. Caranthir attempts to engage in melee 8 


combat against the swordswoman, but as you are by now very familiar with, she is incredibly skilled and 
Loot: None. powerful. Rush him down and slash away with her sword. 


араз He teleports when he takes enough damage, usually far enough away from Ciri that she cannot reach 


Environments: Marin Coast, near the Naglfar Ship him during her lunging sword strikes. You can either sprint over to him to continue the offensive, or use. = 
Specific Encounter: During Main Quest: On Thin ice (see Ciri's teleport slash to reach him even faster. Beware that Caranthir can also teleport directly behind Ciri 

page 272), for a surprise attack, but this can easily be countered with a fast attack or the teleport slash. 

VULNERABLE AGAINST Once you deal enough damage to Caranthir as Ciri, she ends the spell Caranthir has been maintaining. 


EN icu А E [1 g After more drama unfolds, Geralt arrives to finish off the Wild Hunt sorcerer. 8 
THE BEST BATTLE TACTICS: GERALT VERSUS CARANTHIR E 

You are Geralt. At long range, dodge the ice shards Caranthir fires at you with easily sidesteps or rolls. Then close the gap between you and Caranthir by 

dashing forwards between his spells, rolling to the sides to avoid his quintet of icy orbs, or his single projectile thrusts. Use Fleet Footed Ability to avoid 


" 
E 
E 
incoming damage. Time your rolls to occur just pror to the projectiles striking you. Make brief checks of your mini-map when Caranthirteleports,soyou Щ Е 
can quickly tum to face him. E 


Use Quen to ignore the multiple shards, and active Quen to absorb incoming shards (if they are coming one after another). Caranthir's ice armor can be 
‘melted with Igni; save your Stamina (or Adrenaline) so you can cast it 


When he reaches around half his health, he summons a great slab of ice, which transform into an Ice Elemental. With Igni, talent, good dodge timing, 
and positioning yourself away from Caranthir so his projectiles actually strike this golem (protecting you in the process!), you're able to remove these 
threats. These Elementals can be kept alive, and used as cover from Caranthir's ice shards. These foes are slow, so slash at them to increase your 
Adrenaline points. 


Caranthir's projectiles are supplemented by a trio of orbs, one after the other. Roll and dodge them, and when slicing at your foe, make only three or four 
strikes before backing off, or you may be caught after he teleports and launches projectiles at you. 


At around 5-10 percent of his health, Caranthir likely summons another Ice Elemental. You may be tempted to ignore this foe and concentrate on killing 
Caranthir, which is a worthwhile plan, as long as you avoid the Elemental's attacks, and a second elemental summoned shortly afterward. 


This can be a punishing and long fight to deal with, so stay focused on limiting the amount of harm you can endure. Caranthir teleports as soon as you 
‘begin to deal damage, so use Thunderbolt and heavy attacks to maximize your effectiveness. Once you do manage to defeat Caranthir, he attempts one 
last suicidal attack on the Witcher, teleporting both of you into the waters beneath the ice. Swim for the surface as fast as you can to avoid drowning! 
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ENEMY ATTACKS 
Eredin attacks with the following: 


‘Sword Combinations (melee): He is adept at swordplay, enhanced by the Wild Hunt's magic. He can perform long combos, 
block your attacks and Signs, and can easily counter you and strike back viciously afterwards. These long combos are deadly, so. 
hold your guard and wait for a good opportunity to strike. 


1се Armor: At close quarters, he casts a spell to toughen his armor with ice. Melt it with igni. Егей can block your channeled 
Igni, but cannot perform any other action during this time, buying you some time to replenish your health with food or potions, 
Use Yrden to weaken Eredin's mobility. 


‘Spells: On the diff top arena, he uses three spells to defeat you: a single slashing wave of power, a multiple slash wave of 
power, and a tan of ice shards. Dodge Eredin's spells with swift movement, retreating, and Quen. The rain of shards is both 
chaotic and dangerous, so look for shadows of incoming shards and move away from them. 


‘The Wil Hans is ап elite cavalry brigade from 


the world of the Aen Ele, бе Alder Foll, and is Teleports: He uses a short teleport to overpower your mobility. He gains ice armor every time he employs this technique. Once 
commanded by their ambitious and ruthless hing, damaged, he drags you through а portal to a large arena. When Eredin is low on health, he desperately casts rain of ice shards 
Eredin Brace Glas. Не novels through the cold and escapes through the portal; waste no time following him, and dodging any last shards. 
“emptiness bereen workb to capture victis and tale : e 
en Bras THE BEST BATTLE TACTICS 


. c Se 


The battle against the Wild Hunt overlord begins with him taunting you. Take that time to duck into your. 
items menu and use potions that will help you stay in the fight. Tawny Oil, Swallow, and Full Moon are 
all good choices if you've made the higher quality brews. Blizzard is also a good potion for the fight. 
Eredin's swordplay can be difficult to parry or counter-attack. Samum bombs are a low risk, high reward 


Environments: Mari Coast, on the Naglfar Ship, and atop the | strategy; a well-timed throw lets you utilize a few extra attacks as Eredin staggers from the explosion. 
bluffs overlooking the Martin Coast 


кд Du Mah Qus On Tn Ea oe The first phase of the fight can be very short, depending on your skill and your gear. Eredin hits quite 

age 272) hard even against a well-armored Witcher. Eredin's defenses are quite stiff. Reckless attacking will only 

r serve to get you killed when he inevitably counterattacks one of your swings. When he has his sword up 
in a defensive stance, he will block your attacks unless you manage to flank him. 


3 X UN E] [d П Like Сіп, Eredin can teleport. He appears behind Geralt to try and score a fatal series of sword strikes. 


Roll away from him in those circumstances, it's possible a simple dodge will not get you out of range. 
Facing Eredin head on is a dangerous proposition. Not only is he a skilled defender with his sword, he is more than a match on the offense. His strikes 
соте fast enough that it is almost completely unsafe to attempt heavy strikes unless it is after a counter-attack and he is temporarily off balance. If you 
‘cannot perform counters, parry or roll out of the way. 


Look for him to raise his sword overhead with both hands. This attack cannot be parried or countered, only evaded. The attack comes quickly, and can be 
done in the middle of his sword combos, after a teleport, or after he counters Geralt. 


Loot: None 
‘Sub-Species or Named Variants: Eredin Breac dus 


The key to fighting Eredin, at any point in the battle, is to dodge or parry any melee attacks, while remaining close enough to score a heavy strike when the 
‘opening presents itself. This is a fight won by inches, blow by blow. Getting greedy can be extremely painful for you. 


Watch out for him to try backhanding or kicking Geralt. These attacks cannot be parried or countered, and if they land will stun the Witcher long enough 
that he may not be able to roll or dodge the follow-up sword slashes. 


After losing roughly a quarter of his Vitality, Eredin creates a portal and sends Geralt and himself to a clifftop arena. This marks the beginning of the 
‘second, and most difficult phase of the battle. 


їп addition to his melee prowess, Eredin gains several new attacks in this arena. The first is the ability to fire shockwaves from his sword. This is often 
telegraphed by him teleporting to а far point in the area, and holding his sword overhead. He fires one shockwave first, then three waves in a fan pattern, 
followed by five. It's a simple matter of running around Eredin to evade the attack, but if you are too far away, the last set of shockwaves can be hard to 
evade, Use the delay between each attack to close in and score a hit. 


After a teleport, Eredin can also call down a storm of ice-laden meteors. Stay on the move, and avoid the projected impact zones, appearing as a patch 
| of ground glowing brighter that the rest. If you get hit, you will be partially frozen and move much slower, making it more likely that you suffer multiple 
~~ hits. You can run up to Eredin while he channels this spell, and get him to hurt himself with the meteors for a good amount of damage. This immediately 
cancels the spell, and leaves him open for an attack. 


His final new attack is the ability to summon magical spheres at Geralt's feet, which explode after a short delay. As with the meteors, getting harmed by 
this will partially freeze Geralt and make him much slower on his feet. Keep moving, ideally towards Eredin, and land a heavy strike to cancel the spell, 


After Eredin falls below a third of his total Vitality, he taunts Geralt again, and he becomes significantly more aggressive. Remain calm, and continue to 
‘concentrate on minimizing how much he hits you, while scoring hits whenever he presents the opportunity. 


Just before defeat, Eredin will open a portal back to the ship the fight began on, presumably to try and leave Geralt stranded on the cliff top above the 
shores of the Marlin Coast. Follow the elf back through the portal, and finish him off! 


АШ SPECIAL BATTLES AND ENTITIES: HEARTS OF STONE 

Strange and ferocious foes you may only face one single time in your adventuring through Gustfields, as part of Hearts of Stone, involve placating a gigantic Toad, 
fending off an impressive magic user from far-off shores, dealing with a rapscallion named Olgierd, and demolishing the three forlorn (but ferocious) creatures born 
of torment within the walls of the von Everec Manor. These special encounters have specific tactics that differ from other combat opportunities you may face, and are 
placed in a separated section of this Bestiary. 


ENEMY ATTACKS y 
The Toad Prince has the following attacks and maneuvers to be aware of: 


Jump: Expect a leaping maneuver whenever the Toad jumps to face you, jumps forward to change position, or leaps back when. 
you're too close. It likes to leap and land behind or to the side of you, forcing you to change view. Simply lock onto the beast. " 2 
when this happens so you don't lose sight of it, and roll or dodge so you aren't a sitting duck. 5 


‘Jump and Squash: Closer in, the Toad Prince's leap sometimes ends with it trying to land on top of you, staggering you. Make 


sure you rapidly react with a well-timed roll or dodge. 


Vomit: This disgusting projectie is usually vomited out at closer ranges, obscures your Vision ike a Water Hag's attack, hits n û, теш 
wide arc, and is poisonous. It is also easily dodged. 


8 Spit: Another revolng offensive technique, the Toad launches a blob of spit at you, inflicting poison damage f it connects, and 2 
The legend af the frog prince hax a grain of truth to turning into a poison cloud at the point of impact if it doesn't. Dodge it! Z, 
й, or at lease that's oba he folk of Ovenfurt wished ю 

Fa EM S ow a Tongue Lash: When you're at long-range, expect a darting lash straight at you. At mid-range, the lash is at a wider, horizontal 


a fag Aly lu angie. A rol or block or retreat when you see the monster's maw open helps minimize damage. А riskler plan is to rol directly at — 
^A the Toad, sicing at it (usually at the side) while the tongue attack finishes. 


aot Nooo Gaseous Emissions: Poison sacs on the Toad's back throw up large poison globules that explode and cause a small puddle and 
poison coud to appear when they impact (which аге three random points in the arena). Avoid the puddle and cloud; backing up. 


Species or Named Variants: The Toad Proce 
55 2 Edgar is a good plan here. Then light the gas clouds with Igni (assuming you're not inside them) 
Environments: Те sewers under un 4 


d General Toad Tactics: As soon as the battle begins, the Toad utilizes ranged attacks to dominate the arena. Get in close, and the ae 
9 Toad jumps, landing and attempting to strike you to inflict tremendous damage and knocking you down. Stay too far away and 
remain defensive, and expect poison clouds (both via spit and gas attacks). The Toad's large health and powerful attacks means. 


NUENSEABIRAGAINST you need to keep moving, and looking for an opening to inflict as much damage as possible. as 


ШИШ ШШ m 66 


As the battle begins, cast Quen to add an extra layer of protection (following up with sword strikes). Even 
better is the Golden Oriole potion, which nullifies the Toad's poisonous attacks and allows you to heal 
yourself using the Toad's previously deadly gas clouds! 


II keep yourself moving at all times, ideally circling let or right f the Toad and moving toward it; this usually allows you to more easily evade any of the Toad's É 
attacks, or at least have a greater chance to react to them. 2 
E 


EN Hos] 


Cast Yrden at mid-range and retreat so the Toad follows you, enters your magic circle, and slows down considerably. Coat your sword in Cursed Oil, then. 
make up to three strong strikes before retreating. Without Yrden, dodge or roll to the side (as you would attack a Bear), inflict two regular slashes and retreat. 


Despite Shani mentioning the Toad's lack of fearing fire, this foe can be damaged with Igni, though this isn't as significantly damaging, and is mainly used to 
clear any poison clouds in your vicinity. At long range, lob in as many Northern Wind bombs as you have to weaken this foe. Throwing Superior Dancing Star 
from the chamber's edge is another option, to stun the Toad before following up with sword violence. 


Never stay in the same spot for long: the Toad's spit attacks leave poison clouds on the ground and his various other ranged attacks can damage you no 
matter where you try to hide. Approach the Toad and provoke it to jump up and slam down until it is facing you (dodge in close then dodge away as soon as 
the Toad jumps up; this keeps you out of its attack range but keeps you close enough to start attacking as soon as its safe). When close enough, cast Yrden 
оп the ground to trap the Toad, then attack it with your sword; the Toad becomes untrapped after three hits or five seconds. Northern wind bombs will also 
freeze and trap the Toad preventing it from attacking, allowing you to get close and attack. The Golden Oriole potion causes the Toad's poison to heal you 
Instead of damaging you; using this potion during the fight as you're almost guaranteed to be able to walk into a poison cloud. Using Igni forces the Toad to 
jump away, useful to interrupt the Toad's maneuvers and force it to jump to a new location within the arena. 
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2 4 


dong from фе wreckage of the Phakbarthoj! (oe 

“Абуов” in бе ахптов tongue). torn pu by а 

mighty storm on the beaches northwest of Novigrad, 

an impresively aille Offer! Mage must be faced. 
A 


Loot: None. 
Sub-Species or Named Variants: Oben Mage 


Environments: Close to the ship wreckage, on the beach just 
‘eat of Crane Cape. 


Specific Encounter: During Main Quest: Емі Soft First 
Touches (see page 286) 


VULNERABLE AGAINST 


THE BEST BATTLE TACTICS 


ENEMY ATTACKS 


The Ofieri Mage is quick to strike with a variety of impressive spells and moves: 3 


‘Sand Cage: A number of small d& of sand appear around 
you, before quickly closing in to damage and knock you 
‘down. Simply roll or dodge out of this maelstrom (ће Mage's 
most damaging attack), and close the distance. The Mage 
doesn't tend to attempt this when he's facing you in melee. 
combat. If you're fighting warriors too, back away from the 
Mage completely and coax the warriors into fighting first. 


Sand Tomado (Long Range): A fast-moving whit о sand 
Whips towards you in a straight ine. This gust causes damage 
and slows you considerably, but is only cast crectly ahead of 
the Mage, the tomado is signaled by the Mage whiring his staff 
‘around him, and he remains within the tomado itself As the 
tomado is relatively slow-moving., multiple dodge or rls can 
quickly avoid this. 


‘Sand Tomado (Close Range): At doser range, he casts а 
similar attack, which doesn't cause as much damage, but 
staggers you; this is his way of exiting close combat after you. 
strike him repeatedly. So don't be greedy when tackling him; 
‘oll in with a couple of strikes and then back up so you aren't 
struck by this and staggered. 


‘Sand Coil Attack: The Mage pont his staff in your direction 
and starts to spin it in a circle; sands shoots out of the staff 
(ike a sideways tomado), causing damage and temporary 
stunning you. Dodge to the side! 


‘Staff Attack: At close combat range, the Mage uses his 
‘magic staf as a physical weapon (striking multiple times); 
‘simply рату and counter or dodge the attack as you would ~ 
any other, 


a Vanishing Act (Defensive): Expect him to disengage 
or avoid combat by simply vanishing, only to appear a few 
‘moments later with a whipping sand gust around him that 
damages those nearby. He can also dispel Yrden, reflect most 
‘bombs and bolts back at you, and tends not to bum or freeze 
for nearly as long as a normal human. Simply re-acquire the. 
target once he vanishes (by locking onto the foe again) and 
oll out of his way until his attack concludes. 


A Vanishing Act (Offensive): The Mage randomly teleports 
cose to you, while simultaneously causing а large sand blast 
that damages and staggers you. 


Weaknesses: Sword Damage: The Mage is very susceptible 
Хо sword strikes. f you manage to get in close (after stunning. 
the Mage), itis possible to hit him three times before he 
‘counters. This is the foundation of your attack plan, 


Begin by equipping the armor you're carrying, as it's not wise to fight the Ofieri bare-chested (despite what many a Skelliger might tell you). 


Î Î Back up away from the Mage and save him for last. Then battle the warriors in the same way you would tackle a group of bandits or other human soldiers, All 


the usual tactics apply here. 


Be advised that as long as more than one soldier is alive, the Mage only uses his teleports to stay away from you and any solders in the vicinity. When one 
soldier is left, the Mage begins using some ranged attacks. When only the Mage remains (or you're more than 30 meters away from him), expect him to 


utilize all his attacks. Expect him to teleport when you get too close. He also always counters if struck three times, using a force blast that knocks you down, 
80 don't get greedy while hitting him; instead, try a well-timed roll to get behind the Mage without being hit by the counter. 


0 The Ofieri Mage is extremely dangerous at long range, and attacks from this distance that you might attempt are almost always dodged or reflected back at 
| you. So close the distance as quickly as possible, using dodging and rolls to avoid апу magical attacks along the way. 


Once you're within sword-clipping distance, use Aard or Axil to stagger the Mage, and quickly follow up with two or three fast strikes. Then roll or dodge 


away, avoiding any sand he whips up. 


Continue with this “attrition” based tactic; staggering him with Aard (or Igni, which is another option) and rolling in to inflict two or three nasty sword strikes 
without being too greedy, before retreating back again, until the Mage yields. 


Other Advice: After re-equipping your missing armor pieces, focus on the solders first. Dodge any area-of-effect attacks from the Mage, and once he's the 
only enemy left, quickly use Axil to stun him for long enough to reach him and inflict sword damage. Igni and Aard can also keep the Mage occupied, allowing 


you to reach him. 


From their very first encounter, Geralt knew Olgierd 
was о unique character He led an informal band who 
wonhipped the ground he walked on. Yet Geralt abo 


perceived something indefinable within the man, a 
void eying ou o be filed” 


Loot: Crowns, Von Everec's Blood 
Sub-Species or Named Variants: Olglerd von Everec 
Environments: n front of the Garin Estate (Gustheids). 


Specific Encounter: During Main Quest: kor Soft First 
Touches (sec page 286) 


VULNERABLE AGAINST 


‘As you might not be expecting this fight, 


ENEMY ATTACKS e. EC 


‘Should you challenge Olgierd to a duel in front of his lackeys, ا‎ ао 
He certainly has a full complement of maneuvers: 

. Ogerdis mast adept at ries of sworpy He has ncrodle sped and power Not олу dos he 
use quick combo attacks, but he can take оп a shadow form and quickly dash towards you, launching powerful special attacks. 
Dashes and combo attacks end with special attacks that knock you down and inflict serious damage. 

Using his Noggin: f you try to cast Signs on him, Olierd dashes away. He's also immune to mind-controspells o no 
for youl). + 
Poison Cloud: you stike him with swords, ос after ting hm thrice when he is stunned, Olgierd points his sword at you, and 
а mass of black poison clouds his form. Remove yourself from the vicinity and employ polson-reducing potions, He has a brief 
rest period after this, which you can exploit with sword strikes, though this isn't always an option (as he may be too far to each), 
Zig-Zag Charge: A series of dashes with Olgierd's sword glowing red and his form in shadow usually ends in you being struck 
and knocked back or over. Dodge or roll to avoid this. With skil, try parrying the end of the technique and fight back with 

‘sword strikes. 


Straight-Line Charge: An almost-instant dash forward and a mighty swipe; this looks like an impressively devastating 
technique, but if you time а parry, you can counter and fight back; usually using this plan to win the fight 


THE BEST BATTLE TACTICS 


Expect Olgierd to immediately launch a relentless series of attacks. The type depends on your location: 
it you're very close, he uses sword combo strikes ending with a very powerful attack. If you're further 
away, expect various dashing attacks so he can get in close and whittle you down. 


Olgierd's special attacks stand out thanks to the red energy surrounding them (and his sabre), as well as 
a brief period of slow motion right before the attack. Let's hope you can react in time! 


Are you a master of countering? Then you can complete this fight without ever being hit! 


s worth meditating first, and coating your weapon in Hanged Man's Venom. Next, cast Quen so you're protected 


from his impressively-damaging sword swings. Certain decoctions (the Leshen, for example) that reflect damage are also helpful. 


{ The dashing and swordplay Olgierd employs is as impressive as it is dangerous, so fancy footwork is always a good option; dodge (or roll) around him and 
make a trio of sword swings just after he finishes a technique (ideally followed by a dodge to the side). Yrden is also an option after his strikes, too, to slow 


him down, 


If other techniques aren't working, feel free to back away from Olgierd, until he's prompted to try a straight-line charge at you with his red sword a-glowing; 
the weakness after the charge is key to winning this fight: 


Waltzing in and stashing isn’t wise. Though you can parry during his sword flurries (when he's in shadow), you're usually not able to parry them all, Instead, 
wait until Olgierd makes his charge attack, and then parry it. Follow up with some damaging strikes. Repeat this process to wear him down and eventually he 


loses his head. 


When the fight starts, roll away from Olgierd, forcing him to be on the offensive, thus leaving him open to your counter attacks. If you keep your distance, 
he always tries dashing, and these maneuvers have a large window of opportunity for countering right before Olgierd tries his special attack (easily seen by 
the red glow). Attack when his sabre glows red, and time slows, Tap the parry button and counter: the energy from the blade is reflected back on Olgierd, 
stunning him. Then follow up with three sword attacks before Olgierd counters. As he starts to counter, roll backward and right so you're not hit, Then repeat 


this plan. 


AW 
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Summoned from another realm, making “demon” ib 
той accurate designation, the Caretaker had been. 
Hb into servitude by magic, performing its tasks 


ретке, and murdering ай тобе 


‘This тэбез» spirit had mastery over the house's 
furnishings, moving freely berween the canvases of the 
many paintings adorning the walls of the Yon hie 
manor а strong emotional tie from which the Wraith 

drew strength 


Loot: None 


Sub-Specles or Named Variants: The Wraith From the 
Painting 


Environments: Inside the Von Everec Estate manor house. 


‘Specific Encounter: During Main Quest Scones From a 
Marriage (see page 302). 


VULNERABLE AGAINST 


3 
‘Summoning Ghosts: After around three or ore Ty 
attacks, or when he suffers substantial damage, 

he can invoke ghosts that shuffle towards him, 

allowing themselves to be destroyed and absorbed 

by the Caretaker, and in tum regenerating his health 
‘considerably. Stop this quickly by special positioning 

(see “Coming the Caretaker", below), or by reaching 

the ghosts first and simply striking them with a single. 

hit to dismiss them. As more ghosts are summoned 
(continuously for around 30 seconds), continue to 
look for ghosts (especially on your map) and race to 
prevent the Caretaker reaching them as quickly as 

possible while dismissing each with your sword. 


Combination Attack (Spade): This is a powerful 
series of spade attacks the Caretaker can string 
together to form a devastating combo. f you're caught 
in this, you can be kiled easily. Do not try to attempt to 
parry or block; step out and away from this attack. 


Loot: The Caretaker's Spade 
Sub-Species or Named Variants: The Caretaker 


Environments: in the grounds of the Von Everec Estate. 


Specific Encounter: During Main Quest Scenes trom a 
Marriage (see page 302) 


VULNERABLE AGAINST 


ENEMY ATTACKS 


The Caretaker has the following attacks and 
maneuvers to be aware of: 


Regeneration Strikes: Whenever he strikes you with his 
spade successfully, he can regenerate a small amount ot 
health. Simply avoid being struck to avoid this, (and for the 
usual reasons), 


‘Special Attacks (General): These cause a large 
‘amount of damage and cover a large area around. 
‘and in front of him. They are as follows: 


ENEMY ATTACKS 


This Wraith attacks in a similar manner to any other floating specter you may have encountered before. 
before, though it has a few characteristics that make it more problematic than other lost souls: 


Relentless and Immunities: It is relentless, fast, and aggressive. Iis also immune to Signs that cause damage and special 
effects from Bombs and crossbow bolts. 


Close Attack Clawing: A barrage of dose-range clawing attacks can keep you stunned due to being constantly struck. It can 
also pass through you during this attack, usualy used as а counter if you attempt to defend. 
Painting Regeneration: Any lost health is regenerated as the Wraith flies higher into the air (о escape your attacks), and 
‘pens a portal into one of the paintings found in the long gallery. Attacks resume aftr the portal opens, unti it floats and enters 


the painting portal. А enters, she disappears for a few moments, then returns via a different painting portal, regenerated with 
health. 


THE BEST BATTLE TACTICS 


Quen, not Yrden: Unlike the Wraiths you may have faced before, Yrden isn't a recommended tactic to 
use. Come to this fight with a boosted Quen augmented by Abilities and utilize these defenses (such 
as Active Quen) frequently. In this situation, Quen isn't a passive defense, but is instead the key to 
victory: you're absorbing this Wraith's damage rather than attempting to prevent it. For this reason, It's 
also worthwhile to carry a supply of Tawny Owl potions to boost the stamina regeneration you need to 
cast Signs. 


Now Quen is allowing you to fight back more frequently, you'll damage the Wraith (especially if your 
Sword is coated with Specter Oil), causing her to float up and open one of the painting portals. As soon 
as this occurs, look for the beginnings of the (green) portal and focus every attack on the location of 
the painting portal. You can use sword attacks, or bombs, crossbow bolts, or offensive signs (loni for 
example offers а quick closing of the portal) 


‘Without a portal to enter, the Wraith starts to attack you again, but without the boost in health she 
craves. Use Quen, counter and wound her again, and prevent any subsequent portals from opening. 
Continue this tactic until the Wraith is slain. 


кш ТД 
‘Special Attack: Shovel Slam: The Caretaker raises his spade above his head and then slams Special Attack: Charging Shovel: The Caretaker barges forward with his spade 

It down into the ground, causing а wide, cone-shaped area to be bathed in attack energy; this racing forward around eight melers and causing massive damage and a knockdown 
‘causes massive damage to you, and knocks you down. Look for the Caretaker to raise his strikes you during this time, Afterward, there is a brief recovery timé, during which you 
spade, and back away from the area. As the shovel becomes temporarily stuck in the ground stîke back Simply step to the side, ог rol into or around the attack s0 the Caretaker runs 
after the energy dissipates, venture in to attack afterward. Then leap away as soon аз you see you. Then target and attack the foe during his recovery, 


Tre MAT arg р ооа ик hin: esae ety Teese mig Bt toon et 


He аво immediately destroys any Yrden traps you place making them especially ineffective. 
THE BEST BATTLE TACTICS { 


The Caretaker makes а slow but constant approach towards you, attempting his combo attack when close. These usually end with a Shovel Slam, in an ا‎ 
to knock you over. — 


When you manage to reduce the Caretaker's health to the first of its three segments, and again when two-thirds of his health is lost, the Caretaker breaks away [4 
from the fight and summons ghosts from their graves within the garden. He stays and absorbs the ghosts’ energy, and this can easily bolster his health back up 

to maximum. These invoking phases last 30 seconds, so it is imperative you clear the ghosts away from the Caretaker to avoid prolonged combat. Afterwards, the 
Caretaker begins attacking again. At two-thirds health, the Caretaker summons ghosts, then starts to employ the Charging Shovel attack exclusively. At one-thirds E: 
health, the Caretaker summons ghosts for a second time, then uses both the Shovel Slam and Charging Shovel attacks. N 


As the ghosts are summoned within the low stone walled section of the back garden, if you back away from the Caretaker during the combat phase, forcing the 
Caretaker to follow you up the steps and to the pathway where you met the Black Cat (or where the thief's body is at the opposite end of the garden), you can 
quickly leave the Caretaker when he starts to summon ghosts, race into the garden, and mow down ghosts quickly before the Caretaker can reach them; at 

least until he follows you back into the garden. Area-of-effect attacks, like Igni, are particularly helpful in ridding an area of multiple ghosts. Then concentrate on | 
any ghosts within the Caretaker's path, preventing more health being sucked up by this foe. Don't engage the Caretaker during this time; focus on the ghosts. | 


‘As the fight begins, approach but do not engage the Caretaker; stay directly outside the range of his combination attack. Then watch for the start of the Shovel | —- 
Slam; as energy arcs out of his weapon, you can easily spot this; at this point, roll behind the Caretaker, and as the Caretaker tries to remove the shovel from 
the ground, batter him with sword attacks coated in Relict Oil. 


Once the Caretaker performs his Charging Shovel attack, a simple sidestep, followed by sword attacks during his recovery time, is the key to success. Then 
repeat the previous tactics mentioned until the conclusion of this battle. oz 


SIX OLGIERDS TO FIGHT: ENEMY ATTACKS 7 


This nightmarish form of Olgierd is split into six separate beings. They have all the strengths, 
weaknesses, and attacks as Olgierd, so you should read up on how to defeat Olgierd when you were. 
presented with this option at the end of Main Quest: Evil's Soft First Touches (page 286), or access 
similar information earlier in this Bestiary. The same tactics apply here. 


Remember there is an Achievement/Trophy which is only unlocked if you coax all six separate beings 
into attacking you at the same time! 


Strengths: Essentially ciones of Olgierd, these demons are as fast and relentless as һе is. Initially motionless, they wake when 
you attack lo each one, so if al the enemies are awoken at the same time they wil ай attack together. The main difference is ~ 
that these enemies gain Olgierd's skills as they die (in other words at the beginning of the fight the enemies only have basic. 

‘sword attacks, when one des the remaining foes ай gain another of Olgierd's skis like a shadow dash. Then, as each additional 
enemy is killed, the rest gain another skill until the last one left has every skil that Olgierd had when you had the option to fight 
him at the Garin Estate. 


The painted world of Iris von Everec was home to 
dangerous, predatory creatures; the embodiments of 
ber fears The most dangerous of these, the Ethereal, 
invoked ber greater foar—and wore the face of 
her husband 


Weaknesses: These are the same as Olgierd's original shortfalls: you can counter and stun the enemies when they are 
attempting a special attack. The first three clones have so few skills, they are reasonably easy to defeat, 


THE BEST BATTLE TACTICS 


As ай! their attacks are the same as Olgierd's, you should have some familiarity coming into this fight. 
 Sub-Species or Named Variants: Ethereal When battle commences, there are six opponents, but only one is active. Killing that enemy causes 

Environments: Inside the Von Everec Estate another to wake up and attack, and this process repeats until the last wakes and is beaten, However, 
any idling foe can be awoken at any time if you accidentally attack them. Need more of a challenge? 
Then wake everyone up and slay them all at once! 


Loot: None 


Specific Encounter: During Main Quest: Scenes from a 
Marriage (see page 302). 


| VULNERABLE AGAINST One at a Time: The easier plan is to keep away from the idling foes, moving to the far end of the arena, and slay each form of. 
PN LU U E Olgierd one at a time, using tried and trusted tactics from the first time you faced him. 
Ай а! Once: Throw caution to the wind and slay all six foes in a crowd by preparing yourself accordingly. You require maximum. 
damage inflicted in the shortest amount of time. Use damage-enhancing potions and decoctions, and use the Whirl Combat skill 
to great effect here. 


Since these enemies only gain skills as they die, when they are all woken up, they are all relatively 
weak. Use this to your advantage by corralling them in one place and unleash as much damage as 
quickly as possible. A solid whirl attack can take up to four of them out at once. Once fewer of these. 
enemies are in the arena, treat them as single foes and employ original Olgierd-slaying tactics, 
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WO SPECIAL BATTLES AND ENTITIES: BLOOD AND WINE 

Ah, Toussaint! Where the wine (and the blood) runs free! Throughout the many quests in this Duchy, you may be called upon to face some truly impressive adversaries, 
usually only for a single bout. These include a man-mountain clad in heavy armor, a strange Hermit with a supreme command of the water, a host of fairy-tale folk, 
and the second-most powerful Vampire you've ever met. These special encounters have specific tactics that differ from other combat opportunities you may face, and 
are placed ina ‘separate section of this Bestiary. 


ENEMY ATTACKS 


Gregoire de Gorgon has the following attacks and maneuvers to be aware of: 


No Vulnerabilities: As you cannot use Signs, bombs, projectiles, or oils, this opponent has no vulnerabilities to exploit, aside 
nom those inflicted by your steel sword, and the tactics you leam about while fighting him in sword combat. Remember that 
healing potions are accessible, however 


No Parrying, No Countering: This plate-metal monster has attacks that inflict such damage and are swung with such force, 
that they cannot be parred or countered. This means you have ever fewer combat options than for any other battle fought 
previously 

Punch and/or Kick: He occasionally employs a gauntlet punch or boot kick if you're close to him, and usually at his side, to 
knock you back so he can regroup and begin his sword swinging. 


This lumbering mountain of а man ix е giant knight ‘Quick Horizontal Slice: A rapid slice through the air in front of him, offering damage to those caught in the arc of his large 
with а nue, рем who has token à sow of were sword. 
һе lex hir rword do бе tolling 


ciem ‘Quick Vertical Uppercut: А step forward and a swing upward that can knock you back and deal nasty damage (ike ай his 
attacks) 

‘Loot Si Gert of ма Sword OR Ravix of. 

Fourhom' Sword Quick Overhead Strike: A vertical (and sometimes slightly diagonal) strike down in front of him, with a small window of 


‘opportunity to hit him as he recovers and pulls his sword back afterward. This sometimes occurs with a step forward. 


‘Sub-Specios or Named Variants: Gregoire de Gorgon 
Environments: Toumey Grounds (Arena) Heavy Overhead Strike: A step forward and a more pronounced strike down in front of him, and a second or two afterwards. 
Specific Encounter: Secondary Quest: The Warble o the where he pulls his sword back to his chest afterwards. This is an excellent visual clue to retaliate at this point. 


rn d THE BEST BATTLE TACTICS 
n Tackle this prolonged battle as the ultimate test of your sword skill and maneuvering! Though this 
| L1 E] E] [ El Ё towering knight has some truly grotesquely damaging attacks, he has one overall weakness to exploit; 
i a lack of speed. He isn't slow by any means, as his attacks are reasonably rapid, but he lacks extreme 


№ Nothing (except steel swords dexterity and quickness, and hasn't bothered to learn the fine art of dodging around a foe. 


Whittle down his vitality by reacting to his recovery time; it is far safer than timing slashing attacks between his sword swings. Wait for an attack, dodge 
around to his flank, and retaliate with one or two light strikes or a heavy attack. Then retreat so you aren't caught by a punch or wild slash of his sword, 


Of particular merit is the recovery time after his Heavy Overhead Strike, which is the very best time to lay into him. While a flurry of light attacks 15 
reasonable, this is the perfect opportunity to hit with a strong attack (covering any ground from retreating). Better yet, try a Rend Strong attack with quick 
timing to punish this move. Continue with these tactics until the battle is over. Remember parrying and countering are out, but dodging (backward and 
around) are in! You may also wish to bring your very best steel sword with you into this combat; one that ignores armor and causes criticals is a fine choice. 


ENEMY ATTACKS Wy 


Blue Staff Attack: At dose combat range, the Hermit 
employs his wooden staff with glowing blue gem as 
a physical weapon. He employs quick single strikes 
to the left and right, single heavy overhead strikes, 
as well as multiple rapid strikes. Simply рату and 
counter or dodge these close range attempts to hit 
you, as you would a normal opponent’ strikes. 


‘Loot: Aerondight (Siver sword) 
Environments: The istand on Lac d 


‘Specific Encounter: At the end of Secondary Quest: There 
Can Be Only One (see page 460). 


VULNERABLE AGAINST 


БАГГИ 


Step by step in та! afier trial, Geralt demonstrated 

that е was indeed in possession of the Pive Chivalri 

Virves. The test culminated in г last secret trial % 
defeat the Hermit зат upon the lake 


ENEMY ATTACKS ` 


The Beast of Beauclair has the following attacks and maneuvers to be aware of: Dettlaff is inhumanely 
fast, and you should remain extremely cautious when fighting this Higher Vampire. With super- 

human speed and strength, he uses fog to literally disappear into and dash out of to claw with almost 
unmatched ferocity. This mist is also how he quickly changes position, almost faster than you can blink! - 


Light Attack (Melee): Expect a light attack with his talons; there are three variations of this, and all are best pamed EE 


Strong Attack (Melee): Watch for a slightly slower, more pronounced strike with his talons. There are three variations of this, 


‘and ай should be parried, or better yet, countered so you can quickly deal damage back to him, A 


Combination Attack (Melee): Expect a combination of three to five connected strikes, with two variations, usually from the 
flank, from behind, and appearing from the mist. You have litle time to react, so continuously parry. Failing that, rol or dodge just 
before the first strike connects. 


Short Dash Attack (Special): Watch for а fast dash attack, a brief transformation into mist, finishing with a second fast dash 
attack. Don't be coaxed into attacking after the first hit; you'll slice through mist and miss him. Remain on the defensive. 


Dash Attack (Special): A variation on the short dash finishes with a short stop before a strong slashing attack. This is a good 
place to retaliate; countering the strong final strike with one (or two) of your own. But don't get greedy; he flees from your strikes 
with ease! 


: Strong Uppercut Attack (Melee): Expect a strong attack with а flourish that can stagger you, leaving him moments to 
Higher Vampires are soperhumanly strong and fast regenerate, thus increasing this battle and leaving you vulnerable. Blocking the strong attack is good; countering is preferable 
They can пип completely invisible, and each comes 


Resistances: Detllaff is resistant to poison, bleeding, and Yrden, so employing any of these in battle is simply a waste of time. 


with in wn personalized set of talents. When Geral 

realised he was dealing with such a creature, he swore THE BEST BATTLE TACTICS 

bully and relied the rumors about the Boast hod not 

j 3 iia Staying patient and cool under the extreme speed and savagery exhibited by the Beast of Beauclair 


is key to surviving this fight. Counter any of Dettlaff's attacks, and wait until he attempts his stronger 
strikes. If you can counter them, you have a tiny window of opportunity to land a couple of strikes before 
Loot None the Beast vanishes or warps behind you to strike. 


Environments Dockside Warehouse (nuca 
xz 8 Judicious use of Quen helps, not only to shield you but to shrug off any attacks you aren't quick enough 


to parry while you learn the timing to thwart this foe. Swig Black Blood to ensure any damage Dettlaff 

causes is partly reflected back at him, coat your silver sword in Vampire Oil to ensure each strike 

damages him as much as possible, and then fight back only after he finishes his strong attack. The 

battle may take a while, but it's the best way to remain іп one piece and stop this higher Vampire, if only ч; 
for a temporary moment 


Specific Encounter: Main Quest: Blood Run 


VULNERABLE AGAINST 


de pared or dodged After the bol he sometimes summons one or two ground w 
‘splash in a circular target; dodge both of them. M row 


Water Vortex (Horizontal): A more pronounced version о! the bolt, the Hermit launches 
twisting column of water directly out from his staff, in a long cylindrical attack that can 


Vanish in the Mist (Defensive): Не may avold combat, or move to another part of the lake 
y simply vanishing in a column of water, only to appear a few moments later, usually to begin 
‘conjuring a water tomado. Simply scan the area until you see him again, rolling or dodging 
‘away if you're in the path of a large-scale attack. 


‘Vanish in the Mist (Offensive): Sometimes after vanishing the Hermit appears extremely dose to 
you, conjures a water spout or uses his staff, and can stagger you, so be prepared for this. 


Invisibility: Occasionally, (and usually if you've struck him a few times), the Hermit simply 
blinks out of existence, with only his blue glowing staff orb showing. Simply look for that, and 
‘launch a ranged attack to coax him back to show himself 


Water Bolt: With his let hand outstretched, he pushes a bolt of water forward to strike you 


you back or stagger you. Dodge left or right of it. N cast at close range, this pushes you buck але 
staggers you. 


Tomado Storm: The Hermit's most impressive attack is when he whips up the water 
‘surrounding him into a maelstrom of vapor and slowly walks toward you inside this raging 
storm, There's litle to do except get out of the way here (dodging is better than running as the 
‘storm sucks you in and heavily damages you), and follow up with a ranged attack (or Кул) after 


almost itary ike a srowbel, Тыз poet doesn't deal heavy damage, Ri fast Roan 06 0071 ses ande Hers oneri 


THE BEST BATTLE TACTICS 


This fellow, much like the Ofieri Mage you may have encountered during Hearts of Stone Main Quest: Evil's First Soft Touches (page 286) is an extremely 
dangerous and competent foe, and becomes more potent at longer distances. Close the distance between you both, so fewer large-scale attacks can be 
launched by him. 


When you can easily leap in with a sword strike, employ Aard or Axii to temporarily stagger and incapacitate him, and Immediately strike with two or three fast 
attacks, or a single, nasty strong attack (like Rend). Then retreat (roll or dodge) before you're caught by him reacting. 


Ахй and Aard are also excellent for interrupting the Hermit at range, before he launches one of his spectacularly-brutal water conjuring attacks. Axil is better, as 
it flummoxes the Hermit no matter what the range. 


You can repeat this technique for as long as you can cast Aard or Axil (before needing to rest your Signs), and catch him in a continual “stagger loop” where 
you cast Aard or Axii, leap in and strike with your sword, then cast again. Igni also works to a lesser extent. Continue with this “attrition” plan, and don't get too 
greedy with the sword strikes! 
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Not only did the Winch in fact eot men, but had 
mastered the cooking of humans to а fine ап. They are 
said to be particularly fond of childrea’s liver fied in 
bunter and served in а saffron sauce, balsamic vinegar. 
marinated fingers roasted to а golden crap and, yes 
even freshlyssqueeeed corpse juice. 


Loot: None 
‘Sub-Speclas or Named Variants: Wicked Witch 
Environments: Wicked Witch's House 


Specific Encounter; During Main Quest: Beyond HI and. 
Dale... see page 338). 


VULNERABLE AGAINST 


ENEMY ATTACKS 
The Wicked Witch has the following attacks and maneuvers to be aware of: 


Phase 1: Monster Summoning: The Witch takes to her broomstick, and flies about the combat area, summoning Archespores and 
Panthers from her bubbling cauldron, and letting them spit their disgusting projectiles at you. During her fight, she is completely 
impervious to attacks while encased in her magical bubble. Concentrate your attacks on the Archespores and Panthers. 


Phase 2: Airbome Projectiles and Divebombing: Once her summoned plant Ме has been cut down, she tries harming you with 
revolting liquids from her cauldron, in a long, airbome attack. She also tries to knock you over by swooping down in a divebomb, 


while riding her broomstick. Dodge out of the way during either of these attacks, and refrain from striking her during the time she 
is encased in her bubble, for then she is invulnerable. However, when her bubble disappears (usually just before not after, THe 
bubble dissapears as she starts divebombing the divebomb), she can be struck. 


Phase 3: Cauldron Broth Projectiles and Melee Strikes: When she is on the ground, she wil throw large, unpleasant globs of 
cauldron contents at you, which act like Archespore spittle, and should be dodged. She can bring down the cauldron with both 
hands, creating a large explosion that damages and staggers (so back up or interrupt this attack). She also has claw attacks (eft 
right) at melee range which can be dodged or parried. Spend too long neglecting her broomstick, and she flies off again, and 
Phase 2 begins anew. 


Resistances: The Wicked Witch is resistant to Axi and usually counters you successfully if you manage to strike her three times 
in succession 


THE BEST BATTLE TACTICS 


Phase 1: Produce your silver sword, and watch the flight path of the Witch, but don't attempt to 
strike her. She lobs projectiles that spawn into Archespores and Panthers, Face and cut these down 
continuously, until she starts Phase 2 of her attacks. 


Phase 2: Avoid her cauldron-spilling airborne attacks, and watch for her impenetrable bubble to disappear 
during these divebombs; as soon as the bubble has gone, hit her hard with Igni, Aard, your crossbow, 

ога bomb. She tumbles to the ground and separates from the broom, She now begins Phase 3 attacks. 
However, the broom seems sentient, and hops around, finally rejoining the Witch as she takes off again, 
forcing you to strike her from the air just like before. Combat this problem by concentrating all your attacks 
on the broom, as soon as it becomes separated from the Witch. Destroy the broom, so the Witch is left on 
the ground. It is worth noting (stressing) that the player should avoid the Witches heavy cauldron attacks, 
This attack staggers the player and the witch will use this time to get back on her broom. 


Phase 3: Once she is on the ground permanently, combat is both swift and unrelenting; dodge the 
revolting projectiles the Witch lobs, dodging around to slash at the stout foe when she waddles quickly 
towards you. Usual combat planning is necessary, but the fight is straightforward, Though there's no 
oven to shove this Witch into, Relict Oil (as offense) and Quen are useful (as defense), as well as a quick 
burst of lgni to put an end to her. 


ENEMY ATTACKS 


Loot: Blue Bean 


Sub-Species or Named Variants: Three Lite Pigs 
Environments: The Fablesphere (Land of a Thousand Fables). 


Specific Encounter: During Main Quest: Beyond Hi and 
Dale... (see page 138) 


VULNERABLE AGAINST 


The three litle pigs from the Land of а Thousand 
Fables were lefi for years without Anorius Vigo's 
supervision. During lin time, they went completely 


feral, transforming into three wild boars which 
‘attached anyone who dared approach their 
ruined home. 


Leave even a kind-hearted, warm, naively 
benign creature to fend for itself, and it 
won't remain so benign for long. Treat this 
battle with the Three Little Pigs in exactly 
the same manner as you would when 
facing Wild Boars: 


These piggies are able to maintain thelr 
‘speed throughout an entire fight, can knock 
you down, surround and harass lesser 
warriors, and act more erratically than 
other beasts. 


Dess cu E 
Afer the duke daughters grew up and the Land 
ofa Thousand Fates went feral, Longlocks, whose 
prince never came and who suffered greatly from her 
loneliness, decided to hang herself by her own braid 
After she died, her ghost stayed to haunt the cast in 
which she bad awaited ber suitor 


Loot: Yellow Bean 
Sub-Species or Named Variants: Longlocks (Banshee) 
Environments: Longlocks' Tower in the Fablesphere. 


Specific Encounter: During Main Quest: Beyond Hil and. 
Dalo... (ee page 338). 


VULNERABLE AGAINST 


ENEMY ATTACKS 
Longlocks has the following attacks and maneuvers to be aware ot 


RN We lcd arap ter mc eee, 4 

tower ceiling) and let out a scream that could wake the dead— iterally. This summons a group of five or more skeletal foes 
(and she is invulnerable for a few moments during and after the wai). Longlocks then heals while you're preoccupied with the 
skeletons (who are easily dispatched lke Bandits, or blown backward with Aard and stabbed while prone), 


Бине brum inci a sen nn инний ШАШЫН НЫННАН 
‘skeletons. Beware ofthis and dodge or roll away trom the sound wave. 


Dash Attack: If you're stunned, Longlocks bursts forward with great speed and performs a powerful melee attack; don't let this 
happen by avoiding the scream in the first place! 


Melee Combo: Expect some nasty clawing, which can strike you up to four times (usually three or four hits), These are quick 
‘and light, and can therefore be parried. She quickly floats backwards after each successful attack or counter that she performs. 


counter i you're successful with two or more melee attacks, Longlocks attempts a counter attack; а very quick spin that 
causes heavy damage, and pushes you (and her) away from each other. You're encouraged to strike twice before adjusting and 
striking again, so this is avoided. 


Resistances: The critical effects of Signs, Bombs, and bots do not affect Longlocks. She is slow, attempting to stay at medium. 
range and away from your attacks and only approaching when attempting a dash or melee combo strike, 


THE BEST BATTLE TACTICS 


Use Yrden to slow Longlocks down enough to dart in with a couple of hard-hitting, specter-oil-coated 
attacks, and whittle down her health until she starts her infamous Wail. As soon as the skeletal foes 

appear, defeat them as quickly as possible using fast attacks and knocking them over with Aard; this 
‘means Longlocks has fewer opportunity to heal herself, and you can continue this combat of attrition. 


Longlocks strafes, tries a melee attack, dashes away, tries the scream to stun you, then uses her dash 
attack if successful; then she begins this attack pattern again. If wounded, she stops this pattern and 
summons her bony brethren. When she does, remove the skeletal threats quickly, before attacking her 
with well-timed sword strikes once again. 


ente Running: These piggies wort usualy make a direct ine when charging towards you, b tea can cic or weave around bere charging wii hats They also ko 
they pass with their tusks, and continue to charge about, making them difficult to react to. Quen is useful protection under these circumstances. f 


. a 


tusk attack can knock you down. A swift dodge is necessary here. 


Mind Lng Stomp: I you're burning these piggies with no projectiles, hey tend vnn n a circe in a gti aged manne, Kicking their legs out These i-e strikes аво occur H you ÛY 
‘and strike a pig from behind (after the beast usually rears up). Obviously, avoid bladed attacks to а piggy's behind, and watch а squealing boar as it carens chaotically; dodge to avoid additonal + 


damage. 
THE BEST BATTLE TACTICS 


k 


‘As they maintain their speed throughout an entire fight, and are difficult to predict (they run to and from you constantly), you must be cautious so you're not 
surprised by a charge and gore that knocks you down. Expect to be surrounded and harassed. 


These piggies are susceptible to all Signs, bombs, and bolts. For those lacking finesse, you can quite easily single out a piggy, concentrate on killing it with 
hammering light attacks, before moving onto the next one. But the best idea is to approach them defensively (blocking and with Quen active), locating and 
isolating one, and then stunning it (Aard or Axii is useful here) and/or attacking from the front or the side. If you're surrounded, utilize crowd- control tactics 
(stunning or slowing these piggies with your preferred Signs or bombs) before resuming the “isolate and slay" plan. 


772 


ENEMY ATTACKS 


Geralt and Syanna met the Big Bad Wolf 
while he was nursing a nasty hangover 
and was not eager to cooperate. Yet since 
our heroes needed a bean which the wolf 
had, they forced him to act out his tale. 
And act out he did, performing a series of 
aggressive maneuvers akin to a Werewolf: 


The Му Bad Wolf once served ox a playmate to the 
dake deughers acting out scenes with а certain md 
Bored gr end her grandmother, bur asthe fable land 
slowly degenerated, so did he 


Loot: Red Bean 
‘Sub-Species or Named Variants: Big Bad Wott 
Environments: Grandmother's house, in the Fablesphere. 


Specific Encounter: During Main Quest: Beyond Hil and 
Dale... (see page 338) 


VULNERABLE AGAINST 


A Il | 


STAGE 1: VAMPIRE FORM: ENEMY ATTACKS 


Dettlaff exhibits the same level of initial ferocity that he did during your first encounter with him, during. 
Main Quest: Blood Run. Therefore, similar tactics apply: 


Dettlaff is inhumanely fast, and you should remain extremely cautious when fighting this Higher 
Vampire. With super-human speed and strength, he uses fog to literally disappear, and dash out of to 
claw with almost unmatched ferocity. This mist is also how he quickly changes position, almost faster 
than you can blink! 


Light Attack (Melee): Expect a light attack with his talons; there are three variations of this, and all are best parried. 
‘Strong Attack (Melee): Watch for a slightly slower, more pronounced strike with his talons. There аге three variations of this, 
and ай should be parried, or bette yet, countered so you can quickly deal damage back to him. 


Combination Attack (Melee): Expect a combination of three to five connected strikes, with two variations; usually from the 
flank, from behind, and appearing from the mist. You have lite time to react, so continuously parry, Failing that, roll or dodge 
just before the first strike connects. 


Short Dash Attack (Special: Watch for a fast dash attack, а rief transformation into mist, finishing with a second fast dash 
attack. Don't be coaxed into attacking after the first nt you'll slice through mist and miss him. Remain on the defensive 


Denlaff is а higher Vampire and one of the most Dash Attack (Special): А variation on the short dash finishes with а short stop before a strong slashing attack. This is a good 

terrifying creatures the world bas ever known Some place to retaliate, countering the strong final strike with one (or two) of your own. But don’t get greedy: he flees trom your 
Vampires of his sort live among men easily and Strikes with ease! 

inconspicuonaly Yet even the moat che Vampire 


Strong Uppercut Attack (Melee): Expect a strong attack with a flourish that can stagger you, leaving him moments to 


can be incredibly dangerous if provoked, and 
regenerate, thus increasing this battle and leaving you vulnerable. Blocking the strong attack is good; countering is preferable. 


Гений... Сено is far from civilized 
> Resistances: Dettaffis resistant to poison, bleeding, and Yrden, so employing any of these in battle is simply a waste of time. 


222 STAGE 1: THE BEST BATTLE TACTICS 


‘Sub-Species or Named Variants: Dettiatt, Blood Construct 


s EA IRE Staying patient and cool under the extreme speed and savagery exhibited by Dettlaff's Vampire Form 


is key to surviving this fight. Counter any of Dettlaff's attacks and wait until he attempts his stronger 
strikes. If you can counter them, you have a tiny window of opportunity to land a couple of strikes 
before the Beast vanishes or warps behind you to strike. 


Specific Encounter: During Main Quest Tesham Mutna (see 
page 348) 


VULNERABLE AGAINST 


Dettlaff is adept at parrying; he blocks all attacks from the front, and after three parries (or hits), he 
Я [ E g usually teleports behind you and counters. If you manage to strike him in the back, he dashes away, so 
Li as not to receive further punishment from you. Not only that, but he can regenerate up to 30 percent of 
his essence, usually while standing at range. 


Judicious use of Quen helps, not only to shield you but to shrug off any attacks you aren't quick enough 
to parry while you learn the timing to thwart this foe. Swig Black Blood to ensure any damage Dettlaff 
causes is partly reflected back at him, coat your silver sword in Vampire Oil to ensure each strike 
damages him as much as possible, and then fight back only after he finishes his strong attack. The 
battle may take a while, but it's the best way to remain in one piece and stop this higher Vampire, if 
only for a moment. 


‘Lunging Claw Strike: Should the Big Bad Wolf wish to close the gap. ît leaps from the 
round in your general direction, landing with а huge and vicious clawing swipe. Dodge this 
to avoid being struck and possibly stunned; watch and dodge just as the Big Bad Wolfs feet 
leave the ground, or as soon after as possible. Dodging away, diagonally backward, gives you 
the distance you need to avoid the landing and swipe. 


 Clawing and Double Clawing: At close and melee distances, the Big Bad Wolf tends to 
stand and swipe with his powerful claw. Or, he raises up both arms, and brings them down 
vertically with a double clawing move that is both highly-damaging and can stagger you, 
‘causing bleeding, Another timed dodge is required, usually when you see his arm (or both 
arms) raised up before the strike. There is a tiny opportunity to retaliate with your blades just 
after either claw attack, as the Big Bad Wolf recovers. 


THE BEST BATTLE TACTICS 


Yrden is of great use in avoiding the Big Bad Wolf's attacks, though his speed sometimes means he misses your circle of slowdown. Instead, employ Quen 
to shrug off the first attack the Big Bad Wolf inflicts; they are fast enough that you may not be able to parry or time attacks without being struck, Another 
good tactic is to cast Quen, and as soon as he claws at you and Quen pushes the beast back, retaliate with two or three fast attacks, possibly followed by an 


expertly timed Rend. 


When possible, use Igni. Setting the Big Bad Wolf aflame can force him to stay still long enough to score more vicious strikes (hopefully with critical hits), 
usually on his flanks. Fire, bleeding, and poison effects can be used to slow his regeneration. 


‘ground to avoid being struck. M o 
oS 
‘Regeneration: As combat continues, the Big Bad Wolf is able to regenerate vitality back, 
increasing the need to interrupt this and dish damage, so you aren't fighting a foe that ~ 
continuously heals! 


Мо Summoning Wolves: The Big Bad Wolf has no ability to summon wolves. Unless you 
10 Joss. Then he'll tell you otherwise. 


Explosive bolts for a crossbow can be useful for inflicting fire damage at greater range, should the Big Bad Wolf be at a distance. My, what muscular 


haunches he has! He won't for long, though! 


STAGE 2: TRUE FORM: ENEMY ATTACKS 


When you've removed around a quarter of Dettlaff's vitality, a grotesque 
transformation takes place, as Dettlaff reveal his true form! This fearsome 
flying enemy is essentially immortal, and so fights with no regard to his 
personal safety, and with a ferocity not previous encountered! When in 
the alr, he is impervious to any attack. In addition, watch for the following 
offensive maneuvers: 


‘Flight and Flying Dash: While airbome, he isn't able to be harmed, though he sometimes. 
executes а Flying Dash, striking you before he flies away again. It is during this attack that you. 
сап make û well-timed sword strike ог aard, igni, bolt, or bomb. Actually Igni and aard are best 
or bringing him down as they require the least perfect timing of all available options interrupting 
the dash and bring Detlff to the ground, one of only to opportunities to strike him. 


‘Teleport: He is able to teleport short distances; keep an eye on where he is at ай times so you 
aren't slaughtered from the flanks or rear. 


Dive Attack: Using his massive wings to raise himself up and out of your reach, he flaps 
up, then brings himself down with a mighty pummeling ground strike that can hit hard and 
possibly stagger, However, he requires some time to recover from this dive and is vulnerable. 
on the ground. 


‘Swarm Attack: A massive swarm of bats is conjured and thrust towards you, damaging and 
staggering you. Just гой, dodging is not sufficient for this attack to avoid this. 


‘Traps: After Dettaff recovers from an attack, he conjures a revolting, oil-like trap that can 
‘severely impede your movement. He uses a special Dive Attack to hammer you while you're 
prone, so avoid the Traps whenever possible by remaining mobile, and don't get too greedy 
when striking bean during his recovery. 


Resistances: Detlaff's True Form is immune to burning (gni and weapons), stuns, binding, 

and . I he's flying, he dodges or reflects any bombs or crossbow bolts you may try to strike. 
him with. When he's recovering from a strike, he can send you flying backward, knocking you 
‘over, so get in with strikes and retreat quickly. 


STAGE 2: THE BEST BATTLE TACTICS 


Put your projectiles away when Dettlaff is airborne, as you cannot harm 

him when he's flying. The only times he is susceptible to harm is at the 

end of his Dive Attack (he lands on the ground, and is vulnerable for a 
moment), and during the Flying Dash (where this attack can be interrupted, 
and Dettlaff brought to the ground). Signs are best employed here, though 
bombs work too. Then whittle Dettlaff's health down with two or three 
strikes before backing away, out of the range of the trap he conjures, and let 
him fly away. Then begin the tactic anew. 


STAGE 3: BLOOD CONSTRUCT (FINAL FORM): 
ENEMY ATTACKS 0 


At around one third vitality, after you've successfully clipped Dettat's 

this horror wraps himself up completely in a revolting cocoon of blood. 
Quickly sculpting an encased arena from gore and flesh, supported by three 
vein columns that pump blood into the cocoon hanging from the middle ~ 

of this atrocity. A doppelganger of Оена! is also conjured, made from the 
blood and sent to fight in Dettlaff's stead. 


An Idiot Construct: The Blood Construct is a magical being formed from the blood and 
willpower of Dettlaff It does not possess any intelligence of its own, and exists only to kill you, 
Expect a constant barrage of attacks with itle time to rest. a. 


‘Melee Strike (one hit, six variations): A quick single attack that is damaging, and can be 
трапе or dodged. You can retaliate afterward, but as the construct shouldn't be the focus of 
your fighting (aside from getting rid of t momentarily), think of all these attacks as a hindrance 
vo your main goal, 

Combo Strike (four variations): A series of attacks, inflicting damage up to four times in a 
single combination. These can be parried or dodged. 


Dash Attack: A sliding strike that can be interrupted or countered, allowing you to stun 
the construct for a few moments; only of the best ways to quickly remove yourself from its 
‘lutches to deal with the real solution to your problem. 


Flying Attack: Once you dispel the Construct with your attacks, it reappears near Geralt, 
applying a knockdown. Dodge away from is landing spot, or take a chance at hitting it to 
remove a small amount of is health. 


Resistances: The construct is immune to any critical attacks, and can easily parry your. 
‘sword strikes. It also revives itself each time you Kil it, making it effectively immortal 


STAGE 3: THE BEST BATTLE TACTICS 


The three columns resembling veins, which pump blood into Dettlaff's. 
cocoon, аге the main focus of your attacks: Make sure you are slicing, 
blasting, or bombing these stationary targets as quickly and as often as 
possible. Waylay the Blood Construct by using Yrden, quickly maneuvering 
around the flesh arena, and use ranged attacks at the flesh columns so you 
don’t need to physically move to each опе. Treat the Blood Construct as 
you would Dettlaff in Phase One of this battle, but know that you can never 
defeat this golem; though removing it temporarily before it reforms allows. 
a few seconds of uninterrupted flesh-column removal! When all three flesh 
columns are removed, Detttaff finally yields, 
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Places of Power are stone monuments marked with one of the Signs used by Witchers to combat теп and monsters. Drawing magic from these places grants а 
boost to your Ability Points (increasing by 1) the first time you interact with each monolith, If you come back to a Place of Power and draw from it again, you receive a 
temporary enhancement to the Sign that is marked on the monument. 


The real boon to Places of Power is that they grant this additional Ability Point, 
which can be spent on new or existing rankings of Abilities (also known as THER 
Skills") immediately. So it's worth going out of your way to find all 30 Places 
of Power across the Northern Realms as early as you can, just to have an 
advantage earlier in your adventuring 


PLACES OF POWER 


Location 


HT PLACE AT THE RIC 


IT TIME 


The Places of Power are dotted throughout five realms (and one off-world location). 
Ве warned though; some Places of Power are only accessible during specific quests, 
and cannot be accessed before or afterward! 


2 
2 
8 


~ 91-18-1815 


1. CACKLER BRIDGE (QUEN) 2.622 
Map Location Page: 620 Quest Specific? No 
Quest Specific? No Cross the bridge heading southwest from the Ransacked Village, or head east 


from the Abandoned Village to a wooded area where a Bear is prowling. It's wise 


A pack of Ghouls have gathered near this monolith, which is east and a to slay this beast before drawing power. 


little north from Cackler Bridge. Their Monster Nest is nearby, though it isn't 
necessary to destroy it to access the monolith 


3. BROKEN BRIDGE (QUEN) 4. SAWMILL (AXII] 

Map Location Page: 622 Map Location Page: 622 

Quest Specific? No Quest Specific? No 

Due south of the Broken Bridge is the trail to the Griffin's nest you uncover From the Sawmill, journey northwards along the road before veering off into the 
during Main Quest: The Beast of White Orchard. Find the nest, continue south, low scrub and bushes to an area of standing stones guarded by a Wraith. Defeat 
and find the monolith among the beech trees. this specter before drawing power. 


5. WHITE ORCHARD CEMETERY (IGNI) 
Map Location Page: 623 
Quest Specific? No 


From the Mill, across the river and north of Woesong Bridge, head north to the 
small chapel and White Orchard Cemetery. A Wraith awaits you here. Dispatch it 
before drawing the power from the monolith. 


2 


6. WHITE ORCHARD CEMETERY (NORTH) (AARD) 
Map Location Page: 625 


Quest Specific? No 


From the Mill, head north to White Orchard Cemetery, then continue north 
through the forest and up a slope to a wooded shrine of standing stones. Beware 
of a Ghoul nest nearby, 


TVETENTNO MAN'S LAND) 


7. LORNRUK (QUEN) 
Map Location Page: 625 
Quest Specific? No 


‘At the northwest tip of Velen by the Lornruk lighthouse, take the steep slope by 
the signpost down to the water's edge, watching for Drowners. The monolith 
stands above a secret cave entrance into the lighthouse. 


9. FRISCHLOW (AARD] 
Map Location Page: 638 


Quest Specific? No 


South of Lake Wyndamer in The Mire is the haunted village of Frischlow. Head 
south from here, into the flat floodplan on the edge of this territory, to a lonely 
monolith in the marsh. 


8. DUEN HEN [ELVEN RUINS) (YRDEN) 
Map Location Page: 638 
Quest Specific? Yes 


During Main Quest: Wandering the Dark, once you're about to leave the Elven 
Ruins and Secondary Quest: Magic Lamp is active, climb to the passage left of 
the hidden elven sanctuary, between there and the Golem chamber. 


10. ANCIENT OAK (IGNI) 
Map Location Page: 641 


Quest Specific? No 


The most prominent landmark in Crookback Bog is the Ancient Oak southeast 
of The Orphans of Crookback Bog. Just west of the Ancient Oak signpost is the 
monolith itself, on the rocks below the great tree, 


| 
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11. DRAGONSLAYER'S GROTTO (YRDEN] 
Map Location Page: 640 
Quest Specific? No 


Head up the steep rock hillside east of the Grotto, or take the winding path 
(with jumping and grabbing required) northwest of Downwarren to the monolith 
perched atop the rocky promontory, What a view! 


12. ROAD TO BALD MOUNTAIN (QUEN) 
Map Location Page: 641 
Quest Specific? ves 


During Main Quest: Bald Mountain, after scaling the mountain itself and 
defeating the mighty Imerith of the Wild Hunt in combat, this monolith is visible 
during your ascent, just before (or after) facing this foe. 


13. ELECTOR SQUARE (IGNI) 
Map Location Page: 646 
Quest Specific? No 


On Temple Isle in Novigrad City, head northeast from Elector Square signpost, 
heading through battlements of the watertowers to the square itself, moving 
around the edge of the Temple of Eternal Fire to this promontory. 


14. ALNESS (AXII] 
Map Location Page: 656 
Quest Specific? No 


Southeast of Alness, or north of the Vegelbud Residence is a trail up to a large 
rocky hill with a number of protruding boulders. Leap the gap as you reach the 
summit of this hill, with the monolith perched at the edge of it. 


15. ARD SKELLIG: WRECK OF THE ATROPOS HAN 
Map Location Page: 665 


Quest Specific? Мо 


When you first land on Skellige after the rough sea crossing, check the initial 
beach for the remains of the Atropos (the ship you traveled on before the pirate 
attack). Watch for Sirens if you return here (the nearest Signposts are Crossroads. 
and Rannvaig). 


16. ARD SKELLIG: KAER TROLDE KEEP (QUEN] 
Map Location Page: 664 


Quest Specific? Yes 


Deep within the keep atop the mountain at Kaer Trolde is a secret underground 
escape tunnel, which is accessed during Secondary Quest: King's Gambit. Find it 
just after the wine cellar catches fire, and you escape with Cerys. 


17. ARD SKELLIG: ANCIENT CRYPT (IGNI) 
Map Location Page; 672 


Quest Specific? ves 

Enter the Ancient Crypt along the north coast of Ard Skellig during Main Quest: 
The Sunstone with Philippa Eilhart. The monolith is in these Elven catacombs, 
close to the first huge elven statue in the initial large cavern. It can be accessed 
after the quest, too. 


19. ARD SKELLIG: DRUIDS’ CAMP [YRDEN] 
Мар Location Page: 674 
Quest Specific? No 


In the woods just above the Druids’ Camp (over on the western side of Ard 
Skellig) is an easy-to-spot monolith. Gather the power from it, ideally during 
Main Quest; Echoes of the Past. 


21. AN SKELLIG: YNGVAR'S FANG (QUEN) 
Map Location Page: 675 


Quest Specific? Мо 


Though it's wise to start Secondary Quest: The Path of Warriors first, you can visit 
the Trail to Yngvar's Fang, and carefully ascend the insanely treacherous path 
(detailed in the quest) all the way to the misty summit of Yngvar's Fang itself, 
where the monolith hums. 


18. ARD SKELLIG: NORTH OF REDGILL (AARD) 
Map Location Page: 673 
Quest Specific? No 


Head north up the coastal path from Redgill, along the western edge of Ard 
Skellig. Fight Harpies, and watch for a terrifying Cyclops lurking in the clifftop 
ruins. Explore the ruins, climbing up to an interior grotto and monolith. 


20. ARD SKELLIG: HOLMSTEIN PORT [AXII} 
Map Location Page: 667 


Quest Specific? No 


Along the southwestern shoreline, southeast of Wild Shore itself, and north of 
Holmstein Port, is a large boulder and rubble scree (and cave with farting trolls 
within). Take the trail across the mountains from Holstein Port for easy access. 


22. SPIKEROOG: SVORLAG (IGNI) 
Map Location Page: 680 


Quest Specific? No 


It's recommended (but not mandatory) you start Secondary Quest: Possession, and 
visit Spikeroog to help out Cerys, Take the uphill path northwest of Svorlag, past 
the Abandoned House, to а high mountain plateau where the monolith stands, 
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23. FAROE: HARVIKEN [YRDEN] 

Map Location Page: 677 

Quest Specific? No 

Visit the isle of Faroe, take the trail heading west from Harviken, and at the initial 


junction, take the left path. It winds up a forest trail to a shrine to Hemdall. The 
‘monolith is just right of the shrine. 


24. RUINED WATCHTOWER [IGNI] 
Map Location Page: 687 


Quest Specific? Yes 


During Main Quest: The Final Trial, as you and Lambert explore the northern edge 
of Kaer Morhen, after successfully navigating the troll cave (with the three rock 
trolls), stop at this monolith before reaching the Circle of Elements. 


S 


25. DARK VALLEY (AARD) 
Map Location Page: 684 
Quest Specific? Yes. 


Locate this most lonely of monoliths during Main Quest: Through Time and 
Space. After being separated from Avallac'h, explore the Dark Valley; the 
promontory just after you start to hold your breath hold this stone. 


W 26. ARTHACH PALACE RUINS [YRDEN) 
Map Location Page: 690 


Quest Specific? No 


Trek to the Hanse at the northern-most point of Toussaint in the Vedette Valley. 
The massive outlaw stronghold doesn't need to be visited; skirt to the east, to a 
‘secondary elven ruins іп the swamp, and a plant-covered stone 


W 27. FORT USSAR RUINS (IGNI) 
Map Location Page: 697 
Quest Specific? No 


Over on the far eastern side of Toussaint in The Champs Desoles Territory is a 
Slyzard eyrie. However, you don't need to slaughter these fire-breathing foes; 
simply drop to a small cave entrance below their nest to find the stone. 


W 29. HEN GÀIDH LAKE PROMONTORY [AARD] 
Map Location Page: 703 


Quest Specific? No 


Southeast of the Seidh Llygad Amphitheater, and west of the Hortense Estate in 
Caroberta Woods Territory, at the far southern shore of the lake, is a stone on а 
promontory, close to the hidden entrance to the Unseen Elder Vampire's lair, 


28. ALBERTUS GROTTO (AXII] 
Map Location Page: 702 


Quest Specific? No 


North of the Rioux-Cannes Outpost, west of Beauclair in the Gorgon Foothills 
territory is an unmarked cave entrance (and Monster Den) below Duchaton Crest, 
called Albertus Grotto. Fight Kikimore Workers and Warriors inside this cave, 
where the stone is. 


UI 30. TERMES PALACE RUINS (QUEN) 
Map Location Page: 712 


Quest Specific? No 


In southeast Toussaint, in the Caroberta Woods Territory, is an old elven ruins 
known as Termes Palace. Locate the steps shown, climb through the waterfall, 
turn right and smash а loose wall with Aard to reach a hidden room with 

the monolith 
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e adve , Geralt of Rivia has a number of ‘opportunities to polish more than his steel sword of an evening. There are a number of women that can be wooed 
into a night of passion. But how many? Who? And where? Glad you asked: The following are the times, quests (where appropriate), and ladies you can spend a 
romantic evening, or a rutting session, with. They are listed in the order you can "access" them. Any stipulations are listed in their appropriate quests. 


#1: BERTHA 

OF CRIPPLED 
KATE'S 

Visit Crippled Kate's 
brothel in Novigrad and 
tell the Madame you 
want to spend time 
with one of her girls 
(marked on your mini- 
map with hearts). Pick 
the buxom Bertha and pay her 20 crowns. With any luck, you might try riding 
below the crupper. 


43: SUZY OF 
CRIPPLED 
KATE'S 

Visit Crippled Kate's 
brothel in Novigrad 
and tell the Madame 
you want to spend 
time with one of her 
girls (marked on your 
mini-map with hearts), 
Choose the slightly standoffish Suzy to help massage "little Geralt.” 


#5: 

NARCISSA ОЕ 
PASSIFLORA 
Visit the Passiflora 

in Novigrad and tell 
Marquise Serenity you 
want to spend time 
with one of the girls 
(marked on your mini- 
map with hearts). Pick 
the saucy Narcissa and pay her 40 crowns, before trying to grope for trout in a 
peculiar river. 


#7: KEIRA 
METZ 

At the end of 
Secondary Quest: 

A Favor for a Friend. 


#9: 
YENNEFER OF 
VENGERBERG 
(FIRST 
ENCOUNTER] 
At the end of Main 
Quest: The King is 
Dead – Long Live the 
King, on a unicorn. 


#2: MERCIA 

OF CRIPPLED 
KATE'S 

Visit Crippled Kate's 
brothel in Novigrad and 
tell the Madame you 
want to spend time with 
one of her girls (marked 
оп your mini-map with 
hearts). Choose the 
veteran lady of the night Mercia to pet your white wolf, 


#4: AMRYNN OF. 
PASSIFLORA 
Visit the Passiflora 

in Novigrad and tell 
Marquise Serenity you 
want to spend time with 
‘one of the girls (marked 
оп your mini-map with 
hearts), Choose the 
elven Amrynn and hand 
her 40 crowns to spend a few hours exploring a different kind of white orchard 


#6: VIOLA OF 
PASSIFLORA 
Visit the Passiflora 

in Novigrad and tell 
Marquise Serenity you 
want to spend time with 
опе of the girls (marked 
‘on your mini-map with 
hearts). Locate the 
vivacious Viola and pay 
her 40 crowns to take a turn among the cabbages. 


#8: TRISS 
MERIGOLD 
At the conclusion of 
Secondary Quest 
Now or Never. 


#10: 
YENNEFER OF 
VENGERBERG 
{SECOND 
ENCOUNTER) 
During Main Quest: 
No Place Like Home 


#11: JUTTA #12: MADAME 
AN DIMUN SASHA 
At the end of At the conclusion of 
Secondary Quest: Secondary Quest: 
Iron Maiden. Gwent: High Stakes, 
though Gwent cards are 
lost in the process. 
#13: SHANI ma: 
At the conclusion COURTESAN 
of Hearts of Stone: #1 OF THE E 
Secondary Quest: BELLES OF 
A Midnight Clear, BEAUCLAIR 
after some wooing on Visit this House of 
Miller's Lake. Pleasure in Beauclair 
Docks and tell the. 
Madame you want to 
spend time with one of the girls (marked on your mini-map with hearts). Seek 
out this lady who's tired of all the Witcher role-play. However, you're here to 
bulge the back of the old onion bag; pay her 20 crowns for the opportunity. 
#15: #16: 
COURTESAN COURTESAN 
#2 OF THE #3 OF THE 
BELLES OF BELLES OF 
BEAUCLAIR BEAUCLAIR 
Visit this House of Visit this House of 


Pleasure in Beauclair 
Docks and tell the 
Madame you want to 


Pleasure in Beauclair 
Docks and tell the 
Madame you want to 


spend time with one of the girls (marked on your mini-map with hearts). Head spend time with one of the girls (marked on your mini- map with hearts). Find this. 

upstairs to this rather direct woman (though she's paid to say it) Give her 20 particular strumpet and pay her 20 crowns. You're initially a bit stiff, but she's 

crowns and she'll have you fishing for kippers in no time. here to help you relax; so taking the bald-headed gnome for a stroll in the foggy 
А forest is definitely оп the cards. 

#17: SYANNA #18: WEAVESS 

After you've pulled Just kidding, Weavess $ 

out the beans at the is most definitely NOT 

end of Blood and Wine available for this type of 

Main Quest: Beyond activity. Geralt prefers 

Hill and Dale. his sorceresses to be a 

with Syanna floating lot less warty. 


through clouds in the 
Fablesphere. 


GWENT: A COMPLETE CARD,CHECKLISM 


The following pages detail every single Gwent card you can collec throughout your adventure. The star (9 ) at the upper right of certain cards indicates that the card is powerful, and we recommend 
‘that you obtain it as early as possible. At the end of this list is a table with all this information amalgamated. Cards marked with this symbol |, тау be randomly available from the innkeeps in 
Toussaint. Their selection changes throughout the game. 


SPECIAL CARDS (13) 


^ (m 


& тл} | menm | 
5 B 3 d 


DECOY DECOY COMMANDERS COMMANDERS COMMANDERS 

Purchased from Purchased from Trader Purchased from HORN HORN HORN COMMANDERS 

Trader (20 Crowns), (20 Crowns) Velen Trader (20 Crowns), Purchased from Trader Purchased from Trader Purchased from Trader HORN 3 

‘White Orchard, Elsa, (Crow's Perch), The Novigrad (Gustfields), (10 Crowns), Velen (10 Crowns), Novigrad (10 Crowns), Novigrad 

Innkeeperess of White Quartermaster, Barons Ie Innkeep at Seen (Mudplough),Innkeep City (Gildor), Marquise (Oxenfurt City), Stjepan Purchased from Trader 

Orchard Tavern. Store, Crows Perch. Cats Inn at the In at the Serenity at Passiflora. the nkeep, at the (10 Crowns), Novigrad 
Crossroads Alchemy Inn. (Gusttields), The 


Elven Merchant of the 
Traveling Circus Camp 
(outside Carsten). 
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— Сі 


SCORCH SCORCH SCORCH w 
CCC MARDROEME _ MARDROEME  MARDROEME 
(Grassy Knoll), The (Ard Stel Jonas e Skelige (An Stel. Base Deck (Blood and Won from the Herbalist Won rom the Madame, 
Innkeeper at U Inkeop ofthe New The Innkeep of Urialla ne) You start with this atthe Herb Store, near atthe Belles of 
the Goose, Port Inn, Kaer Trolde Harbor. card once you meet Count — Metinna Gate, Beauclair. Beauclair - House 
Harbor. Monnier at the beginning of of Pleasure, near 
Gwent Quest: To Everything Beauclair Port. 
= Turn, Turn, Tournament!. 


WEATHER CARDS (15) 


- 


. 
==] 


BITING FROST BITING FROST BITING FROST IMPENETRABLE IMPENETRABLE IMPENETRABLE TORRENTIAL 
Base Deck, Geralt of Base Deck, Geralt of Won trom a Gwent FOG FOG FOG RAIN 
Rivia (You), You start Rivia (You), You start Player. Reward for Base Deck, бегай of Base Deck, Geralt of Won from a Gwent Player. — Base Deck, Geralt of 
with this card with this card. beating an opponent Rivia (You), You start with Rivia (You), You start with — Reward for beating an Rivia (You), You start 
(random). this card. this card. opponent (random). with this card. 


pete 
[a 


СА en 7 
e ж) 
— — 1 dem 1 665 { * 
paene I^ "aw. — — — 
TORRENTIAL TORRENTIAL CLEAR CLEAR. CLEAR. тг - Low sk - 
- ЧУ) SKELLIGE ЧУ SKELLIG 

RAIN RAIN WEATHER WEATHER WEATHER STORM. STORM GE 
Base Deck, Geralt of Won from a Gwent Base Deck, Geralt of Base Deck, Geralt of Won from a Gwent T > 
with this card. beating an opponent with this card. with this card. beating an opponent e e 


(random). 


NEUTRAL CARDS (16) 


А 
E 
E 


W | сг po 


— DÀ MR . 
mA cina s E cu 

UW SKELLIGE “WF GERALT OF RIVIA TEY CIRILLA FIONA ELEN UF YENNEFER OF VENGERBERG 

STORM ‘Velen (Troll Cave northwest of Hanging Man's Tree) RIANNON Novigrad (Oxenturt City), Gwent Quest: Playing 

Won from the Butcher, Gwent Quest: Playing Thaler, won from Thaler the Novigrad (Grassy Knoll), Gwent Quest: Big City Innkeeps, won from Stjepan the Innkeep, at the 

at the Butcher's Shop, erstwhile Shoe Peddie e end of Secondary Players, won from the Scola Tael Trader of Novigrad Alchemy inn 

near Beauclair Port. Quest: A Deadly Plot. Forest (west of Farcomers, in woods). 


— 2 ees) Es CS" 
WY TRISS MERIGOLD VIG! VILLENTRETENMERTH UF vrstMIR WY OLGIERD 
Novigrad City (The Bits), Gwent Quest: Old Pals, won Won from a Gwent Player, Reward for beating an Novigrad City (Hierarch Square), Gwent Quest: Big VON EVEREC 
from Lambert at the Nowhere Inn (or Kaer Morhen). opponent (random). City Players, won from Vimme Vivaldi, the Dwarven Won from a Gwent 
Banker of Hierarch Square. player, Novigrad 


(Oxenfurt City), Reward. 
for beating Shani, at her 
Clinic in Oxenturt 


VIT GAUNTER 
ODIMM 
DARKNESS 
Purchased from Trader 
(20 Crowns), Novigrad 
(Gustfields), The Elven 
Merchant of the Traveling. 
Circus Camp (outside 
Carsten), or won from a 
‘Gwent Player, Novigrad 
(Oxenfurt City), Main Quest: ы ым 
Open Sesame (Part 1), 

reward for beating Hilbert 


EB BL 


WY ZOLTAN CHIVAY VET EMIEL REGIS ROHELLEC 


the Auction Bidder at Borsodi Auction House. 

Reward for beating Aldert Geert (Gwent scholar) in TERZIEFF GAUNTER 

the White Orchard Tavern (or found at the Tavern if Won from а Gwent Player, Reward for beating an O'DIMM: 

you miss him). ‘opponent (random). DARKNESS. 
Purchased from Trader 
(20 Crowns), Novigrad 
(Gustfields), The Ofien 
Merchant of Upper Mill 
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VIS DANDELION 


Ie erm | 


Novigrad (Gustfields), Secondary Quest: A Matter 
of Life and Death, won from Sir Marius Florin, the 
Gwent Players of Vegelbud Estate. 


EREDIN: KING 
OF THE WILD 
HUNT 

Pick any weather card 
from your deck and 
play it instantly 

Base Deck, Geralt of 
Rivia (You), You start 
with this car. 


U MONSTERS DECK: UNIT CARDS (41) 


DRAUG 

‘Skellige (Ard Skellig), 
Gwent Quest: Gwent: 
‘Skellige Style, won 
rom Crach an Craite of 
Kaer Trolde. 


EREDIN: 
COMMANDER OF 
THE RED RIDERS 
Double the strength of ай 
your Close Combat units 
(unless a Commander's 
Hom is also present on 
that row) Purchased 
from Trader (50 Crowns), 
Skelige (Ard Skelig), 
Jonas the Innkeep of 

the New Port Inn, Kaer 
Trolde Harbor 


IMLERITH 
Won from a Gwent 
Player, Reward for 
beating an 
‘opponent (random). 


VIS MYSTERIOUS ELF 

Skellige (Ard Skellig), Gwent Quest: Gwent: Skellige 
Style, won from Gremist the Chemist, Druid of Gedyneith. Picked up (loose card), Novigrad (Gustfields), Found in 
the upper loft of the main bam building of Brunwich. 


EREDIN: 
DESTROYER OF 
WORLDS 

Discard two cards and 
draw one card of your 
‘choice from your deck. 
Novigrad City (Gildor, 
Secondary Quest: 

High Stakes, won from 
Count Tybalt the Gwent 
Player, during quest. 


LESHEN 


Skellige (Ard Sten 
Gwent Quest: Gwent: 
Skellige Style, won 
from Ermion the Druid 
of Kaer Trolde. 


EF COW AND BOVINE DEFENSE 
FORCE) 


BRINGERoF ET EREDIN 
BREACC GLAS: 

DEATH THE 

Restore a card from "1 
TREACHEROUS 

your scar De Your passive, doubles the 


strength of all spy cards 
affects both players) 
Purchased from Trader. 
(60 Crowns), Novigrad 
(Gustfields), The Обет 
Merchant of Upper Mill 


Velen (Spitfire Bluff 
Gwent Quest: Velen 
Players, won from 
Haddy the Card Prodigy 
of Midcopse, at quest 
completion. 


Tm 


тт EARTH 

D; 
тоа ELEMENTAL 
Player, Novigrad тоза йти 
(Oxenfurt City), Trader (20 Crowns), 
Faneri br beig Skellige (Ard Skelig) 
Olgierd von Everec, at Jonas the Innkeep of 
the Alchemy Inn. the New Port Inn, Kaer 

Trolde Harbor, 


FIEND 
Purchased from 
Trader (20 Crowns), 
Skellige (Ard Skellig), 
The Innkeep 

of Arinbjor. 


FIRE 


ARACHAS 
ELEMENTAL BEHEMOTH 
Won from a Gwent Won from a Gwent 
Player, Reward for Player, Reward for 
beating an beating an 


‘opponent (random). 


‘opponent (random), 


WEREWOLF 


GRIFFIN 
Won from а Gwent Purchased from Trader 
Player, Reward for (20 Crowns), Skellige 
beating an (An Skellig The 
‘opponent (random). Innkeep of 

пайа Harbor. 


ARACHAS 
Purchased from Trader 
(20 Crowns), Skellige 


ARACHAS 
Purchased from Trader 
(20 Crowns), Skelige 


(Ard Skelllg), The (An Skellig), The 
покер of Arinbjom. Innkeep of 
пайа Harbor. 


ENDREGA 
Won from a Gwent 
Player, Reward for 
beating an 
‘opponent (random). 


HARPY 
Purchased from 
Trader (20 Crowns), 
Skelige Faroe), The 
Innkeep of Harviken. 


BREWESS 

Won from a Gwent 
Player, Reward for 
beating an. 
‘opponent (random), 


FRIGHTENER 
Won from a Gwent 
Player, Reward for 
beating an 
‘opponent (random), 


ARACHAS 
Purchased from Trader 
(60 Crowns), Skelige 
(Spikeroog), The 
Innkeep of бусад, 


WEAVESS 

Velen (The Descent), 
‘Gwent Quest: Velen 
Players, won from The 
Old Sage of Benek. 


ICE GIANT 
Purchased from Trader 
(10 Crowns), Skelige 
(Spikeroog), The Innkeep 
ot Svorlag. 


VAMPIRE: 
EKIMMARA 
Purchased from Trader 
(20 Crowns), Skellige. 
(Spikeroog), The 
Innkeep of Svorlag. 


WHISPESS 
Purchased from Trader 
(20 Crowns), Skellige. 
(Ard Skellig), The 
Innkeep of Arinbjorn. 


GRAVE НАС 
Won from а Gwent 
Player, Reward for 
beating ал 
opponent (random). 


VAMPIRE: 
FLEDER 
Purchased trom 
Trader (50 Crowns), 
skelige (Faroe), The 
Innkeep of Harviken. 


ات 


FORKTAIL 
Won from a Gwent 
Player, Reward for 
beating an 
opponent (random). 


VAMPIRE 
КАТАКАМ 

Skellige (Ard Skellig), 
Gwent Ouest: Gwent 
Skelige Style, won from 
Jarl "Madman" Lugos of 
Kaer Muire (or Kaer Trolde). 


VAMPIRE: 
GARKAIN 
Won from a Gwent 
Player, Reward for 
beating an 
‘opponent (random), 


PLAGUE 
MAIDEN 

Won from a Gwent 
Player, Reward for 
beating an 
‘opponent (random). 


GWENT CARD 
COLLECTING 
BW) Hos] 


BOTCHLING 


Purchased from 
Trader (10 Crowns), 
Skellige (Ard 5ке), 


Jonas the Innkeep of 
the New Port Inn, Kaer 
Trolde Harbor. 


VAMPIRE: BRUXA 
Novigrad (Gustfields), 
Secondary Quest: A Matter 
of Life and Death, won tro 
Count Gomo Seeling, 
Gwent Players of Vegelbud 


Estate. Y ORasa 
reward from the garden 
chest, during Blood and 
Wine Secondary Quest: Till 
Death Do You Part 


COCKATRICE GARGOYLE CELAENO FOGLET WYVERN 

Won from a Gwent Won from a Gwent HARPY Purchased from Won from a Gwent 

Player, Reward for Player, Reward for Won from a Gwent Trader (10 Crowns), Player, Reward for 

beating an beating an Player, Reward for Skellige (Spikeroog), beating an o 

‘opponent (random). ‘opponent (random), beating an The Innkeep of Svorlag.  pponent (random), 
‘opponent (random). 
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NEKKER 


Farde, Secondary Quest: 


Following the Thread, 
found on the corpse of 
Hammond the Skeliger 
during this quest. 


Cs 
EMHYR VAR 
EMREIS: HIS 
IMPERIAL 
MAJESTY 

Pick a Torrential Rain 
‘card from your deck 
and play it instantly. 
Base Deck, Geralt of 
Rivia (You), You start 
with this card, 


— 
NEKKER. 
Purchased from 


Trader (10 Crowns), 
Skellige (Faroe), The 
Innkeep of Harviken. 


EMHYR VAR 
EMREIS: THE 
EMPEROR OF 
NILFGAARD 
Look at three 
random cards trom 
your opponent's hand. 
Purchased from 
Trader (50 Crowns), 
Velen (Mudplough), 
Innkeep at the Inn at 
the Crossroads. 


ITI 


NEKKER 

Won from a Gwent 
Player, Reward for 
beating ап 
opponent (random) 


EMHYR VAR 
EMREIS: THE 
WHITE FLAME 


Cancel your opponent's 


Leader Ability 
Skellige (Ard Skellig), 
Gwent Quest: Gwent 
Skellige Style, won 

from Jarl “Madman” 


Lugos of Kaer Muire (or 


Kaer Trolde), at quest 
completion. 


GHOUL 
Purchased from 

Trader (10 Crowns), 
Skelige Faroe). The 
Innkeep of Harviken. 


2 
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EMHYR VAR 
EMREIS: THE 
RELENTLESS 
Draw a card from your 
opponents discard pile. 
Novigrad City (Gildorf 
Secondary Quest: 

High Stakes, won from 
Madame Sasha the 
Gwent Player, 

during quest 


v NILFGAARDIAN EMPIRE: UNIT CARDS (37) 


GULET 

Velen (The Miro) 
Gwent Quest: Velen 
Players, won from The 
Boatwright о! Oreton. 


MENNO 
COEHOORN 


Velen (Mudplough), 
Gwent Quest: Playing 
Innkeeps, won from 
Innkeep at the inn at 
the Crossroads. 


MORVRAN 
VOORHIS 
Novigrad City 
(Gildor), Gwent Quest: 
Big City Players, won 
from Marquise 
Serenity, Passiflora. 


TIBOR 
EGGEBRACHT 
Novigrad City (Hierarch 
Square), Gwent Quest 
Playing Innkeeps, won. 
from Olivier the innkeep 
at The Kingfisher inn. 


GHOUL 

Won from a Gwent 
Player, Reward for 
beating an 
‘opponent (random), 


UF EMHYRVAR 
EMREIS: INVADER 


OF THE NORTH 


Abilities that restore a unit 


to the battlefield restore 
a randomly-chosen unit. 
Affects both players. 
Purchased from 

Trader (70 Crowns), 


Novigrad (Gustfields), The 


Elven Merchant of the 
Traveling Circus Camp 
(outside Carsten), 


BLACK 
INFANTRY 
ARCHER 
Purchased from Trader 
(50 Crowns), Velen (The 
Descent), The Merchant 
of Lindenvale. 


сеси 


GHOUL 
Won from a Gwent 
Player, Reward for 
beating an 
‘opponent (random), 


HEAVY 
ZERRIKANIAN 
FIRE SCORPION 
Purchased from Trader 
(50 Crowns), Velen (The 
Descent), The Merchant 
of Lindenvale. 


STEFAN 
SKELLEN 


Won from a Gwent 
Player, Reward for 
beating an 

‘opponent (random), 


SHILARD FITZ: ASSIRE VAR 


OESTERLEN ANAHID 

Won from a Gwent Won from a Gwent 
Player, Reward for Player, Reward for 
boating an beating an 
‘opponent (random) ‘opponent (random). 


ar ЧЕ o 
Nom tre co ca EIL 


ZERRIKANIAN — YOUNG 

FIRE SCORPION — EMISSARY 

Purchased from Trader Purchased from Trader 

50 Crowns), Velen (20 Crowns), Novigrad 

ws Perch), Trader, (Grassy Knol), The 

Crows Perch Vilage. Innkeeper at Cunny of 
the Goose 


MORTEISEN ROTTEN 
Purchased from Trader MANGONEL 
(10 Crowns), Velen Won from a Gwent 
(Spitfire Bluff The Player, Reward for 
Merchant of Midcopse. beating an 


‘opponent random), 


ALBRICH SWEERS 

Purchased from Trader Purchased from Trader 
(10 Crowns), Velen (10 Crowns), Velen (The 
(Crow's Perch), Trader, Mire), The Merchant 
Crows Perch Village. of Claywich (after 


rescuing him). 


FRINGILLA VIGO 
Novigrad City (Harborside 

and Glory Lane), Secondary 
Quest A Dangerous Game, 
Inside Caesar Blzen's house 
during quest, or Zoltan 
Chivay at end of quest 


YOUNG 
EMISSARY 
Purchased from 
Trader (50 Crowns), 
Novigrad (Gustfielós| 
The lnnkeep at Seven 
Cats un 


PUTTKAMMER 
Purchased from Trader. 
(10 Crowns), Velen (The 
Mire), The Merchant. 

of Claywich (after 
rescuing him). 


22 — 


VREEMDE 
Won from a Gwent 
Player, Reward for 
beating an. 
‘opponent (random). 


ume 


FRINGILLA VIGO 
Novigrad City (Harborside 
‘and Glory Lane), 
Secondary Quest: A 
Dangerous Game, Inside 
Caesar Blizen's house 
during quest, ог Zoltan 
Ona at end of quest 
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CYNTHIA 
Purchased from Trader 
(12 Crowns), Velen 
(Crows Perch), The 
Quartermaster, Baron's 
Store, Crow's Perch. 


IMPERA 
BRIGADE 
GUARD 

Purchased from Trader 
(20 Crowns), Velen 
(Crow's Perch), Trader, 
Crow's Perch Village. 


NAUSICAA 
CAVALRY RIDER 
Purchased from Trader 
(20 Crowns), Velen 
(Crows Perch), Trader 
Crows Perch Vilage. 


CAHIR MAWR 
DYFFRYN AEP 
CEALLACH 
Won from a Gwent 
Player, Reward for 
beating an 
opponent (random). 


RAINFARN 
Purchased from Trader 
(10 Crowns), Velen (The 
Descent), The Merchant 
of Lindenvale. 


IMPERA 
BRIGADE 
GUARD 
Purchased from 
Trader (20 Crowns), 
Velen (Mudplough), 
Innkeep at the Inn at 
the Crossroads. 


NAUSICAA 
CAVALRY RIDER 
Purchased from Trader 
(20 Crowns), Velen 
(Crow's Perch), The. 
Quartermaster, Baron's 
Store, Crow's Perch. 


SIEGE 
ENGINEER 
Purchased from 
Trader (20 Crowns), 
Velen (Mudplough), 
Innkeep at the Inn at 
the Crossroads. 


VANHEMAR 
Won from a Gwent 
Player, Reward for 
beating an 
opponent (random), 


A 


IMPERA 
BRIGADE 
GUARD 

Purchased from Trader 
(20 Crowns), Novigrad 
(Grassy Knoll) The 
Innkeeper at Cunny of 
the Goose. 


NAUSICAA 
CAVALRY RIDER 
Purchased from 

Trader (20 Crowns) 
Velen (Mudplough), 
Innkeep at the Inn at 
the Crossroads. 


mmm 
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RENUALD AEP 
MATSEN 

Won from a Gwent 
Player, Reward for 
beating an 
opponent (random). 
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VATTIER DE 
RIDEAUX 

Won from a Gwent 
Player, Reward for 
beating an 
‘opponent (random). 


Fr ge m 
IMPERA 
BRIGADE 
GUARD 
Purchased from 
Trader (20 Crowns), 
Novigrad (Gustfiel 
The Innkeep at Seven 
Cats Inn. 


ETOLIAN 
AUXILIARY. 
ARCHERS 
Purchased from Trader 
(50 Crowns), Velen (The. 
Descent), The Merchant 
of Lindenvale. 
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ETOLIAN 
AUXILIARY 
ARCHERS: 
Purchased from Trader 
(50 Crowns), Velen (The. 
Mire), The Merchant 

of Claywich after 
rescuing him). 


SIEGE 
TECHNICIAN 
Purchased from Trader. 
(20 Crowns), Novigrad 
City (Silverton), The 
Innkeep of The Golden 
‘Sturgeon, 

AF OR. purchased 
from Trader (20 
Crowns), Novigrad 
(Gustfields), The Even 
Merchant of the 
Traveling Circus Camp. 
(outside Carsten) 


CE 


FOLTEST: KING 
OF TEMERIA 
Pick an Impenetrable 
Fog card from your 
deck and play it 
instantly. 

Base Deck, Geralt of 
Rivia (You), You start. 
with this card. 


FOLTEST: LORD 
COMMANDER OF 
THE NORTH 

Clear any weather effects 
(resulting from Biting 
Frost, Torrential Rain, or 
Impenetrable Fog) in play. 
Purchased from 

Trader (50 Crowns), 

White Orchard, Elsa, 
Innkeeperess of White 
Orchard Tavern, or Bram 
the Rescued Merchant of 
White Orchard. 


FOLTEST: THE 
SIEGEMASTER 
Doubles the strength 
of all your Siege units 
(unless a Commander s 
Hom is also present on 
that row. 

Won from a Gwent 
Player, Palace of 
Vizima, Main Quest 
Imperial Audience, 
Reward for beating the 
Nilfgsardian Nobleman. 


STEEL-FORGED. 
Destroy your enemy's 
strongest Siege units) 
if the combined 
strength of ай his or 
her Siege units is 10 
ог more. Novigrad City 
(Gildor), Secondary 
Quest: High Stakes, 
won from Bernard 
Tulle the Gwent player, 
during quest. 


@ NORTHERN REALMS: UNIT CARDS (38) 


FOLTEST: THE 


XI FOLTEST: 
SON OF MEDELL 
Destroy your enemy's 
strongest Ranged Combat. 
unit(s) if the combined 
strength of all his or her 
Ranged Combat units is 
10 ог more. Purchased 
from Trader (70 Crowns), 
Novigrad (Gustfields), The 
Ben Merchant of the 
Traveling Circus Camp 
(outside Carsten). 


VERNON 
ROCHE 
Velen (Spitfire Bluff 
Gwent Quest: Velen 
Players, won from 
Haddy the Card Prodigy. 
ûf Midcopse. 


JOHN NATALIS 
Novigrad City 
(Harborside and Glory 
Lane), Secondary 
Quest: A Dangerous 
Game, From Ваууу 
(Golden Sturgeon 
Tavern) during quest, 
or Zoltan Chivay at end 
of quest. 


ESTERAD 
THYSSEN 
Novigrad City (Gildorf), 
Gwent Quest: Big City 
Players, won from 
‘Sigismund Dijkstra, at 
the Bathhouse. 


PHILIPPA 
EILHART 

Won from a Gwent 
Player, Reward for 
beating an 
opponent (random), 


CATAPULT 
Purchased from 

Trader (50 Crowns), 
White Orchard, Elsa, 
Innkeeperess of White 
Orchard Tavern, ог Bram 
the Rescued Merchant of 
White Orchard. 


CATAPULT 

Won from Marquise 
Serenity at Passiflora. 
WUE OR purchased 
from Trader (50 
Crowns), Novigrad 
(Gustfields), The Elven 
Merchant of the 
Traveling Circus Camp 
(outside Carsten). 


DETHMOLD 
Base Deck, Geralt of 
Rivia (You), You start 
with this card, 


TREBUCHET 
Base Deck, Geralt of 
Rivia (You), You start 
with this card, 


TREBUCHET 
Base Deck, Geralt of 
Rivia (You), You start 
with this card. 


KEIRA METZ 
Base Dock, Geralt of 
Rivia (You), You start 
with this card, 


SILE DE 
TANSARVILLE 
Base Deck, Geralt of 
Rivia (You), You start 
with this card. 


SIGISMUND SABRINA 
DIJKSTRA GLEVISSIG 
Velen (Crow's Perch), Base Deck, Geralt of 
Gwent Quest Velen Rivia (You) You start 
Players, won from Те with this card 


Bloody Baron, Philip 
Strenger, Crow's Perch. 


А 


POOR F-KING 
INFANTRY 
Base Deck, Geralt of. 
Rivia (You), You start 
with this card. 


THALER 
Purchased from Trader 
(20 Crowns), Skellige 
(Ard Skellig), The 
Innkeep of Arinbjor. 


BALLISTA 
Base Deck, Geralt ot 
Rivia (You), You start 
with this card. 


PRINCE 
STENNIS 

Base Deck, Geralt of 
Rivia (You), You start 
with this card 


ELIT 


SHELDON 
SKAGGS 
Base Deck, Geralt of 


Rivia (You), You start 
with this card 


POOR F--KING 
INFANTRY 

Base Deck, Geralt of. 

Rivia (You), You start 

with this card. 


BALLISTA 
Base Deck, Geralt of 
Rivia (You), You start 
with this card. 


CRINFRID 
REAVERS DRAGON 
HUNTER 

Purchased from Trader 
(20 Crowns), White. 
Orchard, Elsa. 
Innkeeperess of White 
Orchard Tavern, ог Bram 
the Rescued Merchant of. 
White Orchard. 


BLUE STRIPES 
COMMANDO 
Purchased from Trader (20. 
Crowns), White Orchard, 
Elsa, Innkeeperess of White. 
Orchard Tavern, or Bram. 
the Rescued Merchant of 
White Orchard. 


POOR F-KING 
INFANTRY 
Purchased from Trader 
(20 Crowns), Velen (The 
Descent), The Merchant 
of Lindenvale. 


SIEGE TOWER 
Won from a Gwent 
Player, Reward for 
beating an 

‘opponent (random). 


CRINFRID 


REAVERS DRAGON 


HUNTER 
Purchased from Trader 


(60 Crowns), Velen (Spitfire 


Bluff) The Merchant of 
Midcopse. 


— 


BLUE STRIPES 
COMMANDO 
Purchased from Trader 
(50 Crowns), Velen 
(Crow's Perch), The 
Quartermaster, Baron's 
Store, Crow's Perch. 


POOR F-KING 
INFANTRY 
Purchased from Trader 
(20 Crowns), Velen 
(Spitfire Bluff, The 
Merchant of Midcopse. 


VES 

Base Deck, Geralt of 
Вма (You), You start 
with this card. 


CRINFRID 
REAVERS 
DRAGON 
HUNTER 


Purchased from 


Trader (50 Crowns), Velen 
(The Mire), The Merchant 


‘of Claywich (after 
rescuing him). 


BLUE STRIPES 
COMMANDO, 
Purchased from Trader 
(50 Crowns), Velen 
(Spitfire Bluff), The 
Merchant of Midcopse, 


REDANIAN 
FOOT SOLDIER 
Base Deck, Geralt of 
Rivia (You), You start 
with this card. 


Base Deck, Geralt of 
Rivia (You), You start 
with this card. 


GWENT CARD 


DUN BANNER 
MEDIC 

Base Deck, бегай of 
Rivia (You), You start 
with this card. 


YARPEN ZIGRIN 1] 
Base Deck, Geralt of Ф 
Rivia (You), You start 
with this card, 


REDANIAN 
FOOT SOLDIER 
Base Deck, Geralt of 
Rivia (You), You start 
with this card. 


789 


790 


— 
KAEDWENI KAEDWENI KAEDWENI 
SIEGE EXPERT SIEGE EXPERT SIEGE EXPERT 
Base Deck, Geralt of. Base Deck, Geralt of Base Deck, Geralt of 
Rivia (You), You start Rivia (You), You start Rivia (You), You start 
with this card, with this card. with this card. 


FRANCESCA FRANCESCA FRANCESCA 


FINDABAIR: FINDABAIR: FINDABAIR: THE 
PUREBLOOD DAISY OF THE BEAUTIFUL 
ELF VALLEY Doubles the strength. 
Pick a Biting Frost card Draw an extra card at 00 all your Ranged 
from your deck and the beginning of the Combat units (unless. 
play it instantly. battle а Commander's Hom 
Base Deck, Geralt of Purchased from Trader is also present on that 
Rivia (You), You start (60 Crowns), Novigrad row). Novigrad (Grassy 
with this card. (Grassy Knoll The. Knoll Gwent Quest: Big 
Innkeeper at Cunny of City Players, won from 
the Goose. the ScoiaTael Trader of 
Novigrad Forest (west of 
Farcorners, in woods), at 
quest completion. 


UJ SCOIA'TAEL: UNIT CARDS (38) 


SAESENTHESSIS 


EITHNE ISENGRIM 

Novigrad City (Glory Novigrad (Gustfields), FAOILTIARNA 

Lane), Gwent Quest: Old Gwent Quest: Old Novigrad City 

Pals, won from Zoltan ^ Fals won from Vernon (Harborside and Glory 

Chivay atthe Rosemary Roche, Temerian Lane), Secondary 

and Thyme, Partisan Hideout. Quest: A Dangerous 
Game, Inside Zed's 
house during quest, ог 
Zoltan Chivay at end 
of quest 


FRANCESCA 
FINDABAIR: 
QUEEN OF DOL 
BLATHANNA 
Destroy your enemy's 
‘strongest Close Combat 
unit(s) if the combined 
strength of all his or her 
Close Combat units is 
10 or more. Novigrad 
City (Gildorf), Secondary 
Quest: High Stakes, won. 
from Finneas the Gwent 
Player, during quest 


IORVETH 
Skellige (Ard Skellig), 
Secondary Quest. 


‘Shock Therapy, 
Reward from the 
concerned druid after 
‘quest, in Gedyneith. 


FRANCESCA 
FINDABAIR: 
HOPE OF THE 
AEN SEIDHE 
Move Agile units to 
whichever valid row 
‘maximizes their strength 
(don't move units 
already in optimal row) 
Purchased from Trader 
(70 Crowns), Novigrad 
(Gustfields, The Olen 
Merchant of Upper МИ. 


MILVA uF sc DENNIS 
SCHIRRU 2 
Novigrad penai, Won from a Gwent CRANMER 
Player, Novigrad Won from a Gwent 
— ыы sed (Gustfelds), Reward. Player, Reward for 
ve Vini de for beating the Even beating an 
pate —€— Merchant of he ‘opponent (random) 
медео Еве с Тампо Orcus Camp 
(outside Carsten). 


Purchased from Trader 
(20 Crowns), Novigrad City 
(Silverton), The Innkeep of. 
‘The Golden Sturgeon. 

OR purchased from Trader 
(20 Crowns), Novigrad 
(Gustfields), The Elven 
‘Merchant of the Traveling 
Circus Camp (outside 
Carsten, 


YID ORas a reward 


IDA EMEAN AEP 
SIVNEY 

Won from a Gwent 
Player, Reward for 
beating an 

‘opponent (random). 


DOL BLATHANNA 
SCOUT 

Purchased from Trader. 
(10 Crowns), Novigrad City 
(Silverton), The Innkeep of. 
The Golden Sturgeon 

OR, purchased from Trader 
(10 Crowns), Novigrad 
(Gustfields), The 
Even Merchant of the 
Traveling Circus Camp 
(outside Carsten) 


VRIHEDD 
BRIGADE VETERAN 
Purchased from Trader (10 
Crowns), Novigrad (Oxenfurt 
City), Stjepan the Innkeep, 
atthe Alchemy Inn. 

OR purchased 
from Trader (20 Crowns), 
Novigrad (Gustfiels), 

Elven Merchant of the 
Traveling Circus Camp 
(outside Carsten) 


MAHAKAMAN 
DEFENDER 
Purchased from Trader 
(20 Crowns), Novigrad City 
(Silverton), The innkeep ol 
‘The Golden Sturgeon. 
EF OR purchased 
from Trader (20 Crowns), 
Novigrad (Gustfields), The 
Elven Merchant of the 
Traveling Circus Camp. 
(outside Carsten) 


AEN FIDHAIL 
Won from a Gwent 
Player, Reward for 
beating an 
‘opponent (random), 


YAEVINN 
Skelige (Ard Skellig), 
Gwent Quest: Gwent 
Skellige Style, won 
from Sjusta the Tailor of 
Kaer Trolde Harbor, 


DOL 
BLATHANNA 
SCOUT 

Won from a Gwent Player, 
Reward for beating an 
opponent (random). 


HAVEKAR 
SMUGGLER 
Won from a Gwent 
Player, Reward for 
beating an 
opponent (random). 


MAHAKAMAN 
DEFENDER 
Purchased from 
Trader (20 Crowns), 
Novigrad (Gustfieids), 
The Innkeep at Seven 
Cats Inn. 


MAHAKAMAN 
DEFENDER 
Purchased from Trader 
(20 Crowns), Novigrad 
City (Hierarch Square), 
Olivier the Innkeep at The 
Kingfisher Inn. 

OR purchased 
from Trader (20 Crowns), 
Novigrad (Gustfields), The 
Even Merchant f the 
Traveling Circus Camp 
(outside Carsten). 


HAVEKAR 
SMUGGLER 
Purchased from Trader 
(20 Crowns), Novigrad 
City (Hierarch Square), 
Olivier the innkeep at 
The Kingfisher Inn. 


MAHAKAMAN 
DEFENDER 


Purchased from Trader 
(20 Crowns), Novigrad 
(Oxenturt City), Stjepan 
the Innkeep, at the 
Alchemy Inn, 


from the garden chest, 
during Blood and Wine Secondary Quest: In em — 
Do You Part. 


BLATHANNA 
SCOUT 


Won from a Gwent Player. 
Reward for beating an 
opponent (random). 


HAVEKAR 
SMUGGLER 
Purchased from Trader 

(10 Crowns), Novigrad 
(Gustfields), The Innkeep at 
Seven Cats Inn. 
n purchased 
from Trader (20 Crowns), 
Novigrad (Gustilds), The 


GWENT CARD 
COLLECTIN 
EM нос) 


Elven Merchant of the 

Traveling Circus Camp 

{outside Carsten). 
VRIHEDD 
BRIGADE 
VETERAN 
Purchased from Trader 
(20 Crowns), Novigrad 
City (Hierarch Square), 
Olivier the Innkeep at 
The Kingfisher Inn. 

MAHAKAMAN 

DEFENDER 


Purchased from Trader 


(20 Crowns), Novigrad Cty | 
(Gildorf, Marquise Serenity 
at Passiflora. 

WIE OR purchased 
trom Trader (20 Crowns), 
Novigrad (Gustfields), The 
Elven Merchant of the 
Traveling Circus Camp 
(outside Carsten) 


DOL BLATHANNA 
ARCHER 

Purchased from Trader 
(10 Crowns), Novigrad City 
(Gildor), Marquise Serenity 
at Passiflora. 

F OR purchased 
from Trader (10 Crowns), 
Novigrad (Gustfields, The 
Elven Merchant of the 
Traveling Circus Camp 
(outside Carsten) 


VRIHEDD. 
BRIGADE 
RECRUIT. 


Won from a Gwent 
Player, Reward for 
beating an 

‘opponent (random). 


791 


792 


CIARAN AEP DWARVEN 


DWARVEN DWARVEN 
EASNILLIEN SKIRMISHER SKIRMISHER SKIRMISHER 
Won from a Gwent Purchased from Trader Won from a Gwent Won from a Gwent 
Player, Reward for (10 Crowns), Novigrad Player, Reward for Prayer, Reward for 
beating an (Oxenturt City), Stjepan beating an beating an 
opponent (random). the Innkeep, at the. ‘opponent (random). ‘opponent (random). 


Alchemy Inn. 


M 


— CLE 
ELVEN RIORDAIN HAVEKAR HAVEKAR 
SKIRMISHER Won from a Gwent HEALER HEALER 
Won from a Gwent Player, Reward for Won from a Gwent Purchased from Trader 
Player, Reward for beating an Player, Reward for (50 Crowns), Novigrad 
beating an ‘opponent (random). beating an City (Hierarch Square), 
opponent (random). ‘opponent (random), Olivier the Innkeep at 


The Kingfisher Inn. 


SKELLIGE CLANS DECK: LEADER CARDS (2) 
KING BRAN | WU cucHaN FYE 
| CRAITE | 
Shuffles graveyards 
(discard pile) back into main 
decks (for both players). 
Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning of 
Gwent Quest: To Everything 
= Tum, Tum, Tournament. 


Units only lose half their 
values in bad weather. 
conditions. 

Won at the Toussaint 
Tournament (The 
Pheasantry Inn, Beauclair) 
during Gwent Quest: To 
Everything - Turn, Тит, 
Tournament! 

XOU] OR, Won trom the 
Ducal Camerlengo (near 
The Gran' place, Beauciair). | 


WO SKELLIGE CLANS DECK: UNIT CARDS (35) 


WI cerys UT ERMION 


WU our UT HJALMAR 
Won from the Innkeep at Won from the Innkeep. Base Deck (Blood and won from the innkeep 
The Adder and Jewels at The Barrel and Bung Wine): You start with this at The Scarlet Cardinal 
Winery (near The Inn, Flovive. ‘card once you meet Count inn. Francollarts. 
Gran place, Beauclai). Monnier at the beginning 

of Gwent Quest: To 

Everything — Tum, 

Turn, Tournament!. 


TORUVIEL 
Won from a Gwent 
Player, Reward for 
beating an 
opponent (random) 


HAVEKAR HEALER 
Purchased from Trader (20 
Crowns), Novigrad (Grassy 
Knoll), The Innkeeper at 
Cunny of the Goose. 

OR purchased 
from Trader (50 Crowns), 
Novigrad (Gustfields), The 
Elven Merchant of the 
Traveling Circus Camp. 
(outside Carsten). 


ШУ MADMAN 
LUGOS 
Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest To 
Everything – Tum, 
Tum, Tournament 


ELVEN 
SKIRMISHER 
Purchased from 

Trader (10 Crowns), 
Skellige (Ал Skellig), 
The їппкеер of 

Urialla Harbor. 


UT BLUEBOY 
LUGOS 

Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest: To 
Everything — Turn, 

Turn, Tournament. 


SKIRMISHER 


Won from a Gwent 
Player, reward for 
beating an. 
‘opponent (random), 


WW CIANAN 
CRAITE WARRIOR 
Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest: To 
Everything — Turn, 

Тит, Tournament. 


— | 


CLAN AN 
CRAITE WARRIOR 
Base Deck (Blood and 
Wine) You start with 

this card once you meet 
Count Monnier at the 
beginning of Gwent 

Quest: To Everything 
Tum, Tum, Tournament! 


WW CLAN 
BROKVAR ARCHER 
Won from the Herbalist al 
the Herb Store, in Castel. 
Ravello Vineyard. 


W CLAN 
TORDARROCH 
ARMORSMITH 
Base Deck (Blood and. 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest: To 
Everything — Turn, 
Tum, Tournament 


W cN 
DRUMMOND 
SHIELDMAIDEN 
Won from the Armorer at 
the Armorer's Workshop, 
in Francollarts. 


s | 
| 


— 


W CIANAN 
CRAITE WARRIOR 
Base Deck (Blood and 
Wine): You start with 

this card once you meet 
Count Monnier at the 
beginning of Gwent 
Quest: To Everything — 
Tum, Tum, Tournament! 


W can 
DIMUN PIRATE 
Won from the. 
Merchant, at Dupont. 
& Sons Emporium of 
Diverse Mercandise, 
near Melinna 

Gate, Beauclair. 


Clan Heymaey Sk] 


UI CLAN 
HEYMAEY 
SKALD 
Base Deck (Blood and 
Wine): You start with 
this card once you 
meet Count Monnier at 
the beginning of Gwent 
Quest: To Everything 

Tum, 

Turn, Tournament! 


LONGSHIP 

Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest: To 
Everything - Тит, 

Tum, Tournament! 


WW HOLGER 
BLACKHAND 

Base Deck (Blood and 
Wine): You start with this. 
card once you тее! Count 
Monnier at the beginning 
of Gwent Quest: To 
Everything — Tum, 

Turn, Tournament! 


UT LIGHT 
LONGSHIP 
Base Deck (Blood and 
Wine): You start with 
this card once you 
meet Count Monnier at 
the beginning of Gwent 
Quest: To Everything 

- Tum, 

Turn, Tournament. 


UT pric 
BON-DHU 

Won from the Innkeep. 
at The Pheasantry 

Inn, near Nilfgaardian 
Embassy, Beauctair 


VL/ WAR 


LONGSHIP 

Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest: To 
Everything — Tum, 

Tum, Tournament! 


UJ DONARAN 
HINDAR 
Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest: To 
Everything — Tum, 
Тит, Tournament! 


7 


WV LIGHT 
LONGSHIP 
Won from the Herbalist, 
at the Perfumery, 

near Nifgaardan 
Embassy, Beauclair. 


VJ war 
LONGSHIP 
Won from the Innkeep. 
at the Tourney Tavern, 
Tourney Grounds. 


WW UDALRYK 
Base Deck (Blood and 
Wine): You start with this. 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest: To. 
Everything – Turn, 

Tum, Tournament!, 


WW LIGHT 
LONGSHIP 
Base Deck (Blood and 
Wine): You start with 
this card once you 
meet Count Monnier at 
the beginning of Gwent 
Quest: To Everything 

- Tum, 

Тит, Tournament! 


UT BIRNA 
BRAN 

Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 


Monnier at the beginning of 
Gwent Quest: To Everything 


Tum, Turn, Tournament! 


UI CLAN 
BROKVAR ARCHER 
Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest: To 
Everything - Tum, 

Tum, Tournament. 


VIIJ. SVANRIGE 
Base Deck (Blood and 
Wine): You start with. 
this card once you тее! 
Count Monnier at the 
beginning of Gwent 
Ouest To Everything = 
Тит, Turn, Tournament, 


ti Drummond Sh 


W CAN 
DRUMMOND 
SHIELDMAIDEN 
Base Deck (Blood and 
Wine): You start with 
this card once you meet 
‘Count Monnier at the 
beginning of Gwent 
‘Quest: To Everything ~ 
Tum, Tum, Toumament!. 


lo 


107 can 
BROKVAR ARCHER 
Base Deck (Blood and 
Wine): You start with this 
card once you meet Count 
Monnier at the beginning 
of Gwent Quest: To 
Everything - Turn, 

Turn, Tournament!, 


BERSERKER/ 
VILDKAARL 

Base Deck (Blood and 
Wine): You start with 
this card once you meet 
Count Monnier at the 
beginning of Gwent 
Quest: To Everything — 
Tum, Turn, Tournament! 


lan Orummond Si 


W CLAN 
DRUMMOND 
SHIELDMAIDEN 


Won from the Innkeep. 
at The Cockatrice Inn. 


GWENT CARD 
COLLECTING 
EI Hos) 
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UT YOUNG 
BERSERKER / 
YOUNG 
VILDKAARL 

Base Deck (Blood and Wine]: 
You start with this card once. 
you meet Count Monnier 
at the beginning of Gwent 
Quest; To Everything – Tum, 
Tum, Tournament! 


5) 


vo 
BERSERKER / 
YOUNG 
VILDKAARL 

Won from the Blacksmith, 
‘at the Blacksmith's Forge at 
Tourney Grounds. 


vo 
BERSERKER / 
YOUNG 
VILDKAARL 

Won from Pierre the Tailor, 
Tailor's Workshop near The 
Gran place, Beauclair. 


GWENT: COMPLETE CARD CHECKLIST CHART 


This chart details the location of every single Gwent card you can obtain during your adventure. * Notes powerful cards you should add to your 


оюшш | CARD 
[Decor |- 
Decoy’ [= 
er {= 
[commanders um - 
Ганне - | 


Commander's Norn’ = 


TF commoners nom | — | 
коп - 


CARD NAME 


m = 
iting Front — 
| Biting Frost. — 
СЯ - 
[кокте Fog 
LI = 
[nent an E 
Town = 
Trea ain = 
Г Weather |- 


Clar Weather = 


RANGE 


CARO 
RANGE 


PROVINCE (TERRITORY RELATED. 


SPECIAL CARDS (13) 


CARD ABILITIES OBTAINED (COST 

Specat Decoy archaea ader (20 Cows 
| Seca coy | Phase tom nde qo owe 
eee Ocoy eee rm Trader 20 Crowns) 
Seca Yorn eee ron cr (10 Cowes 
[Soci om rege tom Tad 10 b 
|ы Wom bee to acer fo 
[seen em расай ton Ta foo 
por m 
Seen Scoch | Росла tom rade G0 Ce 
|н en, neee ton Te 60 Cowes 
(Seca Maroeme | Base den Вона and Wee 


"Speck Mardroere | Won trom a Gwent Payer 
аса мизони | Won from a Owent Payer 


CARD ABILTE HOW OBTAINED (COST 


Wote Orchard | rent Quest Coloc Ан. 
len (Cows Perch) Gwent Ouest Collect ‘em A 
| Nora utes) нта Ouest Сомка wm Al 
Velen арои) ГГТ 
[Mmi Oly аки) ese Ouest deten 


"муз Омбу! Cy) | Owent Quest Colect m Ai 
С | wrt озне Сом эзш 
Nira (Gray Kr) 
Эгар rd Sanip | nent ouest Cet ‘om aw 
| Saige jo tg) 


Gwent Quest Collect em At 


Gwent Quest d em АН 


‘ood and Wine went Quest 
бэя ot Rove (Yo) 3 Tan, Tum, 
T ‘Gwent Quest: Never Гем, — 
эте ен) e 


PROVINCE (TERRITORY) RELATED QUEST 


WEATHER CARDS (1 


юш eater | Base Deck 
Sou Weather Basa Deck 
Special Weather | Won from a Gwent Payer 
| Special: Weather. Base Deck 
<a 
[Seca Wester wen mom a Gwent Pr 
‘Special: Weather | Base Deck 


CARD ABILITIES | НОМ OBTAINED (COST) 


Gera ct ova | Owent Qs: Colect em A 
Geran at via ond eet Gut Cotton A 
Ron Cert Ouest duet wA 
Garan ot ova al vert Ovest: dust enn 
Gera ot va û | Gwent Ouest Colm A 
плат Owent Quest: Cte em A 
erat ot ova (ad | Gwent Qu Colect A 
[erat teva) been Quest Cec an am 
fonon Tower Quest Сома er At 
che, sende rhet om ant 
ска va ou) | Gwent Ouest de ee 
| Rando | ent фев d ‘en At 
| ame aner es tw Н. 


"met Comey aa | Ganet nt Noe Fe 
Th ‘Gwent Quest Never Fear 


Toussaint беш) Sen e 


PROVINCE (TERRITORY) RELATED Q 


NEUTRAL CARDS (16) 


Hero Gwent Ouest 


8 | Ranged Unt | Hero and Mee: | Gwent Quest 


несто en 


e earch ose Combat Won fum a Gwent Payer 


[erem 


1 Gwent Quest. Playing Thaler 
[nwa Gn to) | oven ut Cy e, 
bon ood ee] 

pem prem 
= vert ouest Bg Oy Payers 


UT KAMBI/ 
HEMDALL 

Won from the Armorer 
at Beauciair Armory, 
near Nilfgaardian 
Embassy, Beaclair 


as quickly as possible. 


TRADER OR CHARACTER, AND SPECIFIC 


| Bsa, nnkeeperess of White Orchard Tavern 
[me бактан, ans Str, Crow's Porn 
Ie nep at Seven Cats inn 

Inkoop at е а.е Crossroads 
dune Seventy at sio 
Sepan th күйөр, at he Алепу n 


i тте Even Merchant uo Traveling Circus Camp 
| leute Carsten) 


The lnkeope at Cunny o he d 


| 


Jonas the nre ofthe New Port in, Ker Tolle Harbor. 
The кер of Urata Hao 


‘You start wth this card once you meet Coont Monnier at 
|e beginning o this quid 


Herbal, atthe Herb Storo (near Meta Gate) 


| Madama, a tho Dalios ot бегий ue ot Pleasure 
юн Benue P 


TRADER OR CHARACTER, AND SPECIFIC LOCATION 


You start with ts card 


You stat wth ha cur 
[evan ror neang an opponent diy 

You start th hu car 

m 

| Reward tor beating an opponent (random) 

You stat wi tns car. 
T as 
Reward for beating an opponent (random 

| Yu stat tis can 

[rou tart wn i cara 

| ear bag an oponent (ae 
Barber at te Barber's Tent 

| Amore t me Aor Tent 


Butcher, at e Butcher's Shop (near Beauciair Port) 


IRACTER, AND SPECIFIC LOCATION 


Thaler, at tne end of Secondary Quest А Deady Piot, 
after Thaler s rescued from Trl Cave 


er ndr ol ord Forest ved Fre, 


wert Quest Paying reps | Stepan e Irae, e Achemy nn 


_ Lambert at he Момо In (or Kaer Maren 
Reward lor beating an opponent random) 


ere Wa he Oren Banker of Henr Бале 


CARD NAME 


WEF ogera von кунк” Мойра ba O) | Gwent Quest Colect en All| Reward tor beating Shani, at her dme in Oxenfurt 


SEET Gent unk Cac em an | Rar tig Ade кет Gwen fi 


— ‘White Orchard Taven 
Eme Regs Roc Tert Random ‘Gert Quest Collect ‘erm Al! | Reward fr beating an opponent random) 
i : The Even Merchant ol the Traveling Creus Camp Pret 

E gamer om from Trades (20 Own Novigrad Gusts) | Gwent Quest: Coleci'em AI 4 | 
TEY autor 00mm: 4 | Ranged Unit | Muster Purchased rom Trader 20 Crowns) огай (Gast) | Gwent Quest Colect emam | Shen chant of te Traveling ros Camp 
Dainese” aside Carsten) 
XE gone oinm а | Range Uit | Muster Распазва оп Trader 20 Crowns) Novigrad bunte | Gwent Ouest: Colect tem AN me feri Merchant ot Upper MIN 
bh г Ose Samba commanders Hom | Secondary Ouest куз! (stes | Senin Ouest AMS Ol | sy Marius Fin the Gent Payers of Vee Estate 

Won tom a Gwent Рау ОВ. муздату | Main Quest Open Sesame [oe EDS 

а | 

WF counter onima (Samum. мш Purchased rom Trader (20 Crowns Ой Gusthetas) Pant) fem ve Mart Vv hes Camp 

i | A | ioe Cars) x 
m 0 ret ouest mr" HE Oust went emt te Ci, On ol P2 
E concen ote 0 Рова up dooce card Noga (uses) | Owent Ovest Colect emm | Found in me upper loft of the maln bum bang 


Te be S | HOWOBTAINED (COST) | PROW 


CIE Е (TERRITORY RELATED QUEST | TRADER OR CHARACTER, AND SPECIFIC LOCATION | 


CARD NAME 


MONSTERS DECK: LEADER CARDS (5) 


ick any weather card 
Ered: King of the Wid Hunt — amp deck and pay Basa Dek erat ot fva (vo Gwent Quest Collect un You start with this card 
Double o strength fat ji 

your Cose Combat uns 


а 
аз 
SE 

5 
РЕ 
EE 
58 
88 


EW HE 


fan commota | e cane born aû (5Û | çareye Sag) On Quest Clan AN ras hate New Port ia; Kar Tre 

" fom sin etn 
ES 
werte ana 

— Ws Im — PHP M Ta ha Gr Pa in us 
IEE | 

a Tostan e cara тт yar 

ben Mngt Dat EL rm me" cH 
Tesi dodi e 

. T Preto Tar Megara) Gt Ouest Cte әп Toa fr Macht per Ма 

The Treacherous affects both players) t 


САНО | CARD 
VALUE | RANGE 


CARD ABILITIES TRADER OR CHARACTER, AND SPECIFIC LOCATION 


CARD NAME OBTAINED (COST) | PROVINCE (TERRITORY) RELATED QU 


MONSTERS DECK: UNIT CARDS (41) 


m % Cot Comdat qs Gwent Quest Senge We Sate) ee e e Crach àn Crate of aer Tote 
m "HEC ee ee бен Ouest Colect эп) — (оті 
later 10 Datum нав rt ot Soe sy le bees nae 
om Corel pu z 
aru "ET wen tona brett Аат — nA ` | Romer or aig an port andom) 
T wr T hare Unt Sh aged” (Wn Nom Arr Mora atx) [Ome Оние Ойка we a rt Pn a Er oe 
КО? "arm ‘errand tomer 00 ue Suri seh) Оне Qe: Cre ama un ano te Hew Port n, 
fend i ong rwe ron Trader (0 Crowne Sisi Ard Saigh Оне Ouest. Collect wn AN! The keep o Arindom 
Fire Elemental в ege Unit Won from а Gwent Payer Random Gwent Quest. Collect e "reward fr beating an opponent random) 
Nachos Behemoth* 6 ‘Saye Unt Master ‘Won тот à went Payer Rando Geri Quest: Collect em Al! — Reward for beating an opponent (random) 
po " m Won tom a Greet Payer fece wert Ouest dn еп Reward tor bert a opponent random 
Crone: Мена” „ Oo COH utar Gwent Quest len (The Descent) Gwent Quest Velen Payers The Ok Sage о Denk. 
rore төрен „ Com Combat ar Purchased коп hass 00 Cows) Sale (vd Sink ben Ouest Cat A The kag of Aan 
паш „ оош eee ee n 
Pague Malden "HELL on toma Gurt aye bee, Oren Ouest Cet өт) Reward tor being an opponent andom 
өт s Beirat _ — NN €— M —M ноот) 
m" з [Ome conta . ow) Sign A Sg Cet Ouest CA enAN | Tie riam ot rata tr 
төш в Онер _ ese Ran (——— o an opponent aro 
m mr . —— HN ir mt 
eh — Won tom Get NL — Awa er ng cp panom) | 
been baer ШЫГ pm siege wai REO BOF ma tat ae e, 
космо a шош _ . . MI CH eM te | 
m "a "m tne Yom Trader 20 Gown) SB tht) | Owent Quest Cotact em AN! The keno Anjan 
Achas" a Они Purchased irm Trader (20 Oed Saat (An Sigh Went Quest Colect om AN! Te incon or Ura harbor 
= „ PUM CONN sie . She Soha) Gent Out Cat A They o S0 | 
Vampire: Bonne. „ Qon 9 Purchases trom Vader (20 Crowns) Slips Sa Gwent Quest Collect em As! — The повер o! Svortag 
Var Fee "M m m—— Cort Ovest: Cales ee |The hoap o Harvian 
Vampiro: байа" „ Cee COMO aster "Won from a Gwent Payer Random Owent Quest Collect lem A Reward or beating an opponent (random) 
„пмен gun ee Rea EET aa 
кеки 2 Ree — Wonton Gren ae ee m— P — andon) 


795 


Cosa Combat 
77 and Ranged Agin Purchased trom Trader 20 Crowne бини Quest Collect tem AN Tho nnd of Harviken 
un 
Сое Ranged Unt — Won from a Gwent Payer wf Ouest Clot ет AM Reward tor beating an opponent (random) 
“Gargoyle Ranged Unt Won trom a Gare Payee nent Quest Collect отАР Reward for beating an opponent (random) 
‘lose Combat 
Celene Harpy und Ranged Agte Won hom à Gwent Player wert Quest: Callect em AM Reward for beating an opponent (random) 
‘Unt 
Cose Combat 
ом 
Mangra Unt Won tom a Gwent Payer Gwent Оона Collect ‘ecm A! Reward for beating an opponent (ran) 


‘Close Combat 
е COMO Mug, 


om Cont agar — . 


Purchase trom Trader (10 Crowne) Owent Quest Collect un The каер of Bg 


Secondary Ovest Fotlowing Fund on tw corp ot Hammond the Ble, 


Secondary ола Te Thread ‘uring тв quei 


Do Gaba en m— Cet Ouest Оа едй инип or bastig an opponent ardor) 


Cuse omdat u ‘rece kon rader doc Оне Oest Ола emant Пе eng Harwin 
Сое on un on tom a nt Payer Окен Quest d e Heya о banting an opponent (random 
Cert Quest da can Reward x basting an opponent anon) 


‘You start wth tis car. 


uo at he inn at the cia 


Ja "Maman Lugo of Kaer Моге (or Кн Todo, 
‘a Quest oompieton 


Madame Sasha the Gwent Payer, during quest 


The Elven Merchant ot he Traveling Circus 
outside Carsten) ы 


ROVINCE (TERRITORY) 
NILFGAAROUAN EMPIRE: UNIT CARDS ( 
10 Cose Combat Ui Hero Tho Boatwright of Oreton 
‘Cove Combat Unt Hero and Meke Get Ovest Vn soc mor a the bra ho c 

Nero Genet Ovest "лум ОБ Ова) Cnet Out П ay Payers Marquise Serenity, Роза 
(Tro operar — pe MOD Әти Pay bee Der kana ofr m 
Mack infantry Archer Purchased trom Trader (50 Crowns) Velen (The Descent) wert Quest: Collect ‘em dee Merchant of Lindormale 
“Bk bum Ache Purchase on Vader doc een (The Me) Geet Ouest Calc em Att The Merchant cane fr ecg hir) 
ктай Rrchased trom Tender co Crows) Velen (The Oca oe Ouest Clacton Al Тһе Мек of Hue 
Stan n · Won hom a Gwent Payer Owent Quest Colect en Reward tor beating an opponent vandon) 
‘Shard Fz Oesterien Won trom a Owent Payer Gent Quest: Collect'em AN Reward for beating an opponent (random) 

Wor tom à бөти Payer (wert Quest Clot em AN — Reward tor boating an opponent (random) 


жоону Qt eat Сени Buss оле биг qural cr u 
Glory Lane) A Dangerous Game O at and of quest — M 


Gort буза. Collect term AN! Reward for eating an opponent (random) 
wert Ouest Colect n птер at th imn at he Crossroads 
СТУ нн Quest: Collect on Reward for beating an opponent (адот) 
Siege Unit — Arcas trom Trader (50 Crowna) Velen Crow's Perch) Owent Ouest dae ena bac Grows Porch Vilage 
(lose Combat Unit Tight Bond Purchased trom Vader (20 Crowne) Novigrad (Gray Knot) Gwent Overt Collect em All The Innkeeper at Cuny of tho Goose 
(Cose Combat Unt Tight Bond Purchased hun Trader [0 Crowns Novigrad (Gusts) Owent Quest Collect em All Тю lnk at Seven Cats n 
Ranged Unt | — Purchased trom Trader (10 Crowns) Veen (Crows Perch) Gwen Quest dd ene The Quartermaster, Barons Store, Crow's Porch 
Cose Combat Unt — Purchase trom trader (10 Crowns) Velen (The Descent Owent Ouest: Coot form AN! The Merchant ot Lindale 
һим — Won from a went Payer Rando wet Ouest ch em AM Reward for benting an opponent (random) 
Cose Combat Unit Spy. Won from а Get Payer Random ment Ouest Collect um AM Reward tor beating an opponent random) 
(Close Combat Unt — Purchased hun Trader (10 Crowes). Velen (Sptew iff wert Quest Collect етА The Merchant of ehe 
See — Mor rom a Gwent Payer Random wert Ouest Collect en Reward tor beating an opponent (random) 
Ranged nt — Purchased trom Trader (10 Crowns) Veen (The Mr Gwent Ouest Colect em As! The Merchant of Ciaywich (aftar rescuing hin) 
Cote Combat Ut Tight Bond Purchased from Trader (20 Crowns) Velen (Crow's Perch) Gur Ouest cue чт A) Trader, Crows Porch Vilage 
‘Gove Combat Unit Tight Bond Purchased tom Trader (20 Crowne) Velen ОАО) ment Quest Colect АЙ ір at the n at the Crossroads 
бое Combat Uit Tight ond Prasad from Trader (20 Crowes) Novia (Gry Kc) Gwert Quest Collect un The beeper at Cuny of he Goose 
Cose Combat Ut Tight Bond (urhased trom Trader 20 Crowns) Novigrad (Gusts) | Gwent Quest Collect Ye All The Inskeep at Soven Cats n 
Ranged Unit | — Purchased tom Trader (10 Crowns) Velen Crow's Perch) Gwent Quent Collect om AM! Wade, Crows Perch Vilage 
Ranged Ut — Partha trom Trader (10 Crowns) Velen (The Mire) Gwent Quest: Collect em AM The Merchant of Claywich tr rosculng NIM) 
Оле Combat Unit — Mon trom a Gwent Payer Random Gwent Quest Содот вт A Reward tor boang an opponent (random) 
handen Cavalry Rider Оше Combat Unit том Bond Purchased irum Trader (20 Crown) Velen (Crow's Pech) Gwent Ouest Colect un — Trader Crows Perch Vilage 2 
sia Cavalry Rider Cose Combat Unit Tight Bond Purchased om Trader (20 Crowns) Velen henne Оми Ouest Collect on The Quartermaster, Barons Store, Crows Perch 


CARD | CARD CARD ABILITIES OW OBTAINED (Cd СЕ (TERRITORY DR CHARACTER, AND SPECIFIC LOCATION 
Co Ee CARD ABILTE HOW OBTAINED (COST NCE (TER IER OR CHARACTER, AND SPECIFIC LOCATION. 


CARD NAME 
NORTHERN REALMS: LEADER CARDS (5) 


| 

ates King of Tera | ent Quest oct ten AN. | You start wan tact. 

кезе Lord Commander ot Parhored tom Табе , See ee of Write Orchard Tavarn, hne —— 

Wor o > = (S0 Crowns) m ‘Gwent Quest Cate ет A seed Merchant of White Orchard 
impenetrable Fog) n ly. 
| Doubles те eng ot an 

memos | — | — eee wan ma wet Pape eee — идеке | Renard tor бени; e pcan Nobleman 
| present on that row). E ы pt — 8 
Destroy your wage 
strongest Sage unt) 1 

Foltest na too fuben - — Fe strengi ot | Secondary Ouest wens Oly (Gaooh) | Secondary Ouest: High Stakes | Bernard Tle the Gwent player, during quest Р 
a is or er Sipo ts is A 
Deum ум meys | 

I | ts) 1f he combined — Purchased trom Trader ИВЕТА 

EY роле Son of Medet) ~ — NOE Ol ad Me Of her |00 Gone) Novara (Gusti) Gwent Quest Cte lee Carmien) 

| c 

| 


сломе СО CARD | санды wow 08 RONCE (TERR 0 OUEST | TRADER OR CHARACTER, AND SPECIFIC LOCATON 


Vernon Rocha" | | кодду the Card hach of Mdcopre 


From Ravey (Golden Sturgeon Tavern) during quest, or 
and ory Lane) A Dangerous Game. | otan Crivay at end ot quest 


| went Quest vr су (док) | онен Ouest Bg Су Payers | Sigmund ohn at I lau, | 


ote Natali 10 


Feta en. | w 

Philippa Eilhart* 10 — | Ranged Unit | Hero Won from a went Player. Random. Towert Quest: Coed em A Reward for beating an opponent (random) 

С en eee, О Tut os oncom an | a npn uem Qr tro. Bam | 
nd caput „ | Siege Unit | Tight Bond. Purchased trom bras (50 Cowra) ОЗ AR ОЙ Gwent Quest: Collect 'em Ai Куу armay ai Майн, O Bon Morcha 
етой | в | forged unt re | Base ben ce of h (fou) ‘Gwent Quest: Collect "ern AM — You start with this card. 

p | € [sqm | | pase bck ‘eat of va ou) | wont ut: cd “omn A [You stot wth cart. 

[uct ШЕСТЕ [tuse Dex | corto reva (ran онеки Quest Сома amam Yu start wi ts car. 

m в Siege Unit E Base Deck бетй of Rivia (You) Gwent Quest: Collect ‘em Ali [You srt wit tus car. 

been | 6 Seb |= | se ben | Garat ot fia u | went Quest Colect'em AM Уо start with na card, 

inge Tower 6 Siege Unit | — Won from а Gwent Payer Fandom. Gwent Quest: Collect lem Ай Reward for beating an opponent (random). 

Ws [Г в. pugne — | tase Deck | Gan ai тыа (ad Î Geert Ovest: Conect emam You start wth mis card. 

эши» — | з [00 ol — erm Gesamt |бенбжкбик! дн | our wn Dac 

[Kor Me ЕСЕ (вме ех Гаки опа од онен Quest Снт “om A |ou start wa сас. | 
| Sie de ln 5 | Ranged unt | — Baso Deck ТОЛ ueri ust Ола итде | You tt wi сий | 
|e Si (ШЕ sates | Baso De [oett es | cmt ust бика етди ‘st wn ict | 
ка e (ction tr Coe dere ter wn stesse perm rst 
rupe ne | 5 aba пон мев | һе ron ader coc Wen Spe Bu | vert бен Cet өт) Tow Merchant o e. | 
Qi ner ПЕТТ — Trador 60 Оон Vin Пе a онен Ouest Colect тт! |The Martna ers anor rescuing ml | 
Dvn bene hne 5 | Segoun | Mado Base Deck [erry | оне Ovest bed eue You tr wh сий z | 
— 1 bee m . — [Deest Bran Rp gs Cot f | 
Sabrina dug | a | Ranged unt | — Base Dek | ect a ova po Е [wont ovest Caco am | You start win me ari | 
‘Sheldon Skaggs ПАСУЕ Base Dock Gert ot va (ол peream | 
ie Spe Commander | „ D C ro Brg Purchased trom Tar 20 e White Orchard Тоне оли: Cot omaan | Bs rhs of Wig car ver fr P 
Ale Stipes Commando т Coot an bond ослан Yer SO Cowes) Wie С Pc) bn Ovest Colect ee he urease Baroni Sioro, Crow's Pach 

Bun Stipes Commander | « |0080 Combat тори Bang boden Tace (S0  —— Î Owent !—— A Manse 

m— 2 ue oon — С erst vt) он es otc wm A | You sta wah ca | 
Ter | v | Seem | Soy риме rom Trader M— P Оне Ouest Colect wm AN Тимир ot Amt | 
ETT NITET prem 
ТШШЕН. Smene (бешине ш eee 

wring tiny | т e 20 Crown valen qe bee EX 
— — — Т 
dunn Foot Solder 1 ت‎ 

dene ess Î 1 эю 7 1 х 
| Kaedweni Siege Expert | 1 | Siege unit Morale Boost. Base Deck. ik 5i 

a _ À у 


Jaedweni Siege Expert 1 — | ‘Siege Unt | Morale Boost Base Deck Gwent Quest: Colect ena | You start with this card. 7, 


Francesca Findabair Daisy of | 


the Valey” 
Francesca Findabair The 
Вен" 


Sehr 
Dems Cranmer 
ta mean aap Shy 
Flavanarel aon Fi 


Yavin 


and U сүн 
‘ot Bata seu. 
Dol hanna Scout" 


ang ШУ bot nathanna 
Scout 


Havokar Smuggler" 
Havar Smuggler 


ze ma | 
ge" 


СЧ 
— and TEY Matakana 
бати 
—and TEY Matakaman 
(eter 

— and VIE Manakaman 
leder 

Veo Brigado Rect 

— ang Ш оо tiamana 


Acher 
Garan aep kauen 


Dwarven Skimiser 
Dwarven Skirmisher 


Even Sumner 
Buma umme 
Even Shimane 


798 


а 


з 


от. 
EES 


Draw an ега card at е dome Purchased trom 
Trader (50 Crowns) _ 


combined strength ol al his or her 
Cose Combat units в 10 or more 


Gwent Ouest Collect em All 


PROVINCE (TERRITORY) RELATED QUEST 


SCOWTAEL: UNIT CARDS (38) 


Ranged Unit Hero rent Quest went Ouest Od Pais 

ose Combat Nero and Morale Secondary 

UW бю — жшше A Dangerous Game 
. | prem enge wo ses Fee 

Ranged Ut | Morale Boost | Secondary Ovest Noord биле) TL sided 
Siege Unit Scorch: Sege Won from à Gwent Player ‘Newey ad (билемда) Gwent Quest: Collect em AN! 
Son nta fe Won from a Gwent Paper From | wert Ouest Collect em A 
Ranged Unt | — Won from а Gwent Puryear Fandom. Gwent Ouest. Collect em Ай! 
fae ia ole Wen trom a Gwent Payer forc (Bret Ouest бле oman 
ELM m" "HH un 
ome Rega SERENE ets шыш 
an ange nM КА aerem Teens (OH and WO Secondary 
ad fangen он Won rom à Get Payer (Т ert Ouest Оле om At 
An Ae won tom a Owent Payer ат Gwent Quest: atc өт 
CIA Purchase tom Under (10 rows Nova бшш Gert Ouest c om At 
Cone СОН | Muster Won from a Gwent Payer Pandom Gwent Quest Colect ‘om Al! 
Cote Comba | ute һем ron War (10 Crown) ovat isl bes Ovest Cet‘ A 
Cose Combat ы Purchased ram Trader (20 Crowes) e Ort Ouest Ct om A 

эя Ы iun а | 
EAM Purchased from Trader (10 Crowns) Novigrad umi Ny) — | Gwent Out Collect em Al 
бс н Parcas fm ader 20 O — vert Quest dae nin 
ange d Purchased iom Trader (20 Crowns) Novigrad (stis ee Ouest Collect ‘orm AN! 
Lua er = | Purchased from Trader (20 Crowns), Мор bn Cl, Gwent Quest Ойт un 
Ош Cat |_ Purus ron ndr (20 own) нум Cy GM | Gwent Quent d 
Lure i бей оп Ve (20 Crowns) dees Оз (Silverton) Gwent Quest: d em ANI 
Cove Combet |. Purchased rom Trader 20 Gowns) N OF, Gent Quest Catt m Ai 
Ranged Unit — Won from a Gwent Payer Random. went Ouest. Collect em Al! 
еер Parcha ron ои 00 Cos) NOVI OM ON Gyr ut Com A 

оз A ‘Won tron à ment Payer Fandom бе Quest Cec em At 
Cone Core | tustar Purchased trom Trader (10 Crowns) Novigrad (Our iy) Сте Ouest Collect em AM 
Come Сотой мы Won fom a Gwent Payer Panom ‘wert Quest: Collect "om AI 
Cove Cab м po e өүөү 
Ranged Unit — Won rom а Gwent Player Random Сеит Quent. Collect ‘em AN 
Ringed Unit | Muster ‘Purchased from Trader (10 Crowne) S (Ал S Gwent Quest: Collect ет AW 
Range Unt Muster Won tom à Gert Payer [s] ert Ouest Conect em Ан 
TungedUnt | Muster Won rom a Gert Payer fandom wert Quest Cet em 
буюм — | Won rom a Gwent Par пет Greet Quest Colec em Ан 
Ranged Unt мек Won from a Gwent Payer een ert Quest Ойна om AN 
‘Ranged UN. Мес | Purchase om Trader 20 Crowns) Novigrad (Grassy К) Owert Ouest Colect em AI 
Noga Су err 
— Made Pct ton eme Sa se, eus a en A 


| Novigrad (Grassy Knol) Gwent Quest Big Oty Players 


Secondary Ouest | Novigrad Cty (Gidor) | Secondary Quest High Stakes 


© You start with is cand. 


The keeper at Cunny of he Goose 
| Scola Tae! Trader ot Forest (west of Farcomers, 


| in woods) at quest 


Zotan da at те Rosemary and Thyme 
Vernon Noche, Temerian Partisan Hout 


“nui Zoo's house during ques, or Zoltan Chi at 
end of quet. 

Reward trom tne concerned dru ftr quest, 

in Gedy 


[gere e c eoim 


ward fr beating the Elven Merchant of he Traveling 
Orcus Camp (outside Carsten) 


Bevor tor ong an opponent random) | 


Reward tor boning an opponent (andony 
1 
Susta e alor o Kao role Harbor 
“The rhe of The Golden. ‘OR Tho Een | 
En an au 


OR a5 a quest reward from a gardon Chest. | 


Reward fr beating an opponent (random 
йен for beating an opponent random) 


The inkoop of The Golden Sturgeon OR Tho ven 
Merchant of те Traveling Circus Сат (outside Carsten) 


| Reward lor beating an opponent (random) 
The inkeep Seven Cats кю 


| 
Se те M The Kingfisher inn OR The Un 
Merchant of the өмү) Cc Camp (outside Craton) | 


“Sopan te nee, he chemin 
the | at The Kingfisher Inn OR The Elven 

— oe camp 

The inkoop at Seven Cats tn 

| Stjepan the окр, atthe Alchemy inn 


Marquise бетим at Passio OR The Elven Merchant 
of he Traveling Circus Camp (outside Carsten) 


| he rep ol The Golden Surgeon ON ro Een 
eror ne ve Cro Gne ata C 


| Omer the квр at The Kingfisher Inn OR The Even 
Merchant ot th Traveling Ств Carp (outside Carsten) 


енй tor eating an opponent (random) 


at Pasion OR The Even Merchant 
us Camo (outside Cartan) 


| Reward tor beating an opponent andom) 
зират me kept eMe m 
Reward for beating an opponent (random) 
| rower r — 
Reward tor beating an opponent (random). 
The nko cala arbor 
‘Reward lor beating an opponent (random) 
vor tor beating эл opponent Vanden) 
Reward for beating an opponent (random) 
Reward for beating an opponent (random) 
| The tncheeper at Cunny of the Goose 


Olver the опкер at The Kingfisher nn OR The Even 
Merchant ol he Traveling Orcus Camp (outside Carsten) 


Marquise 
‘ofthe Traveling 


CARD НАМЕ 


AXI] og tar’ 
N crach an crate 


CARD NAME 


ЧЫЛ ушн 

WIE] can An Cate Wario 
1007 con An cra warrior", 
AIC] conj Gator 
XI] War pw 

007 ИН 
AIT roi 
d 
1007 con provar Archer 


AI] coo provar veter. 


NIE] con Dimun Prater 


VIE] одие maciran 
ЧЕЛ Donar an rnaar 
TT vosy 


CARD 
VALUE 


CARD. 


A (TERRITORY 


TAINED (COST) 
SKELLIGE CLANS: LEADER CARDS (2) 


PROVINCE 


‘Unis ont lose halt 
‘heir values in bad Won trom a Gwent Payer. 
weather conditions 
Hane graveyards 


sacar ple) back 
gard ove) Dack | Base Deck (Bod and Wine) 


dor bot payers) 


‘CARD 


ARO. | CARD ABILITIES 


E (COST) 


SKELLIGE CLANS: UNIT CARDS 


10 Range Unt Hero Вии Dock Boos anû Wn) Gara of Rv (oud 
^ | Ranged Unt Нес and Maréroeme | Won from à Gwent Payer Toussaint Franco) 
в роса Base Deck Вк and Wine) Онай of Rea (о) 
i рер Base Deck (Воо and Wea) | Garait ot fva (ou) 
„ Fame at ont Bond Base Deck (Воо and Win) Gera ot Avia (ou) 
— Bond поиска шене) Cerar ot Ra Noh 
„ Pome combat Tont nong Base bo Blood and Woe) Gara ot via (bul 
6 | Siege unt | Tight Bond Base Deck ood and Wns) eee Ra bu 
6 | Sege nt Tnt dona Base Deck co ans Woe) | Garut of Riva Ou) 
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THE GWENTLEFOEKO 


THE NORT 
G ENDORS AND PLAYERS: OVERVIEW 


Аз you embark on your adventure, and in particular, Gwent Quest: Collect ‘em All, it is well worth pinpointing every single card you can obtain in a detailed manner, 


from every single vendor and player (all 159 of them!) This section details where to find the following: 


(8) GWENT VENDORS 


Gwent cards you purchase from Traders are listed. Look for traders (who are 
marked throughout the Atlas and in this section) with the 3) icon by their name. 
These traders are responsible for selling (or giving) you 122 of the total number 
of Gwent cards (excluding the Innkeeps in Toussaint selling you random cards, 
which cannot be tracked). There are 29 different Vendors to find: 


* Two аге available in White Orchard. 

* Six are available in Velen (No Man's Land). 

* Eight are available in Novigrad (City and territories). 
* Five are available across the Isles of Skellige. 


* There is опе "vendor" of sorts in the Duchy of Toussaint (Blood and Wine Expansion); 
"Count Monnier who hands you the base Skellige Clans deck (24 cards!). 


© All of the seven Innkeeps throughout the Duchy of Toussaint have a 

supply of over 20 random cards from the four initial decks. The exact cards vary 
throughout your adventure, and the pool of cards you could find at these vendors 
is listed on the previous pages. For the purposes of this guide, these random 
cards do not count toward your card totals. You can carry, but not use, multiples 
of the same card over and above the number available in the preceding chart. 


© GWENT PLAYERS (SPECIFIC CARDS) 


Specific Gwent cards you win by challenging (usually named) Gwent players 
(who are marked throughout the Atlas and in this section) with the ©) icon by 
their name are also listed. There are 55 different players with specific cards to 
hand over: 


One is in the Royal Palace in Vizima. 
Five are available in Velen (No Man's Land), with a total of six cards to hand over. 


Ten are available within the walls of Novigrad City, with a total of 13 cards to 
hand over. 


Twelve are available outside Novigrad City, in the countryside and in Oxenfurt, 
with a total of 13 cards to hand over. Included is the “loose” card in Brunwich. 


Six are available across the Isles of Skellige, with a total of seven cards to 
hand over. There's also a Skelliger you need to kill for one card, too. 


20 are available throughout the Duchy of Toussaint (Blood and Wine Expansion). 
А! grant you cards from the Skellige Clans deck (though King Bran is only 
awarded once, and two possible players have him). 


These traders are responsible for you gathering 60 of the total number of 
Gwent cards. 


| As some players may travel to different parts of the Northern Realm (for example, | 
Lambert the Witcher could be found in Kaer Morhen), and other cards may appear | 
during Secondary Quests, the optimal location tor each player is listed. 


© GWENT PLAYERS (RANDOM OR NO CARDS) 


Random Gwent cards you win by challenging a Gwent player (usually a vendor, 
and marked throughout the Atlas and in this section) with the © icon by their 
name are also listed. There are 66 different players with a random card to 
hand you 


* One is in White Orchard. 

Fifteen are in Velen (No Man's Land) 

Seventeen are in Novigrad City. 

Seven are outside Novigrad City, in the countryside and in Oxenfurt. 


Twenty-six are available across the Isles of Skellige. 


. 


Four are available throughout the duchy of Toussaint (Blood and Wine 
Expansion), but they don't have a (random) card to give you; play them for 
practice or after betting money. One of the four Toussaint players, Barnabas- 
Basil Foulty, is the majordomo at the winery you can own, and acts as а 
practice player. You can choose the exact deck faction, and strength of his 
hand, without having to outlay (or win) any funds. He's great for practicing 
against! Another three Toussaint players are found during the Gwent 
Tournament in Toussaint; these seven folk are only interested in either 
passing the time or betting for money. 


With the exception of the Toussaint players, each player offers you one card 
‘only when you beat them for the first time. This means you must visit (and beat) 
а minimum of 52 of the 66 Gwent players (outside Toussaint) to obtain all the 
randomly-given cards. Also included are two "loose" cards found іп a garden 
chest in Beauclair (Toussaint), at the end of a Secondary Quest. 


[7] GWENT VENDORS AND PLAYERS: 


The remainder of this section is devoted to precisely pinpointing each Gwent 
trader or player across the Northern Realms. 


© O O THE GWENTLEFOLK OF WHITE ORCHARD 
@ ELSA, INNKEEPERESS ОЕ WHITE ORCHARD 


Elsa is the Innkeeperess inside the tavern of White Orchard. You speak to her 
during Main Quest: Lilac and Gooseberries. Her cards can be purchased at any 
time (if you leave White Orchard for Velen, then return, Elsa leaves and you must 
find Bram the Rescued Merchant instead), 


© ALDERT GEERT, SCHOLAR OF WHITE ORCHARD 


Aldert Geert is the assistant professor in contemporary history at Oxenfurt 
Academy. He is the scholar that teaches you the basics of Gwent (if you agree 

to listen to him). Win a game, and claim The Zoltan Chivay card. If you miss the 
Tutorial with Aldert, and he isn't here, search at the Hanged Man's Tree (Signpost) 
in Velen for it. 


BRAM, THE RESCUED MERCHANT OF FERGUS GRAEM THE JOURNEYMAN ARMORER 
WHITE ORCHARD OF CROW'S PERCH 


Nearest Signpost: Woesong Bridge 
Specific Location: West of bridge, entrance to White Orchard village. - 


Nearest Signpost: Crow's Perch 


Specific Location: Within the Baron's fortified courtyard. 
Available Cards (Price): Catapult (50), Blue Stripes Commando 120), Available Card: Random 
Crinfrid Reavers Dragon Hunter (20), 
Foltest: Lord Commander of the North [501 What would this dwarf say to a round of Gwent? When he's not moaning to his 


betrothed (Yoana), or crafting items, he's ready to play. 


This is the merchant you and Vesemir saved from the griffin during Main Quest: 


Lilac and Gooseberries. He becomes the seller of Elsa's Gwent cards once the YOANNA THE MASTER ARMORER OF 
Inkeeperess of White Orchard moves to Novigrad CROW'S PERCH 

THE GWENTLEMAN OF THE Nearest Signpost: Crow's Perch 
? ROYAL PALACE IN VIZIMA Specific Location: Within the Baron's fortified courtyard. 


Available Card: Random 8 


NILFGAARDIAN NOBLEMAN 
Care to play some Gwent? Wanna the Skelliger is the brains behind the operation 


Nearest Signpost: Royal Palace in Vizima 1 at this smithy, and she's a mean Gwent player to boot! 
Specific Location: On a bench in the main [exterior] courtyard. — E 
Available Card; Foltest: The Siegemaster THE BLOODY BARON, PHILLIP STRENGER ЗЕ 
5 
ES 
When you're strolling about the lavish palace of the Nilfgaard, sit down to play with Nearest Signpost: Crow's Perch a 
the Nilfgaardian Nobleman. Win, and he has a specific card to grant you. Don't be put NM ./ Y 68 
off by his talents; just come back later with a better deck if you can't beat him yet! Available Card: Sigismund Dijkstra (Gwent Quest: Velen Players) ы 
ӯ THE GWENTLEFOLK OF VELEN Expect to be tested by the Bloody Baron when you challenge him to a game 
(NO MAN'S LAND) before the conclusion of his questline. If the Baron is "indisposed", go to the 


Crow's Perch Notice Board, read the parchment entitled "Gwent: Looking for New 
Players", and visit the Baron's study inside Crow's Perch, opening a tiny box on 


CROW'S PERCH TERRITORY аа 


THE AMATEUR BLACKSMITH ОЕ BLACKBOUGH 


MUDPLOUGH TERRITORY 


Nearest Signpost: Blackbough 5 
Specific Location: The Blacksmith’s forge, southwest area of the village. INNKEEP AT THE INN AT THE CROSSROADS 


Available Card: Random 


Nearest Signpost: Inn at the Crossroads 
Specific Location: Inside the Inn 


Challenge the blacksmith to a game of Gwent to secure another random cas 
your collection, Impera Brigade Guard [20], Nausicaa Cavalry Rider (20), 
Emhyr Var Emreis: The Emperor of Nilfgaard (50) 
THE MERCHANT OF BLACKBOUGH ‘Available Card [Gwent game]: Menno Coehoorn (Gwent Quest: Playing Innkeeps) 


Nearest Signpost: Blackbough ^ 
Specific Location: Merchant, main thoroughfare by the Signpost. — 0 
Available Card: Random 


The Innkeep at the tavern in southern Mudplough territory has a quintet of 
cards to spend your hard-earned crowns on. Once you speak to him about the 
Baron, you can buy his cards. After beating Olivier the Innkeep at the Kingfisher 
Inn (Novigrad City), return and challenge him to conclude Gwent Quest: Playing 
Innkeeps, to claim his unique card; Menno Coehoorn 


Hankering to play a round of Gwent? Then challenge this merchant of 
meager wares. 


TRADER, CROW'S PERCH VILLAGE GRAYROCKS TERRITORY 


THE ARMORER OF MULBRYDALE 


Nearest Signpost: Crow's Perch 

Specific Location: In the lower village, just through the main gat 

Available Cards [Pricel: Zerrikanian Fire Scorpion (50), Impera Brigade 
Guard (20), Nausicaa Cavalry Rider (20), Albrich (10) 

Available Card (Gwent game]: Random 


Nearest Signpost: Mulbrydale 


Specific Location: Person in Distress, riverside hut, southwest of Signpost 
Available Card: Random 


Nilfgaardian soldiers and Slavers have recently kidnapped the Armorer of 
Mulbrydale, and have him behind bars, inside a riverside hut southwest of 
Mulbrydale. Slay the slavers, taking a key that opens the. Meditate (or wait for 
at least two hours) before returning to Mulbrydale, where the armorer should 
have set up shop. 


Gwent? Play this trader for his random card, and continue to keep your collection going. 
Then pursue the quartet of cards he's selling, and bolster your deck even further. 


THE QUARTERMASTER OF CROW'S PERCH 


Nearest Signpost: Crow's Perch 
Specific Location: Within the Baron's fortified courtyard. э 
3 


— 


Available Cards (Price): Decoy (20), Nausicaa Cavalry Rider (20), 
Blue Stripes Commando (50), Cynthia (10) 
Available Card (Gwent game]: Random 


Aside from a quartet of cards to purchase, the Baron's quartermaster has a trick 
or two up his sleeves if you challenge him to a Gwent hand. 
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THE DESCENT TERRITORY 
THE AMATEUR BLACKSMITH OF LINDENVALE 


Nearest Signpost: Lindenvale 


Specific Location: At his forge, on the northern threshold of the village. 
Available Card: Random 


This chap isn’t a particularly difficult adversary to better in Gwent, but his card 
‘might not be all that, either. 


THE MERCHANT OF LINDENVALE 


Nearest Signpost: Lindenvale 
Specific Location: At his stall, close to the Signpost. 
Available Cards [Price]: Poor F--king Infantry (20), 
Etolian Auxiliary Archers (50), Black Infantry Archer [50], 
Heavy Zerrikanian Fire Scorpion (50), Rainfarn (10] 
Available Card (Gwent дате): Random 


Though his stall may be as shabby as the rest of this downtrodden village, he's 
‘some cards to purchase, and another random one to win. 


THE OLD SAGE OF BENEK 


Nearest Signpost: Benek 
Specific Location: Sitting outside his hut, west of the windmilt. 
Available Card: Crone: Weavess (Gwent Quest: Velen Players) 


ai 


Ready yourself for a cunning player, despite the shaggy appearance and slightly 
mad nonsense this seer likes to spew. Claim your unique card from him, if you 
сап beat him in a дате! 


SPITFIRE BLUFF TERRITORY 


THE MERCHANT OF MIDCOPSE 


Nearest Signpost: Midcopse 
Specific Location: At his stall, west of the Signpost. va 
Available Cards (Price): Poor F--king Infantry (20), Crinfrid Reavers 

Dragon Hunter (50), Blue Stripes Commando (50), Morteisen (10) 
Available Card (Gwent gamel: Random 


Bring a few crowns to purchase four different Gwent cards, then win another one 
it you choose to play this merchant. 


THE AMATEUR ARMORER OF MIDCOPSE 


Nearest Signpost: Midcopse 
Specific Location: At his forge, just north of the center of the village. 
Available Card: Random 


This armorer has much to offer you in terms of items to purchase, as well as а 
card you can win from him, if you challenge him to a round of Gwent. 


HADDY THE CARD PRODIGY OF MIDCOPSE 


Nearest Signpost: Midcopse 
Specific Location: By the pile of logs at Ealdorman Bolko's hut. 


Available Card: Vernon Roche (Gwent Quest: Velen Players], 
Eredin: Bringer of Death (Gwent Quest: Velen Players] 


The ultimate player in Velen is a small child named Haddy. He doesn't appear 
during Gwent Quest: Velen Players until you've beaten the three previous Gwent 
fans; The Baron, the Oreton Boatbuilder, and the Old Sage of Benek. 


THE MIRE TERRITORY 
THE MERCHANT OF CLAYWICH 


Nearest Signpost: Claywich 8 
Specific Location: Once rescued, at his riverside hut, southwest ейде ol 
the village. 


Available Cards [Price]: Etolian Auxiliary Archers [50], Black Infantry 


Archer (50), Crin 
Sweers [10] 
Available Card (Gwent game]: Random 


Reavers Dragon Hunter (50), Puttkammer [40], 


The village of Claywich was recently overrun by Bandits; seek out the Person in 
Distress in the Bandits Camp on the large island due east of Claywich. Defeat 
the bandit, obtain the key from one of their corpses, and free the merchant from 
his cage. Meditate (or wait for at least two hours) before returning to Claywich, 
where the merchant should have set up shop. 


THE MERCHANT OF ORETON 


Nearest Signpost: Oreton 
Specific Location: On the stilt hut, on the north side of the visi 
Available Card: Random 


With a shockingly-poor selection of wares, you're better off bettering this halfwit 
in a battle of Gwent. 


THE BOATWRIGHT OF ORETON 
Nearest Signpost: Oreton 


Specific Location: Working on the boats in the marshy harbor. 
Available Card: Letho of Gulet (Gwent Quest: Velen Players) 


Along with the Baron and the Old Sage of Benek, you need to better this 
Boatwright in Gwent before you're able to challenge Haddy the child prodigy 
of Midcopse. 
CROOKBACK BOG TERRITORY (WEST) 

THE MERCHANT OF DOWNWARREN 


Nearest Signpost: Downwarren 


Specific Location: Inside the Merchant's cottage, upper Downwarren. — 
Available Card: Random 


Find the merchant of Downwarren, and play a bout with him. However, he is only 
available before the Baron's men arrive and string him up; if you see his corpse 
hanging by his shop (once Secondary Quest; Return to Crookback Bog has been 
started), you're too late! Don't worry though; there are plenty of other players 

to visit. 


CROOKBACK BOG TERRITORY (EAST) 


QUARTERMASTER EGGEBRACHT OF THE 
NILFGAARD 


Nearest Signpost: Nilfgaardian Army Group ‘Center’ Camp 


Specific Location: In the Quartermaster's tent, by the Notice Board; p 
Available Card: Random 


Visit the far southeastern corner of Crookback Bog, and ask Quartermaster 
Eggebracht if he has any work. Afterwards, one conversation option involves a 
Quick round of Gwent. 


W THE GWENTLEFOLK OR NOVIGRAD 


NOVIGRAD CITY: THE BITS 
INNKEEP AT THE NOWHERE INN 


Nearest Signpo: 


Oxenfurt Gate (Novigrad City] 
Specific Location: Within the Nowhere Inn, northern part of The Bits. 
Available Card: Random 


Ready for a game? The Innkeep over at the Nowhere Inn will challenge you to a 
hand or two, 


LAMBERT THE WITCHER AT THE NOWHERE INN 


Nearest Signpost: Oxenfurt Gate (Novigrad City) 

Specific Location: Within the Nowhere Inn, northern part of The Bits. - 

Available Cards (Gwent Gamel: Triss Merigold (Gwent Quest: Old Pals], 
[Secondary Quest: Following the Thread) 


Prior to the conclusion of Secondary Quest: Following the Thread, visit Lambert 
and attempt to win his card. To heighten your chances, start the quest first, 
continuing it until there's an objective to meet him. Challenge him to а game of 
Gwent. If Lambert is indisposed, try checking his bedside chest in Kaer Morhen 
for the card 


THE LOAN SHARK'S SHOP IN THE BITS 


Nearest Signpost: Oxenfurt Gate [Novigrad City) 

Specific Location: Inside the Loan Shark's Shop, just south of 
Whoreson's casino. 

Available Card: Random 


As well as purchasing a strange book, you can also claim a random Gwent card 
from this seedy fellow. 


THE MERCHANT OF THE BITS 


Nearest Signpost: Oxenfurt Gate (Novigrad City) 

Specific Location: On the raised muddy ground on the main P 
thoroughfare, south of Whoreson's casino. 

Available Card: Random 


What would you say to some Gwent? Say “yes,” and thrash this downtrodden 
fellow for a random card. 


NOVIGRAD CITY: GILDORF 
MARQUISE SERENITY AT PASSIFLORA 


Nearest Signpost: St. Gregory's Bridge (Novigrad City) 
Specific Location: Passiflora brothel, just northeast of the Signpost » 
Available Cards (Price): Mahakaman Defender (20), 

Commander's Horn (10), Catapult (50), Dot Blathanna Archer [10] 
Available Card (Gwent game): Morvan Vhooris (Gwent Quest: 

Big City Players) 


Your old friend Marquise Serenity is more than happy to sell you four cards. 

to bolster your deck. She is an exceptional Gwent player, though she can't be 
challenged during Gwent Quest: Big City Players until you've beaten Vimme 
Vivaldi. This Vendor's cards are only for sale if you didn't purchase them from The 
Elven Merchant of the Traveling Circus Camp (Carsten). 


BERNARD TULLE THE GWENT PLAYER 


Nearest Signpost: St. Gregory's Bridge [Novigrad Cityl 


Specific Location: Passiflora brothel, just northeast of the Signpost 
Available Card: Foltest: The Steel-Forged (Gwent Quest: High Stakes] 


Bernard the Halfling is your first serious opponent to beat during this quest, 
inside the Passiflora. He's a most gracious loser. 


MADAME SASHA THE GWENT PLAYER 


Nearest Signpost: St. Gregory's Bridge [Novigrad City) 


Specific Location: Passiflora brothel, just northeast of the Signpost — 
Available Card: Emhyr var Emreis: The Relentless (Gwent Quest: High Stakes) 


Should you beat Bernard Tulle during this quest, your next opponent is the 
comely Madame Sasha. Face her as part of the Passiflora tournament. 


FINNEAS THE GWENT PLAYER 
Nearest Signpost: St. Gregory's Bridge (Novigrad City) 
Specific Location: Passiflora brothel, just northeast of the Signpost 


Available Card: Francesca Findabair: Queen of Dol Blathanna (Gwent 
Quest: High Stakes} 


А more pompous opponent has yet to be met; beat Madame Sasha to face him 
as part of the tournament, and give him another reason to hate mutants. 


COUNT TYBALT THE GWENT PLAYER 


Nearest Signpost: St. Gregory's Bridge (Novigrad City) E 
Specific Location: Passiflora brothel, just northeast of the Signpost — @ 
Available Card: Eredin: Destroyer of Worlds (Gwent Quest: High Stakes] 8 


Your final opponent in this quest, assuming you beat Finneas, then play a mean 
game of cards against Count Tybalt himself. Win for more than just bragging rights. 


THE MERCHANT OF GILDORF SQUARE 


Nearest Signpost: St. Gregory's Gate ^ 
Specific Location: West side of Gildorf Square, inside the shop by the. 


Notice Board. 
Available Card: Random 


Though this fellow has two strange figurines to sell you (Secondary Quests: Dairy 
of Darkness, the Nobleman Statuette, and the Soldier Statuette), he has no cards 
to part with, except the random one you take from him after challenging him to a 
round of Gwent. 


SIGISMUND DIJKSTRA, AT THE BATHHOUSE 


Nearest Signpost: St. Gregory's Bridge (Novigrad City) 

Specific Location: The Bathhouse, under the raised road south of 
the Signpost. 

Available Card (Gwent game): Esterad Thyssen (Gwent Quest: 
Big City Players) 


‘Sigismund Dijkstra, one of Novigrad's “big four" criminal masterminds, and this 
cunning extends to Gwent. Find him inside his bathhouse, or during quests you 
interact with him. Challenge him to Gwent and claim his unique card. He is only 
available to play during Gwent Quest: Big City Players once you've beaten Vimme 
Vivaldi and Marquise Serenity, Is Dijkstar indisposed? Then the Scoai'Tael Trader 
(in the woods west of Farcorners) has this card. 


NOVIGRAD CITY: TEMPLE ISLE 
PRIEST OF THE ETERNAL FIRE 


Nearest Signpost: Electors’ Square 


Specific Location: On the eastern side of Electors’ Square 
Available Card: Random 


After some slight subterfuge with a priest who is also secretly selling herbs, you 
can challenge him to a game. Come for alchemy formulas and crafting diagrams. 
Stay for the Gwent. 
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NOVIGRAD CITY: SILVERTON [AND NORTH HARBORSIDE) 
THE FOOD MERCHANT OF SILVERTON 


Пегагсћ Square 
Specific Location: Inside the shop building northwest of the Signpost: 
Available Card: Random 


Nearest Signpost: 


Journey deep into Silverton, to the main gathering market, and enter the 
shopkeeper's store via the door to the northwest. Inside, claim your card after a 
ferocious bout of Gwent. 


THE AMATEUR BLACKSMITH OF SILVERTON 


Nearest Signpost: Hierarch Square 
Specific Location: At his forge, northwest of the Signpost. 
Available Card: Random 


Head into Silverton, and make a stop at the sweaty fellow banging his hammer 
оп an anvil. A game of cards is available here. 


THE FISH MERCHANT OF SILVERTON 
Nearest Signpost: Hierarch Square 


Specific Location: At his stall, west of the Signpost 
Available Card: Random 


After inspecting his baubles, you can challenge this fishy fellow to a game 
of Gwent. 


THE INNKEEP OF THE GOLDEN STURGEON 


Nearest Signpost: Hierarch Square 
Specific Location: Inside The Golden Sturgeon tavern, 
west of the Signpost. 
Available Cards (Price): Dol Blathanna Scout (10), Siege Technician (20), 
Mahakaman Defender (20), Barclay Els (20) 
Available Card (Gwent game): Random 


Not only does this innkeep play a mean round of Gwent for a random card, but 
he sells four cards too. They are only for sale if you didn't purchase them from 
The Elven Merchant of the Traveling Circus Camp (Carsten); this is one of two 
places to buy them. 


NOVIGRAD CITY: HIERARCH SQUARE (CITY CENTER] 
THE HERB MERCHANT OF FISH MARKET SQUARE 


Nearest Signpost: Hierarch Square 
Specific Location: Northwest corner of the fish market. 
Available Card: Random 


This chap looks like a Gwent aficionado, though he's not always at his herb stall 
(meditate or come back later). Win a random card from him. 


THE BLACKSMITH OF FISH MARKET SQUARE 


Nearest Signpost: Hierarch Square 
Specific Location: Northeast corner of the fish market 
Available Card: Random 


There's not only sturgeon for sale in this whiffy part of town; a journeyman 
blacksmith is banging his anvil here too. Challenge him to a Gwent match. 


VIMME VIVALDI THE DWARVEN BANKER OF 
HIERARCH SQUARE 


Nearest Signpost: Hierarch Square 


Specific Location: Bank of Vivaldi, western end of Hierarch Square 
Available Card: Vesemir (Gwent Quest: Big City Players) 


The diminutive dwarf в а big-league player. Aside from swapping currency or 
pleading for a loan, you can challenge him to a Gwent game and secure the 
Vesemir card. 


MARCUS THADDEUS KNUT HODGSON 
THE BOOKSELLER 


Nearest Signpost: Hierarch Square 


Specific Location: Books and Scrolls, northern end of Hierarch Su 
Available Card: Random 


After Hodgson recognizes you (and Secondary Quest: Message from an Old 
Friend begins), speak to this purveyor of verbose prose and win a card. 


OLIVIER THE INNKEEP AT 
THE KINGFISHER INN 


Nearest Signpost: Hierarch Square 
Specific Location: Kingfisher Inn, northeast corner of Hierarch Square" 
Available Cards (Price): Mahakaman Defender [20], Havekar Smuggler (20), 
Vrihedd Brigade Veteran (20), Havekar Healer (50) 
Available Card (Gwent game): Tibor Eggebracht (Gwent Quest: 
Playing Innkeeps] 


Olivier the innkeep has four Gwent cards he can part with, if the price is right. 
Buy them as soon as you can, as Olivier becomes embrolled in helping Triss 
during Secondary Quest: Now or Never. He's also a keen Gwent player challenge 
him once you've beaten Stjepan over at the Alchemy Inn (in Oxenfurt). If Olivier 
isn't about any more, find his unique card on the desk in his back room. This 
Vendor's cards are only for sale if you didn't purchase them from The Elven 
Merchant of the Traveling Circus Camp (Carsten) 


THE MERCHANT AT TRETOGOR GATE 


Nearest Signpost: Tretogor Gate 
Specific Location: Inside the circular market just northwest of the c v 
Available Card: Random. 


Standing outside some rolled-up rugs, there's meager pickings from this 
merchant, so obtain a Gwent card from him instead 


NOVIGRAD CITY: HARBOR SIDE AND GLORY LANE 


THE MADAME OF CRIPPLED KATE'S 


Nearest Signpost: Portside Gate 

Specific Location: Directly north of Portside Gate, 
inside Crippled Kate's brothel 

Available Card: Random 


If you aren't interested in the knocking shop services, you can always ask the 
Madame for a quickie. A quickie game of Gwent, that is. 


THE ALCHEMIST MERCHANT OF LACEHALLS 


Nearest Signpost: Gate of the Hierarch 
Specific Location: West and a little north, inside Lacehalls 
Available Card: Random 


Meet the merchant just inside the King of Beggar's domain (knock to get in, 
assuming you've met the King already), He has a card waiting for you if you can 
better him. 


THE HALFLING HERBALIST OF GLORY LANE 


Nearest Signpost: Hierarch Square 
Specific Location: South across the river in Glory Lane, 


northern market. 
Available Card: Random 


Tucked in to the left of Kluhg's store is a small shop with an equally diminuative 
shopkeeper; a Halfling herbalist with an excellent selection of goods, and a 
single Gwent card if you better him in a game. 


ZOLTAN CHIVAY 


Nearest Signpost: Gate of the Hierarch S 
Specific Location: Outside the Rosemary and Thyme, Glory Lane district. 
Available Cards (Rewards): John Natalis (Secondary Quest: A Dangerous 


Game), Fringilla Vigo [Secondary Quest; A Dangerous Game), 
Isengrim Faoiltiama (Secondary Quest: A Dangerous бате] 
Available Cards (Gwent Game]: Eithne (Gwent Quest: Old Pals] 


Your old dwarven friend and reprobate Zoltan Chivay is usually hanging around 
the Rosemary and Thyme, and is always up for a game of Gwent. Challenge him 
in any quests where you have а bit of time to kill, too. 


There are also three unique cards associated with Zoltan, and these can be 
found during Secondary Quest: A Dangerous Game: 


* The Isengrim Faoiltiama card is found in Zed's house (east-west thoroughfare 
in Glory Lane, north of Glory Gate) during the quest, or given as an optional 
reward by Zoltan at the end of the quest. 


* The John Natalis card is is either won from a man named Ваууу in the Golden 
Sturgeon Inn during the quest, or given as an optional reward by Zoltan at the 
end of the quest. 


* The Fringilla Vigo card is either found snooping around upstairs in Caesar 
Blizen's house (south edge of Hierarch Square) during the quest, or given as 
ап optional reward by Zoltan at the end of the quest 

NOVIGRAD CITY: FARCORNERS 


ELIHAL THE GARMENT TRADER OF FARCORNERS 


Nearest Signpost: Tretogor Gate 


Specific Location: The riverside shop just southeast of the Signpost. 
Available Card: Random 


The elven charmer has more than the finest tailored attire about his person; play 
а game of Gwent and win another random card. 


NOVIGRAD: GRASSY KNOLL TERRITORY (WEST) 


SCOIA'TAEL TRADER OF NOVIGRAD FOREST 


Nearest Signpost: Lucian's Windmill 
Specific Location: Northwest of the Signpost, on a raised E 
forested hillock. 


Available Card: Esterad Thyssen [Gwent Quest: 
Cirilla Fiona Elen Rianno (Gwent Quest: Big City Players), 
Francesca Findabair: The Beautiful (Gwent Quest: Big City Players} 


g City Players}, 


A band of roving Scoia'Tael live in the forest east of Portside Gate, and you saved 
their merchant leader in the dim and distant past. Aside from a fine supply of 
glyphs and diagrams, the trader is the ultimate Gwent player in Gwent Quest: 

Big City Players. Win the Cirilla card from him (as well as the Francesca card for 
completing the quest), but only after beating Vimme Vivaldi, Marquise Serenity 
and Sigismund Dijkstra. If Sigismund Dijsktra is indisposed, face the trader to 
win the Esterad Thyssen card instead, 


NOVIGRAD: GRASSY KNOLL TERRITORY (EAST) 
THE INNKEEPER AT CUNNY OF THE GOOSE 


Nearest Signpost: Cunny of the Goose 
Specific Location: Inside the lakeside tavern. 
Available Cards [Price]: Havekar Healer (20), Scorch (50), 


Impera Brigade Guard (20), Young Emissary (20, 
Francesca Findabair: Daisy of the Valley (50) 
Available Card (Gwent game]: Random 


Head inside the questionably-named lakeside drinking establishment, and 
challenge the innkeep to a game of Gwent. He isn't one of the Innkeepers you 
need to challenge in the Gwent Quest: Playing Innkeeps, so expect a random 
card if you beat him. You're here to buy cards too. 


NOVIGRAD: GUSTFIELDS TERRITORY (CENTER) 
THE ALCHEMIST AT THE CHAPEL 


a: 
Nearest Signpost: Oxenfurt Gate А 22 
Specific Location: Inside the small chapel just north of the Signpost, 95 

outside Novigrad City. 43 
Available Card: Random 88 


Pretending to be an apothecary trader, this alchemist is on the look out for 
Eternal Fire zealots. After convincing him he's safe, feel free to play a round of 
Gwent for his card. 


THE INNKEEP AT SEVEN CATS INN 


Nearest Signpost: Seven Cats Inn. 

Specific Location: Inside the Inn 

Available Cards [Price]: Havekar Smuggler [10], Mahakaman Defender 
(го), Decoy (20), Impera Brigade Guard (20), Young Emissary (50) 

Available Card [Gwent дате): Random 


Aside from a choice tipple and succulent meats, the Innkeep at the Seven Cats 
Inn has five different Gwent cards for purchase, as well as а random card if you 
best her at a game. 


THALER THE ERSTWHILE SHOE PEDDLER 


Nearest Signpost: Hanged Man's Tree 
Specific Location: Outside the Troll Cave 
Available Card: Geralt of Rivia (Gwent Quest: Playing Thaler) 


Once you've finished Secondary Quest: A Deadly Plot, find Thaler in the trolls' 
cave during A Deadly Plot and rescue him. You can play Gwent at the quest 
conclusion (either by talking to him, or waiting for him to move to the Seven Cats 
Inn or Nowhere Inn. Is Thaler indisposed? Then consider this card to be out of 
your reach. 


THE GWENT PLAYERS OF VEGELBUD ESTATE 


Nearest Signpost: Vegelbud Residence 
Specific Location: In the formal gardens within the grounds of the estate 
loniy during the questi. 


Available Cards [Gwent Gamel: Milva [Secondary Quest: A Matter of Life 
and Death), Vampire: Bruxa [Secondary Quest: A Matter of Life and 
Death), Dandetion [Secondary Quest: A Matter of Life and Death) 


There are three unique Gwent cards to be won, but only during Secondary 
Quest: A Matter of Life and Death. Visit the Vegelbud Estate with Triss Merigold 
and, during the masquerade ball, look for the Gwent table. This is your only 
opportunity to gather these cards 


* Defeat the first player; the reckless Margrave Vladimir de Cret.to win the 
Milva card. 


* Defeat the first player, then Count бото Seeling to win the Vampire: Bruxa card, 


* Defeat the first and second players, and then the impressive Sir Marius Florin 
to win the Dandelion card, 
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ug THE ELVEN MERCHANT OF THE 
TRAVELING CIRCUS CAMP 
Nearest Signpost: Carsten 
Specific Location: In the elven circus camp just northwest of Carsten. 
Available Cards (Price) (Number Available]: Gaunter o dimm (20) — 
(if not already won), Emhyr var Emreis: Invader of the North (70], 


Foltest: Son of Медец (70), Gaunter 0'Dimm: Darkness (20), 


Havekar Healer* (50), Mahakaman Defender* (20) (3], 
Commander's Horn (10), Catapult* (50), Dol Blathanna Archer* (10), 
Siege Technician* (20), Barclay Els* (20), Dol Blathanna Scout* (10l, 
Havekar Smuggler* [20], Vrihedd Brigade Veteran” (20) 

Available Card (Gwent gam: 


Someone almost obsessed about Gwent as you are is the elven merchant sitting 
near the fire-eater at the elven circus camp where you recruit Eveline during 
Hearts of Stone: Main Quest: Breaking and Entering. Make sure you visit him, as 
the first four listed cards are brand new, while the rest are duplicates to add to 
ır collection. Challenge him to Gwent for his unique card. The cards marked 
are only for sale if you didn't purchase them from Madame Serenity, the 
Innkeep at the Golden Sturgeon, or Olivier the Innkeep at The Kingfisher Inn (all 
in Novigrad City); this is one of two places to buy them. 


NOVIGRAD: GUSTFIELDS TERRITORY (SOUTH) 


VERNON ROCHE THE TEMERIAN PARTISAN 


Nearest Signpost: Temerian Partisan Hideout 
Specific Location: By a campfire inside the hideout. 


Available Card: Saesenthessis (Gwent Quest: Old Pals] 


Northeast of Oxenfurt in the rocky gorge where the Temerians hide and plan 
revenge for their slaughter, you can find your old friend Vernon Roche. You must 
have beaten Zoltan Chivay first, before Vernon can be asked for a game. 


THE HALFLING HERBALIST IN HIS HUT 


Nearest Signpost: Herbalist's Hut 
Specific Location: Inside the hut 


Available Card: Random 


The Halfling with a passion for innovative gardening methods also fils his time 
with the hobby of Gwent. Challenge him for a random card. 


NOVIGRAD: GUSTFIELDS TERRITORY (NORTHWEST) 


ug 


Nearest Signpost: Brunwich 
Specific Location: On the upper loft of the barn. 
Available Card: Cow 


THE COW IN THE BARN 


Ideally during Hearts of Stone: Main Quest: Dead Man's Party, climb the ladder 
into the upper loft of the main barn building of Brunwich, and use your Witcher 
Senses to find a stray card lying on the wooden palettes near the barrels 

and sacks, 


Nearest Signpost: Brunwich 


A SMALL GAME OF GWENT 


Specific Location: In the grass within the walled village. 
Available Card: None 


During Hearts of Stone: Main Quest: Dead Man's Party, one of the activities you 
сап undertake (as Viodimir) is challenging a group of halflings to a round of 
Gwent. The loser forfeits some cash and gains donkey's ears. Win, and receive 
crowns, but no card. 


u 


Nearest Signpost: Upper Mill 
Specific Location: By the windmill, near the Ofieri tent. y 
Available Cards [Price]: Francesca Findabair: Hope of the Aen Seidhe (70), 


THE OFIERI MERCHANT OF UPPER MILL 


Eredin Bréacc Glas: The Treacherous (60), Gaunter 0'Dimm: 
Darkness (20) 


On the east side of Miller's Lake in the far northeast corner of Gustfields is an 
old mill (one of two in the vicinity). Look for the Signpost, speak to the Ofieri 
Merchant (whom you can start Race: A Swift as the Western Winds or Secondary 
Quest: From Ofier's Distant Shores). You're here for Gwent cards. Three of them. 


NOVIGRAD: SECOND CITY OF OXENFURT 


THE MERCHANT OF OXENFURT 


Nearest Signpost: Oxenfurt Harbor 
Specific Location: The market square in the northern part of Oxenfurt 


{west side] 
Available Card: Random 


Seek out the merchant selling to the wealthy townsfolk of Oxenfurt. Aside from 
the paint you can purchase for a troll in need, you can also challenge the trader 
to a quick game of Gwent. 


THE JOURNEYMAN ARMORER OF OXENFURT 


Nearest Signpost: Novigrad Gate (Oxenfurt City] 


Specific Location: At the armorer's shop, north market. 
Available Card: Random 


This armorer has a host of wares to sell, and can tinker for you, but he's also 
here to provide an opportunity to win a hand of Gwent. 


STJEPAN THE INNKEEP, AT THE ALCHEMY INN 


Nearest Signpost: Oxenfurt Harbor 
Specific Location: At the bar, inside the Alchemy Inn 
Available Card [Price]: Dwarven Skirmisher (10), Mahakaman 

Defender (20), Vrihedd Brigade Veteran (20), Commander's Horn [10] 
Available Card (Gwent game]: Yennefer of Vengerberg 

(Gwent Quest: Playing Innkeeps] 


While visiting Oxenfurt, be sure to head into the main watering hole and chat to the 
barkeep; a Gwent fan named Stjepan. Although he has cards to sell, the real prize 
is winning his Yennefer of Vengerberg card from him, to start the Gwent Quest: 
Playing Innkeeps. Olivier at the Kingfisher Inn in Novigrad is next! 


THE JOURNEYMAN BLACKSMITH OF OXENFURT 


Nearest Signpost: Western Gate 


Specific Location: On the balconied smithy, southeast Oxenfurt 
Available Card: Random 


Toiling over a hot anvil can be stressful; so this fellow likes to unwind with a 
quick game of Gwent. Oblige him for a random card, but only if you win! 


u 


HILBERT THE AUCTION BIDDER 


Nearest Signpost: Oxenfurt Harbor T 
Specific Locat 


Borsodi Auction House, during the Hearts of Stone. 
Main Quest: Open Sesame (Part 1) 

Available Card: Gaunter 0" ım (Hearts of Stone: Main Quest: 
Open Sesame [Part 1)) 


When you visit the Borsodi Auction House in Oxenfurt for the first time during 
Hearts of Stone: Main Quest: Open Sesame (Part 1), spend time before the auction 
starts introducing yourself to Vimme Vivaldi's friends. One is a keen Gwent player 
named Hilbert who asks for a game. This is your only opportunity to win his card. 


u 


Nearest Signpost: Oxenfurt Harbor 
Specific Location: Shani’s Clinic, west Oxenfurt 
Available Card: Olgierd von Everec 


SHANI THE PHYSICIAN 


Ideally after Hearts of Stone: Secondary Quest: A Midnight Clear has been 
completed, feel free to visit Shani back at her clinic in Oxenfurt, and play a round 
of Gwent with her. If she departs before you have a chance for a game, look for 
the card on an upstairs table, 


Nearest Signpost: Oxenfurt Harbor 
Specific Location: The Alchemy Inn 
Available Card: Toad 


OLGIERD VON EVEREC, THE TORTURED SOUL 


Optimally after Hearts of Stone: Secondary Quest: A Midnight Clear has 
been completed, visit Olgierd von Everec at the Alchemy Inn, and after other 
conversations, settle down for a bout of Gwent with the fellow. If Olgierd is 
indisposed, you can claim the card on a bar table inside the Alchemy Inn. 


v THE GWENTLEFOLK OF SKELLIGE 
ARD SKELLIG: KAER TROLDE (NORTH) 


ERMION THE DRUID OF KAER TROLDE 


Nearest Signpost: Bridge to Kaer Trolde* 
Specific Location rand Hall inside Kaer Trolde Keep* x 
Available Card: Leshen [Gwent Quest: Gwent: Skellige Style] e 
"Depending on your questing, Егтіоп may instead be at Gedyneith or the 

Druld's Сатр 


Read the Gwent notice on the board in Kaer Trolde Harbor, and visit Ermion; your 
first veteran Gwent player on Ard Skellig. Challenge him and win to secure the 
Leshen card. Crach an Craite is next! 


JARL CRACH AN CRAITE OF KAER TROLDE 


Nearest Signpost: Bridge to Kaer Trolde 5 
Specific Location: Battlements or inside Kaer Trolde keep. m 
Available Card: Draug (Gwent Quest: Gwent: Skellige Style} 

* Depending on your questing, Crach may instead be at Gedyneith 


After beating Ermion 
the druid at a game of 
Gwent (find him in Kaer 
Trolde, at Gedyneith, or 
near the Druid's Camp 
depending on your 
questing), head to Kaer 
Trolde and challenge 
Crach himself. Win, 
and you secure another 
spectacular Gwent card! Sjusta the Tailor of Kaer Trolde is next! 


JARL "MADMAN" LUGOS OF KAER MUIRE 


Nearest Signpost: Bridge to Kaer Trolde* 
Specific Location: Grand hall inside Kaer Trolde Keep.* 25% 


Available Cards: Vampire: Katakan (Gwent Quest: Gwent: Skellige Style], 
Emhyr var Emreis: The White Flame (Gwent Quest: Gwent: Skellige Style] 
"Depending on your questing, Lugos may be at Kaer Muire, or indisposed. 


Do gulls shit off cliffs? Of course Lugos knows this game! Once you've beaten Ermion, 
Crach, Sjusta, and Gremist, you're ready for the most proficient player in all of Skelige! 
Win against him, and take his Katakan card, and the White Flame card for completing the 
quest. Б Lugos “indisposed”? Then try searching his bedroom at Kaer Muire for the card. 


THE JOURNEYMAN ARMORER OF KAER TROLDE 


Nearest Signpost: Bridge to Kaer Trolde 
Specific Location: In the north armory battlements across the bridge 
Available Card: Random 


Keen to know what has happened to a family member, but just as anxious to 
take you down in a game of Gwent; don’t let that happen! 


THE JOURNEYMAN BLACKSMITH OF KAER TROLDE 
Nearest Signpost: Bridge to Kaer Trolde 1 


Specific Location: In the north armory battlements across the bridge. 
Available Card: Random 


Though he sometimes keeps odd hours (Meditate to midday if he isn't speaking 
to you), the blacksmith sharing the battlements with the armorer is also a keen 
Gwent player. 


JONAS THE INNKEEP OF THE NEW PORT INN 
Nearest Signpost: Kaer Trolde Harbor 


Specific Location: New Port Inn, north of the Signpost, across from. 
the barbers. 


Available Card (Price): Earth Elemental (20), Eredin: Commander of the 
Red Riders (50), Scorch 150), Botchling (10) 
Available Card (Gwent game]: Random 


What smells so delicious? Cooked chicken and pork for sale, but the real 
prizes are four Gwent cards, and another if you challenge and beat Jonas in a 
Gwent bout. 


THE HERBALIST OF KAER TROLDE HARBOR 


Nearest Signpost: Kaer Trolde Harbor 
Specific Location: East of the Signpost 


Available Card: Random 


With a well-stocked shop, the Skelliger herbalist can also pass the time with you 
by challenging you to a round or two of Gwent. 


SJUSTA THE TAILOR OF KAER TROLDE HARBOR 


Nearest Signpost: Kaer Trolde Harbor 


Specific Location: Tailor shop across from New Port Inn. 
Avallable Card: Yaevinn (Gwent Quest: Gwent: Skellige Style) 


After beating both Ermion and Crach an Craite at Gwent, seek out this portly 
tallor in the lower harbor area of Kaer Trolde. Assuming you better him, you're 
rewarded with the Yaevinn card. Gremist is next! 


ARD SKELLIG: SHATTERED REACH 
THE AMATEUR BLACKSMITH OF ARINBJORN 


Nearest Signpost: Arinbjorn 


Specific Location: The smithy at the north end of the village. 


Available Card: Random 


Challenge this friend of Dandelion's to a match and secure another random card 
for your collection. 
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THE INNKEEP OF ARINBJORN ARD SKELLIG: OFRITHRDARL TERRITORY (SOUTH) 


Nearest Signpost: Arinbjorn THE AMATEUR BLACKSMITH OF FYRESDAL 


Specific Location: The tavern just north of the Signpost. E 


Available Cards (Price): Thaler (20), Crone: Whispess (20], Fiend aol. 
Arachas (20) 
Available Card (Gwent game): Random 


Nearest Signpost: Fyresdal 


Specific Location: Inside the smithy hut south of the Signpost. 
Available Card: Random 


Though you may have a little trouble with some hooligans when first entering An excellent selection of goods, and a game of Gwent are possible if you 
this establishment, the Innkeep at the back holds four great cards to buy, and chinwag with this one. 
another random one to win, 
THE MERCHANT OF FYRESDAL 
ARD SKELLIG: WILD SHORES 


Nearest Signpost: Fyresdal 


THE MERCHANT OF HOLMSTEIN'S PORT Specific Location: The merchant stall south of the Signpost, by the shore. 
Available Card: Random 


Nearest Signpost: Holmst 
Specific Location: On the wooden dock; north of the Signpost. 
Available Card: Random 


Though his wares are less than impressive, it's still worth speaking to the 
merchant so you can challenge him to a Gwent bout 


Hides, a map, a variety of fish, and cotton. This trader also has a random Gwent ARD SKELLIG: FYRESDAL TERRITORY 
card on his person if you beat him at a game. 

THE MERCHANT OF KVALHEIM ISLE 
ARD SKELLIG: SNOW GIANT'S ARM 


Nearest Signpost: Palisade 
THE JOURNEYMAN ARMORER OF KAER MUIRE Specific Location: The Person in Distress to the south of Blandare, — 
in the Unmarked location “Kvatheim Isle” 
Nearest Signpost: Kaer Muire Available Card: Random 
Specific Location: Inside the grounds of the fortification. 
Available Card: Random If you rid Kvalheim Isle (actually the settlement on the west side of the lake), the 
Herbalist offers you goods and a game of Gwent afterward, 


“The sea provides,” so says this armorer. But you're willing to bet your Gwent 
prowess can provide more than just some rusty gauntlets and bleached diagrams. АВО SKELLIG: RANNVAIG TERRITORY 


THE JOURNEYMAN BLACKSMITH OF KAER MUIRE THE MERCHANT OF BLANDARE 
Nearest Signpost: Kaer Muire 2 Nearest Signpost: Blandare 


Specific Location: Inside the fortification, by the Armorer. Specific Location: East of the Signpost, in the village. 
Available Card: Random Available Card: Random. 


Clan Drummond are a morose lot, but this chap has a face like a slapped arse. Тһе merchant in the middie of this settlement hasn't a great deal of wares to be 
Either talk more about his demeanor, look at his wares, or cheer him even more thrilled about, but he's prepped his Gwent deck for your arrival. 
up by winning his Gwent card from him. 


ARD SKELLf6: OFRITHRDARL TERRITORY (NORTH) 


ARD SKELLIG: MORSKOGEN FOREST TERRITORY 


GREMIST THE CHEMIST, DRUID OF GEDYNEITH 


THE AMATEUR BLACKSMITH OF FAYRLUND 
Nearest Signpost: Gedyneith 


Specific Location: Usually in or around his cave, north of the Signpost. 
Available Card: Mysterious Elf (Gwent Quest: Gwent: Skellige Style] 


Nearest Signpost: Fayrlund 
Specific Location: Smithy just south of the Signpost. 
Available Card: Random 


Assuming you've completed his related quest (Secondary Quest: Practicum in 


Though the folks in this village are having a Leshen problem, one of the two Advanced Alchemy), you've started Gwent: Skellige Style, and taken cards from 
blacksmiths can distract himself from the terror by playing a round of Gwent, if Ermion, Crach an Craite, and Sjusta the Tailor, you can challenge Gremist to 
you're interested. card battle. 

THE MERCHANT OF FAYRLUND THE CONCERNED DRUID OF GEDYNEITH 


Nearest Signpost: Fayrlund Nearest Signpost: Gedyneith j 


Specific Location: Merchant stall southeast of the Signpost. 3 Specific Location: The cave on the western side of the ancient oak: — | 
Available Card: Random Available Card (Price): lorveth [Secondary Quest: Shock Therapy] 


With a fresh shipment of goods that's just arrived, you can peruse this fellow's Visit the concerned druid with a quest to give you, complete the quest by scaring 
‘wares, or challenge him and win a random card. druid Egill until his voice returns, and receive this exceptional card as a reward. 


AN SKELLIG 
THE AMATEUR BLACKSMITH OF URIALLA HARBOR 


Nearest Signpost: Urialla Harbor 


Specific Location: Smithy, just northwest of the Signpost. 
Available Card: Random 


Whether you'd remove the strange tower from this island or not, the blacksmith 
in the village has a random card for you to win 


THE AMATEUR ARMORER OF URIALLA HARBOR 
Nearest Signpost: Urialla Harbor 


Specific Location: Armorer's Shop, southeast of the Signpost. oer 
Available Card: Random 


Seek a random card, and a good amount of equipment and diagrams from this 
‘armorer whose skill at Gwent is matched only by fine beard. 


THE INNKEEP OF URIALLA HARBOR 


Nearest Signpost: Urialla Harbor 

Specific Location: Inside the tavern, eastern edge of the village 

Available Card [Price]; Arachas (20), Werewolf (20), Scorch (50), 
Elven Skirmisher (10) 

Available Card (Gwent game}: Random 


Come for the roasted meats, and stay for the five Gwent cards you can obtain 
from this friendly shopkeeper. Four are bought, and the (random) fifth card is won. 


HINDARSFJALL 
THE AMATEUR ARMORER OF LARVIK 
Nearest Signpost: Larvik j 


Specific Location: On the mound just northwest of the Signpost. — 
Available Card: Random 


‘Speak to this bearded fellow, and claim a random card if you best him in 
card combat, 


THE MERCHANT OF LARVIK 


Nearest Signpost: Larvik 
Specific Location: Outside the tavern, just north of the Signpost. — 
Available Card: Random 


Standing outside on the narrow end of the tavern is a merchant with the usual 
array of Skellige goods. Pick apart his Gwent game for a random card. 


THE INNKEEP OF LARVIK 
Nearest Signpost: Larvik 


Specific Location: Inside the tavern, northeast of the Signpost. 
Available Card: Random 


This house of warriors (or “tavern” if you're from the Continent) has an іппкеер 
who's ready to battle you in a more cerebral manner. 


THE AMATEUR BLACKSMITH OF LARVIK 


Nearest Signpost: Larvik 


Specific Location: Outside the smithy, on the eastern edge of the village. 
Available Card: Random 


Challenge this anvil-hammering fellow to a quick game of Gwent, and make off 
with his random card. 


FAROE 
THE INNKEEP OF HARVIKEN 


Nearest Signpost: Harviken DNE. 
Specific Location: In the tavern, down the path, southwest of the Signpost. 


Available Cards [Price]: Melker (10), Vampire: Fleder [50], Harpy (20), _ 
Ghoul (10) 
Available Card (Gwent дате): Random 


Though you may have a thirst for gambling, check the Innkeep's stock of Gwent 
cards too and challenge the greasy-haired fellow to a round for his fifth (and 
random) card too. 


THE AMATEUR BLACKSMITH OF HARVIKEN 
Nearest Signpost: Harviken 


Specific Location: Down the path, southwest of the Signpost. 
Available Card: Random 


gy 
Though Hemdall watches over this island, he probably won't be giving this 3 Ё 
blacksmith any help when you beat him at Gwent. E E 

E 
HAMMOND THE SKELLIGER 68 


Nearest Signpost: Trottheim 

Specific Location: At the Shrine to Hemdall in the southeast bluffs of 
the island. 

Available Card: Nekker 


During Secondary Quest: Following the Thread, you are called upon to find and 
interrogate a burly Skelliger named Hammond. Find him in Faroe. He's a fighter, 
not a player; kill him and his cohorts, and loot the Nekker card from his corpse, 
SPIKEROOG 

THE INNKEEP OF SVORLAG 


Nearest Signpost: Svorlag 
Specific Location: Inside the tavern, south of the Signpost. 


Available Cards (Price): Ice Giant (10), Arachas (50), 
Vampire: Ekimmara (20), Foglet (10) 
Available Card [Gwent дате): Random 


Though there's some initial confusion over the type of entertainment this tavern 
offers, further chatting with the Innkeep reveals a quartet of cards to purchase, 
and a fifth (random) one to win. 


THE AMATEUR BLACKSMITH OF SVORLAG 


Nearest Signpost: Svorlag 
Specific Location: The forge just east of the Signpost. 
Available Card: Random 


Face this smithy in Gwent combat and obtain yet another random card to add to 
your collection. Gotta Collect em All! 


THE MERCHANT OF SVORLAG 


Nearest Signpost: Svorlag 


Specific Location: On the beach, standing under the open hut. 
Available Card: Random 


After mooring your boat, stroll along the harbor of Svorlag to find the merchant, 
and best him to gather another random card for your deck. 
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THE GWENTLEFOLK OESFOUSSATN/IS 


VEDETTE AND SANSRETOUR VALLEY 
THE INNKEEP AT THE SILVER SALAMANDER INN 
pe 


Available Cards: Over 20 random cards, marked with the @ symbol, in 
the list on page 782. 


Nearest Signpost: The Silver Salamander Inn 
Specific Location: Inside the Inn, once the area is liberated. 


This vendor has been scared off by around a dozen Bandits from the nearby Hanse, 
and this location is an Abandoned Site. Once you liberate it, feel free to purchase a 
variety of (random) cards from this Innkeep. 


THE HERBALIST AT THE HERB STORE 
(CASTEL RAVELLO) 


Nearest Signpost: Castel Ravello Vineyard 

Specific Location: Inside the Herb Store in the peasants' quarter ubt 
the manor. 

Available Card: Clan Brokvar Archer 


This Herbalist has ingredients to purchase, but her real passion is playing a mean 
hand using the Nilfgaardian Empire deck. Find her behind the main mansion, in 
the peasants’ area, 


BARNABAS-BASIL FOULTY OF CORVO BIANCO 


Nearest Signpost: Corvo Bianco Vineyard 
Specific Location: Inside the Manor house, or standing oii ИЙИ 
Available Card: None 


Barnabas-Basil is in charge of the daily running of your deeded winery, and he's 
also a splendid fellow to practice Gwent with. Though no wagers are involved or 
cards awarded, you can request he plays with any of the five factions, at one of 
three skill levels for practice 


THE BARBER AT TOURNEY GROUNDS 
Nearest Signpost: Tourney Grounds 


Specific Location: Barber's Tent. 
Available Card: Skellige Storm 


The only Barber in the land with a deck of Gwent cards (Skellige Clans, 
specifically), visit him for a trimming, but not a fleecing. 


THE INNKEEP AT TOURNEY TAVERN 


Nearest Signpost: Tourney Grounds 3 

Specific Location: The Tourney Tavern near the lake. — 

Available Card: War Longship, over 20 random cards, marked with the 
@ symbol, in the list on page 782. 


You can challenge the Innkeep to show you her Scola'tael deck. She also has а 
random assortment of cards from the first four factions, if you're in need of some 
quick card-gathering of non-Skellige Clans cards. 


THE BLACKSMITH AT TOURNEY GROUNDS 


Nearest Signpost: Tourney Grounds 


Specific Location: Blacksmith's Forge 
Available Card: Young Berserker 


Along the main thoroughfare is a raised area where the blacksmith is tending to 
his forge. He uses Skellige Clans; challenge him to win. 


— 
THE ARMORER AT TOURNEY GROUNDS 


Nearest Signpost: Tourney Grounds 


Specific Location: Armorer's Tent 
Available Card: Skellige Storm 


Close to the Blacksmith, and within spitting distance of the main arena, is a man 
who likes his deck stacked with Nilfgaardian Empire cards. 


BARON PALERMIN DE LAUNFAL 


Nearest Signpost: Tourney Grounds 

Specific Location: The Marksmanship Trial during Secondary 0 
The Warble of a Smitten Knight only 

Available Card: None 


Wile away the hours (literally; if you win you get a preferred time of day for your 
forthcoming marksmanship competition) during the aforementioned quest, when 
you strike up a conversation with Palmerin. 


SANSRETOUR MARSH 


THE INNKEEP AT COCKATRICE INN 


Nearest Signpost: The Cockatrice Inn Р 

Specific Location: Inside the Cockatrice Inn. ~ 

Available Card: Clan Drummond Shield Maiden, over 20 random cards, - 
marked with the @ symbol, in the list on page 782. 


Though he has little gossip to impart, he is carrying a card you need to complete 
your Skellige Clans faction. He plays this deck, too. He also has a random 
assortment of cards to purchase, if you want to quickly bolster your first four 
faction decks. 


THE INNKEEP AT THE BARREL AND BUNG 


Nearest Signpost: Flovive 

Specific Location: Inside the Barrel and Bung Inn. 

Available Card: Cerys, over 20 random cards, marked with the @ 
symbol, in the list on page 782. 


p 


Challenge the Innkeep at this watering hole and claim one of the best Skellige 
Clans cards around. This Innkeep uses Northern Realms. She also carries over 20 
random cards from the first four factions to sell. 


THE PRISONER OF TOUSSAINT 


Nearest Signpost: Toussaint Prison 

Specific Location: Inside the jail, during Main Quest: Burlap is the New 
Stripe (Gwent Quest: Using Your Loaf*) only 

Available Card: None (Bread) 


If you've made some crucial decisions previously in the Main Quest, and end up 
spending time in Toussaint Prison, feel free to challenge the prisoner to Gwent. Win, 
and the jail's mouse goes hungry 


BEAUCLAIR 


HIS EXCELLENCY THE AMBASSADOR OF THE 
EMPIRE OF NILFGAARD, MASTER VON HIMM 


Nearest Signpost: Nitfgaardian Embassy 
Specific Location; North of the Embassy, on the Pheasantry terrace, 


during Gwent Quest To Everything - Turn, Turn, Tournament}; during 
the Tournament! only]. 
Available Card: Tournament only 


The semi-finalist in the Gwent Tournament of Beauclair is Master von Himm, who 
as you'd expect, uses the faction he himself is part of. 


COUNT MARTIN MONNIER 


Nearest Signpost: Nilfgaardian Embassy T 
Specific Location: North of the Embassy, on the Pheasantry terrace: 
Available Cards: Skellige Base Deck [Gwent Quest: To Everything — 


Turn, Turn, Tournament!; at the start of the quest), King Bran (Gwent 
Quest: To Everything - Turn, Turn, Tournament!; 
during the Tournament!) 


Count Monnier is your main Gwent man in the Duchy of Toussaint, as he and his 
departed brother invented the Skelige Clans deck! He hands you a base deck at the 
start of the quest. King Bran can be won during the tournament, but only if you haven't 
won it from the Ducal Camerlengo. Monnier uses Skellige Clans; what else? 


HAMAL OGN DANGBAHLI THE OFIERI MERCHANT 


Nearest Signpost: Nilfgaardian Embassy 

Specific Location: North of the Embassy, on the Pheasantry terrace, 
during Gwent Quest To Everything - Turn, Turn, Tournament}; during 
the Tournament! only). 

Available Card: Silver Sword: Blave 


Hamal brings out his Monster deck and makes a side bet at the start of the bout 
that you can agree or ignore; the winner gets a silver sword (lose, and it's the 
one off your back!) 


THE INNKEEP AT THE PHEASANTRY 


Nearest Signpost: Nilfgaardian Embassy 

Specific Location: North of the Embassy, by the lake in Beauclair. 2 

Available Card: Draig Bon-Dhu, over 20 random cards, marked with the. 
@ symbol, in the list on page 782. 


The Gwent Tournament has an Innkeep who can be bettered to build up your deck 
beforehand. She uses the Monster faction. She also has a selection of over 20 
random cards from the first four decks if you wish to quickly improve these factions. 


YAKI RAFIBERG 


Nearest Signpost: Nilfgaardian Embassy 

Specific Location: North of the Embassy, on the Pheasantry terrace, 
during Gwent Quest To Everything - Turn, Turn, Tournament; during 
the Tournament! only). 

Available Card: None, only bragging rights 


This dwarf registers his displeasure at the inclusion of new faction with swearing 
and violence. After he's calmed down, face him after the final in the tournament. 
His Monster deck is no pushover. 


THE HERBALIST AT THE PERFUMERY 


Nearest Signpost: Nilfgaardian Embassy 
Specific Location: Inside the Perfumery 
Available Card: Light Longship 


Though the sniffs and whiffs are more pronounced here than anywhere else in 
the city, you're here to extricate a card from a Herbalist who uses Skellige Clans 
to challenge you. 


THE CAMERLENGO AT THE DUCAL CAMERLENGO 


Nearest Signpost: The Gran'place 
Specific Location: Inside the Ducal Camerlengo at the top ofthe 


cobblestone road near the main Palace Bridge in Beauclair; Knights. 
Dormant Square 
Available Card: King Bran 


If you didn't win King Bran during the Gwent Tournament quest, you can 
challenge this fellow, who also pays you to help his Knights Errant. He uses а 
Nilfgaardian Empire deck. 


PIERRE THE TAILOR AT THE TAILOR WORKSHOP 


he Gran place 

inside the Tailor Workshop, close to the main Palace - 
bridge in Beauclair. 

Available Card: Young Berserker 


Nearest Signpost 
Specific Locatioi 


Adept at sewing and withering put-downs, come to Pierre for more than some 
fancy attire; demolish his Nilfgaardian Empire deck while you're here, too! 


THE BANK CUSTOMER AT CLANFANELLI BANK 


Nearest Signpost: The Gran'place 2 

Specific Location: Inside the Clanfanelli Bank, during Secondary Quest: 
Paperchase only. 

Available Card: Wager only 


When spending an inordinate amount of time securing some funds from 
Beauclair's bank, be sure to agree to pass the time playing Gwent with a 
fellow customer. 


ау 
8: 
THE INNKEEP AT THE ADDER AND JEWELS WINERY 88 
E 
Nearest Signpost: The Gran‘place 28 B 
Specific Location: Inside The Adder and Jewels Winery (Somelier] , Же 


Available Card: Olaf 


A key Skellige Clans card is on offer if you can beat the Vintner at this place, 
which is under the main thoroughfare down from The Gran'place. He uses the 
Skellige Clans deck. 


THE ARMORER AT BEAUCLAIR ARMORY 


Nearest Signpost: Nilfgaardian Embassy 


Specific Location: Inside the Armory. 
Available Card: Kambi (Rooster) 


A skilled molder of metal, and also a big fan of the Northern Realms deck, 
this Armorer gives up à strange Rooster card if you beat him. Note the nearby 
Blacksmith (next door) doesn't have a card for you. 


THE MERCHANT AT DUPONT & SONS 


Nearest Signpost: Metinna Gate 

Specific Location: Inside Dupont & Sons Emporium of Diverse 
Merchandise 

Available Card: Clan Dimun Pirate 


Perhaps you're here to purchase some art for your Corvo Bianco walls? But don't 
leave here without challenging the merchant to bettering his Monster deck. 


THE HERBALIST AT THE HERB STORE OF BEAUCLAIR 


Nearest Signpost: Metinna Gate 


Specific Location: Inside the Herb Store northwest of the gate. 
Available Card: Mushroom 


Though there isn't “mushroom” inside the herbalist's store, this skilled player 
and fan of the Skellige Clans deck can part with more than alchemy ingredients. 


THE BUTCHER OF BEAUCLAIR PORT 


Nearest Signpost: Beauclair Port 


Specific Location: West of The Belles of Beauclair. 
Available Card: Skellige Storm 


The Butcher's is in an alley off the main square where Beauclair's brothel is 
located. Challenge the Butcher to better his Skellige Clans deck. 


Û THE MADAME OF THE BELLES OF BEAUCLAIR ^ CAROBERTA WOODS 
OO THE ARMORER OF FRANCOLLARTS 


Specific Location: Inside t 


Available Card: Mu 


Work your way through the bevy of strumpets to reach the madame herself: 

There's time for some show-and-tell before agreeing to challenge her 

Scoia'tael deck. When visiting the village of Francollarts in Caroberta Woods Territory, pay this 
Armorer a visit. He uses the Northern Realms deck. 


GORGON FOOTHILLS 
(D (B) THE INNKEEP OF THE SCARLET CARDINAL INN 


OO THE INNKEEP oF THE RUDDY BRUSH AUBERGE 


Nearest Signpost: Fox Hollow 


rked with the @ 


cific Location: he the Ruddy Bi 


ailable Card: 


the list on pag 


Favoring the Nilfgaardian Empire deck, this Innkeep can be challenged and 


The village of Fox Hollow in northwest Gorgon Foothills s overrun by bandits. beaten, securing one of the many Skellige Clan cards you need to bolster your 
Remove these threats, and this Abandoned Site returns to a thriving hamlet, deck. If you need to increase the potency of your first four faction decks, seek 
complete with a tavern, and an innkeep more than willing to sell you his out her (random) collection of cards to purchase, too. 


(random) Gwent card collection. 


GWENT: COMPLETE CARD PLAYER LIST 
The following chart reveals the specific location of each Gwent vendor or player, segmented by type (Vendor, Specific Player, or Random Player), in case 
you quickly need to find someone to play a round of Gwent with. 


NAME OF CARD HOLDER PROVINCE (TERRITORY NEAREST SIGNPOST RELATED QUEST POWERFUL CARD 
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T PLAYERS (RANDOM OR NO CARDS, ( 


Joumeyman Armorer of Kaer Trolde 


The Journeyman Blacksmith of Kaer Trolde 


denas he hee ofthe New Port n 
Kaer ae Harbor) 


The Herbalist of Kaer role Harbor 


The Amateur Blacksmith of Arab 


The Journeyman Armorer of Kaer Muire 


The Journeyman Blacksmith of Kaer Muire 


JHE 


The Herbalist o Kvalheim se (Palisade) 


E 


The Amateur Blacksmith of Harken 
Tho окоро! Svortag 


The Amateur Blacksmith of Syorag 


MIU Found сив (Garden Crest, 
De Corentin Residence) 
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AIL Gwont cards are related to Gwen! Quest: Collect ет АП. even when not explicitly Ragged inthe Related Quest column 


A WITCHER'S 
TOOLS 


TROPHIES 


ACHIEVEMENTS 
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OVERVIEW 
Whether you're wanting 
to make some quick 
crowns or have a 
particular alchemic 
ingredient you're 
craving, finding one of 
the over 200 merchants 
scattered across the 
Northern Realms and 
the Duchy of Toussaint 
can be a tricky proposition. Until now! The following table reveals the location, 
and many other pertinent details, of every single Merchant from White Orchard to 
Beauclair and beyond! The information on this chart is meant to be a good starting 
point for finding the wares you seek. As you play through the game, the inventory 
and available coin for some merchants will fluctuate. Here's how to read the table: 


Merchant Icon: This shows the icon the vendor is likely to display on your World 
Map, as well as in this guide's Atlas, and reveals the type of crafting the vendor 
is able to provide to you, from the following list: 


Obe) # Brothel 
(Alchemists and Herbalists) © innkeep 
© Armorer © Loans 
© Bank O Tailor 
© Barber Ө Merchants 
© Blacksmith Ө Wandering Merchants. 


Name and Type: If the merchant has a name or distinguishing characteristic 
itis listed along with his or her type, For Armorers and Blacksmiths, this also 
indicates their rank Amateur ("A"), Journeyman ("J"), Master ("M") 

and Grand Master ("GM"). 


Nearest Signpost: This reveals the closest Signpost to the vendor's location. 
Specific Location: This details the precise spot where the vendor is likely to be. 


Money Rating: This reveals how wealthy the vendor is, which is helpful when 
selling to them. As a Merchant has a random amount of crowns on their person, 
ап exact total is not available. Instead, a Money Rating is calculated, as follows: 


n 0 m 
ü 77 Poor 

n 200-409 Below Average 
n 500-000 [77] 
1000:1900 =т=" 
ЕЛ па 


Roach Items: (Rank ж to ж ж * * ж) Indicates equestrian equipment 
(Saddlebags, Harnesses, and the like) you can purchase for Roach. 


MERCHANTS OF THE NORTHERN REALMS 


Repair Kits: Indicates whether the vendor sells Amateur ("A"), Journeyman (“J”), 
or Master level (“М”) repair kits. Armorers sell Armor Repair Kits. Blacksmiths 
sell Weapon Repair Kits. 


Armor: (Rank to жж ж ж *) Indicates the propensity for this vendor to sell Armor, and 
the variety. The higher the rank, the greater the equipment. 


Weapons: (Rank * to жж ж ж ж) Indicates the propensity for this vendor to sell 
Weapons (mainly swords and crossbows), and the variety. The higher the rank, the 
greater the equipment. 


common Items: (Rank x to * * # ж ж) Indicates the propensity for this vendor to 
sell items deemed "Common", such as torches. 


Quest Items: (Name) Indicates whether this vendor has an item required for a quest. 


Upgrades: (Rank * to ж ж ж ж ж) Indicates whether this vendor sells items deemed 
“Upgrades”, such as Runestones and Glyphs. The higher the rank, the greater the 
amount of this item. 


Junk: (Rank * to * s se) Indicates whether this vendor sells items deemed 
“Junk”, such as animal hides. The higher the rank, the greater the amount of this item. 


Crafting Components: (Rank ж to ж ж x * xx) Indicates whether this vendor sells 
items deemed “Crafting Components”, used for your crafting. The higher the rank, the 
greater the amount of this item. 


Crafting Diagrams: (Rank # to # жж # +) Indicates whether this vendor sells items 
deemed “Crafting Diagrams", which you can decipher and construct. The higher the. 
rank, the greater the amount of this йет 


Alchemy Formulae: (Rank # to * * A) Indicates whether this vendor sells 
items deemed “Alchemy Formulae", such as Decoctions. The higher the rank, the. 
greater the amount of this item. 


Alchemy Ingredients: (Rank * to ж ж ж ж #) Indicates whether this vendor sells 
items deemed “Alchemy Ingredients", such as Hornwort, which you can use in crafting, 
The higher the rank, the greater the amount of this item. 


Gwent Cards (For Sale): (# and Number) This person sells Gwent cards (the 
number is shown in parentheses), Buy these at the earliest opportunity. In addition, ай 
of the Innkeepers in Toussaint sell a random number of Gwent cards, which changes 
throughout the game. 

‘Gwent Card (Player): ( ® ): Indicates whether the merchant is a Gwent player or not. 
Note that a few Gwent players may only become available once a Gwent quest is under 
way. Also note that occasionally, Gwent Players may be available, but not hand you a 
card i bettered; these aren't listed. 


Food and Drink: (* ): Indicates whether this person sells Food and Drink, 
for sustenance. 


Books: (#): Indicates whether books (for Lore reading) are available from this person. 


Numbered Footnotes: Items of Note: When purchasing from certain vendors, some 
of the more valuable or interesting items are mentioned here. These include crafting 
components listed as Relics, Gwent Cards, Armor and Swords, special equestrian 
equipment for Roach, and specific armor and weapons you can purchase as a set. 
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Find Yennefer of Vengerberg. 


[Complete Main Ouest Lac and Gooseberies 
(see page 147). 


| Complete Main Quest: A Poet Under Pressure 


the Wild Hunt. 


read this before you get too far into your adventure! 


‘opponent to kill another. Do this 20 times. This. 


чә A Friend in Need Find and free Dandelion. e нап Yes Bronze 15 
| 
Help Yennefer extract. 
Necromancer блп fom a dead | Compete Main Ouest Nameless se page 222) vis Bronze 15 
тап 
Find the Saxons ату 
Ý Family Counselor (сопре tne storyine ae ves Bronze 15 
x Something More Find on E eor ad dad YES Bronze 15 
O — —— = — | is 
t= 
M. |e king is Deas Defeat Eredin. Complete Main Quest: On Thin Ке (see page 272) ves Siver 30 
Ф Passed the Triat ae oe gene FEM no oer on Enay мэн) QUNM No Bronze 15 
Finish the game on the Blood 
ф Ran the Gauntlet nd Broken B Bones “Death 1 (Blood and Broken. NO Ser 30 
кү, 
Walked the Path Ма е бате ое ће en | Fish the game on Hard (Death March) сиу No Gola 65 
т Complete ай Complete all he Contracts in Velen, Novigrad, and 
| Geralt: The Professional | TPE al r NO Bronze. 15 
Compete the subplot bout | Complete he Can an Crate Quests, 
Kingmaker оп page 226, This reward occurs after ves Bronze 15 
* choosing Skellige' new ruler. | Quest: Coronation is completed. 
Assassin ol Kings g part in the assassination | Complete Secondary Quest Reason of State ws — " 
| of King Radovid (see page 266) 
f EERE Compete sl of Keira Mets Quests be jnning 
te Keira on age 171. This тнт occurs 
Ж Friends With bees OTO? Kora Metz storyline on раде y rinm Yes Bronze 15 
[m 
Consult Secondary Quest Brothers in Arms 
244) and complete the necessary steps 
Bopp его mp mee e ee 
ing decisions 
Y Full Crew Morhen forte бабе against. [show De aware tal previous questing decens ves Bronze 15 


Also, Letho of Gulet is not needed. 
GAMEPLAY-RELATED (15) 
Use the Axii Puppet ability (Sign) to force one 


Use be Ai Sign to force one | vious occurs during fights with groups of 
we The Enemy of My Enemy | opponent to kil another. Do perse en io min es ring one of NO Bronze 15 
* their Vitality down to a low level, hen use the Axi 
Puppet on another foe; he quickly dispose ol he 
weakened enemy. 
КИ 10 opponents by knocking them off somewhere 
Ai 10 opponents by knocking | high with the Aard Coax enemies oft by 
Humpty Dumpty otf somewhere high with | igh No Bronze s 
$ беди Son 6 
Swamp ges tow up explosive barrels Use Aard 
3 i Dee hes when a foe is near Feen 
Environmentally the environment (examples 0 Wi үзүү | 
ж wound the foe first, so the environmental No Bronze 15 
Luo include swamp gas, insects, | attack kils them. I'S easiest to retum to areas 
| кер where environmental effects appear 
such as Crookback Bog swamp. 
Make 10 successful Perform 10 effective counterattacks in a row without 
5 Kaer Morhen Trained пагон  — getting hit or paying. Choose foes that are easy to No Bronze 15 
Йй without getting hit ог рату. | parry, such as human Bandits. 
Weaker group fights with Nekkers, Ghouls, humans ] 
lê opponents during опе |су Drowners is encouraged. Leam how to use | 
Aj |anttoucn mist’ tang any damage (except | oigerllcounter techniques oa you. Stet No Bronze в | 
toxicity) and without using | Also, throwing bombs may help to reduce enemy 
| count quickly, as you close a J 
{nite the gas produced bya — | This is achieved using Igni. Apply burning | 
That Is the Dragon's Dream bomb using hay Л n as № быз 16 | 
Ж eee . on rw Cage's oa ai тюп. | 
(Getto character Level 28 to unlock ай the Mutagen | 
Mutant Fil all mutagen siots. slots in the Character Menu, then place any Mutagen No Bronze 15 


Dendrologist 


Acquire all the Abilities in 
one tree. 


Butcher of Blaviken 


Kill 5 enemies in under 


Silver 


30 


Card Collector 


‘Acquire all Gwent cards 
available in the base version of. 
the game. 


Signs, potions, Mutagens, oils, | Contract 
or bombs. 


10 seconds 
Kill 3 opponents in one fight 
using 3 different methods 
D Triple Threat. (€ ves Bronze 15 
bonds crossbow, Signs). 
— 
Defeat Olaf, the Skelige 
Ф |а champion of unarmed combat. Юю o 50 
| Make an opponent sutter- 
| from bleeding, poisoning, 
| We Overkill por ELLA t м Siver % 
| this 10 times. [ees 
and Poisoned Blades (adds to te poisoning chance). 
Remember you can am automaticaly or rana 
Kill 50 human and nonhuman „6 
, и ын ыйлат wi De Wo Bronze 15 
the head with a crossbow bat crossbow. Use bombs, Axi, or Yrden to slow or stop 
foes in their tracks, so your aiming is easier. 
tack counter, cast a Sign, Attack, counter, cast a Sign and throw a bomb (п 
What Was That? land throw a bomb (in any ` | any order) in under 4 seconds. Practice, ideally on YES Bronze 15 
order) in under 4 seconds. — |human or low-level monster opponents. 
Read through the Contract quests section of this 
Kill 2 monsters you have a 
Even Odds 5 NO silver 30 


Defeat Tybalt and win the 


Сор» Secondary ЕТИ ЭННИ 


каков ре Бы TATE 


Gwent Master Gwent tournament held at the No Bronze 15 
E 

Passiflora. pago 400) 

Lets Cook! Leam 12 potion formulae. Peg pation frre (rom merchants or by No Bronze 15 
Collect the formulae for 6 | Collect six bomb formulae (rom merchants or by 

роичи different bomb types. random chests) » Ld 8 

Simply gather these as you. — 

Read 30 books, journals, or раат: 0 sad 

Bookworm ми мш No Bronze 15 
Find and equip ай the 

Armed and Dangerous | elements of one set of No Siver 30 
Witcher Gear. 
Have all possible Place of 

Power Overwhelming | Power bonuses active at the No Bronze 15 
same time. 
Complete al лп 

Brawl Master quests in Velen, Skelige, No Bronze 5 
and piden 
Win all horse and boat races in 

Fast and Furious. —.— м Bronze 15 

discover 
Globetrotter Diener 100 Fast-Tavel вв. poy appear m you gue map Toss m No Bronze 15 


ET 
Munchkin Reach character development | completing quests and other activities. Consult NO Gold 
Level 35. the Level chart on page 60 of the Training for e 
amount of experience points needed. 
|Every Monster Nest is pinpointed throughout this 
Fire in the Hole Destroy 10 Monster Nests {guide's Atlas. Simply look for any Monster Nest icon. NO Bronze 
near you, and bring a good selection of bombs! 
Beat an opponent in fist. 5 
Fist of the South Star fighting without taking damage | Choose the least-competent opponent (in Velen) so NO Bronze 
(excluding toxicity damage). — | the fight goes your way most easily. 


ACHIEVEMENTS: 
AND TROPHIES 


826 


а 4 


Geralt and Friends 


Bronze 


Aln 


Be sure to forfeit it you begin with fewer than 

three heroes in your hand, so you have the tools 
to accomplish this reward. To up the chances of 
in 


но 


Bronze 


* ке 


Striker Сотріее Ве Contract on | complete Contract Shreker (see page 515) Yes Bronze 15 
T 
+ Woodland Spirit 5 8 YES Box 15 
Y Fiend or Foe? Cee Complete Contract: Missing Son (see page 530), Yes Bronze 15 

Ashes to Ashes. [eui „ YES Bronze 15 

The Doppler Effect [990 the Doppler problem | Complete Contract: An Elusive Thef (see page 523). YES Bronze 15 


Atlas for the location of ай Nests, 


Kill the Toad Prince during Hearts of Stone: 
‘Main Quest: Evil's Soft First Touches (see page 286). 


Participate in all the activities 
at the wedding. 


There are ten activities to participate in, and all are 
referenced during Hearts of Stone: Main Quest: 
Dead Man's Party (see page 289). 


in the Painted World. 


Buy all the items put on. There are three items in question, and are all 
‘Shopaholic the block at the Borsodi's referenced during Hearts of : Main Quest: Bronze. 35 
Ez, zd ‘Auction House. ‘Open Sesame (Part 1) (see page 294). 
Recreate all of is nightmares | e аго ee eee 
Curator of Nightmares referenced. о! Stone: Main Quest: Bronze 35 


Provoke all Iris von Everec's 
into 

you at the same time and 

defeat them. 


| Complete Hearts of Stone: Main Quest: Whatever a 
Man Soweth... (see page 309). 


Purchase the Acquired Tolerance ability in the 


a, Be under the influence of 
Alchemy Tree (see page 70), and then pick the. 
4 И M Wet) | ирин сахара teen potons or dscoctons win e least amount No Bronze 35 
Purchase the Атон Deflection abit in the Combat 
5 Kill 3 opponents with their | Tree (see page 63), and defend киски NO Bronze. 35' 
K@ |Retum tb Sende own arrows. ‘blocking just before the arrow Choose 
Camps due to the ol archers. 
oo аа сао rpm 
y area 
s Defeat all the fallen knights |2806 м Bronze 35 
No Bronze ю | 


Bronze 


The village of Blandare (Ard Skellig) or Martin 
Feuille's Farmstead (Gustfields) has a good number 


ХВО; 


ONE 
PC 


of Benek) are both good choices. 


¥ | Moo-rderer Kil 20 cows. of cows to slaughter, Beware of the Bovine Defense YES Bronze 35 
T Force (a Chort that appears if you slay too many 
cows at once). 
7 The mountain slope below Distillery (Ard Skellig), or 
* Rad Steez, Bro! Slide downhil uninterrupted ne hil slope close to the Temple of Livani (northeast YES Bronze 35 | 


[TOTAL (13) 


BLOOD AND WIN 


No quest needs to be active, though Main Quest: 


ACHIEVEMENTS 
AND TROPHIES 


| 


у | The Witcher's Travel to the Duchy 
Envoys, Wineboys (see page 316) should be No Bronze 35 
be — —— undertaken for easy access into this realm. 
Be decorated with the Order of | Complete Main Quest: Pomp and Strange | 
Г Last Action Hero Vitis Vinifera. Circumstance (see page 354). ю Bronze 5 
8 Kling of the Clink Serve time in Toussaint . No Bronze 35 
Finish ай three tournament trials (marksmanship, 
Obtain a flawless victory in all racing 
у, combat, battle with Sir Gregoire) with perfect 
% A Knight to Remember те meine during the | Scores. Consult Secondary Quest: The Warble of the NO Bronze 35 2 
9 y ‘Smitten Knight for more information (see page 443). 
£ Embodiment of the Be given Aerondight by the | Complete Secondary Quest: There Can Be Only One м min 8 
. |Five Virtues Lady of the Lake. (see page 460). | 
Я Complete Secondary Quest: No Place Like Home, 
Use all available options for 
ES Playing House and completely develop and upgrade Corvo Blanco NO Bronze 35 aL. 
developing Corvo Bianco. (see page 242) 
Complete all five Scavenger Hunts: Grandmaster 
Feline (see page 606), Grandmaster Griffin (see 
r | page 605), Grandmaster Woven (see page NO Bronze 50 
| 608), Grandmaster Ursine (see page 610), and 
Grandmaster Manticore (see page 611). | 
Collect al the cards in the complete Gwent Quest: Never Fear, Skellige's Here | 
@ | Have а Gwent Problem | S, tico deck (See page 492), но Bronze. 50 | 1 
2 Help unite the warring 
Ne [nomeo vineyards and have a wine | Complete Secondary Quest Wine Wars ves Bronze 35 
үс? named in your honor. page 45 
OTHER (4) > 
Wear a complete set of Grandmaster Witcher gear 
Unlock the bonus for equipping | from the Feline, Griffin, Wolven, Ursine, or Manticore 
Ф Dressed to Kil а Ве Witcher Gear elements | Schools: сотай the Blood and Wine Scavenger no Bronze 35 Уй 
Hunts (starting on page 604) for more details. 
Complete Secondary Quest: Тит and Face the 
E Strange (see page 476), and begin to unlock. | 
e Weapon "W Develop a тина, Mutagens from the new menu in the Character Panel ю Bronze 5 
| (see Training, starting on page 22). 
This is easily achieved by Using a Northern Wind 
| K Hasta la Vista™ КИ a frozen opponent witha | bomb (preferably against a human foe), then YES Bronze 0 | 


‘crossbow bolt. 


shooting any that are frozen. using а crossbow. 


David and Golyat 


Kill Golyat with a crossbow 
boltto his oye. 


During Main Quest: Envoys, Wineboys (see page 
316), when fighting Golyat, shoot a crossbow into. 
ihe giant's eye before slaying it. 


YES 


3YES/ 10 0% 


37 YES/ 41 NO. 


0 4 
‘As the sheer number of items you can find (or create) on your travels numbers into the thousands, this streamlined section delves into each individual item type, and 
(where appropriate) plucks out the very finest, or recommended variants, so you can aim to equip it to bolster both your prowess and progress. 


For those requiring an exhaustive, overwhelming, and utterly complete list of every single inventory element you can interact with, utilize the searchable online 
eGuide component of this book (free with purchase). It provides updated statistical knowledge of every single item available to you. It allows you to view every type 
of weapon, diagram, crafting material, and all other items you may come across on your travels. It is useful for comparing statistics between multiple weapons of the 
‘same type (for example), and includes all items from the Hearts of Stone and Blood and Wine Expansions. 


The online Inventory chapter provide copious additional information: Examples include the disassembled components each weapon can be broken down into, the 
number of upgrade slots, the usual prices you can sell items for, and a host of other helpful data, including a hint from the venerable Witcher Vesemir! You are 
encouraged to view all the Inventory tables as part of your free eGuide. The following charts and tables are available whenever you wish to access them: 


ITEM DATA 

There are over 2,500 individual "base" items 

‘that you can find during your explorations. 

These are divided into Type (for example, masks, 
miscellaneous items, Gwent cards, crafting 
‘schematics, recipes, junk, armor, oil, or edibles). The 
‘online chart lists them all, along with statistical data. 
Unless otherwise stated, these items are randomly 
found or purchased, and some items (such as masks 
worn by party-goers) may not be accessible to you. 


SHOPS: AVAILABLE ITEMS 

‘Are you wanting to know exactly what each 
merchant, armorer, blacksmith, or other trader has 
In stock? Then consult this chart, which detalls 
every single item a merchant is likely to have on 
hand. The chances of a merchant having an item is 
also listed. 


SHOPS: ITEM LOCATIONS 

This chart lists all items merchants carry, and the 
individual merchants you can visit to buy each item 
from. All told, and including duplicate or similar 
Items, there are over 3,000 items you can purchase 
from vendors across these lands. 


ALCHEMY 

There are over 120 alchemic components you 

сап find or break down, and all are used in the 
making of oils, bombs, and potions. The online chart 
provides a price, weight, rarity rating, as well as 
recipe requirements for every single component: 
Minerals, Alcohols, Monster Remains, Substances, 
and Mutagen Color Changes. 


ARMOR 

There are over 250 different pieces of non-crafted 
armor you can find during your adventure (though 
‘some armor pieces are craftable, armor in this table 
сап be found already complete), The online chart for 
Armor shows the approximate price, the weight and 
quality, durability, number of sockets (fot Glyphs), 
‘and a host of possible bonuses. Not only that, but 
every disassembled component is also shown, so 
you can see what recycled items each armor plece 
breaks down into, These are subdivided into the 
following sections: Armor Casual, Armor Light, Armor 
Medium, Armor Heavy, Relic Armor, and pieces for 
Chest, gloves, pants, and boots. 


ARMOR (CRAFTED) 

‘There are almost 150 different pieces of craftable 
armor, which are acquired after finding a diagram 
with the same name as the listed armor. These 
diagrams are then taken to an Armorer who, if 
competent enough, creates the armor from base 
‘components. The most common (and potent) armor 
of this type is the different “Witcher School" gear, 
which form the basis of the Scavenger Hunt quests. 


The statistical data of this online chart reflects the 
same information as that contained in the Armor 
(поп crafted) chart. These are subdivided into the 
following sections: Light, Medium, Heavy, Witcher 
Sets Human Armor from Hearts of Stone, and pieces 
for chest, gloves, pants, and boots. 


Recommended Armor: New Moon, Witcher Feline, 
Witcher Ursine gear. 


BOLTS 

Aside from the regular bolts for your trusty 
crossbow, there are 14 specialized bolt types you 
сап equip. This chart allows you to compare the 
damage (both normal and special) they inflict, and 
any bonuses they give. 


Recommended Bolts: Harpoon bolt, Precision Bolt, 
Exploding bolt 

BOMBS 

There are eight types of bombs, and three versions 
of each (giving you 24 different bomb types in total), 
and this chart gives a description of each effect 
(both damage and passive) as well as the recipe 
requirements for each. 


Recommended Bombs: Grapeshot, Dragon's 
Dream, Northern Wind 


BOOKS 

There are approximately 280 books to acquire on 
your travels. As many are found randomly, you are 
encouraged to search every location, and purchase 
books from vendors listed as having books for 
sale. Books are subdivided into Monster Tomes, 
Functional Books, Common Books, and Notes 

and Journals. 


CROSSBOWS 

Including variants, expect to find 15 different 
crossbows on your adventures. This chart lists them 
all, along with the attack power, normal and special 
damage caused, and what items you receive if you 
recycle (dismantle) them. 


Recommended Crossbows: Feline, Elven, 
Ofir crossbows 


CRAFTING ELEMENTS 

With close to 300 different base materials and 
elements you can find to craft with, or recycle 
(dismantle) to component parts, this table provides 
invaluable data regarding the different types of 
crafting elements, and what recycled items you 
can claim as well, These are subdivided into the 
following sections: Common Materials, Crafting 
Materials, Metals and Alloys, Monster Remains, 
Other Items, Clutter, Leather and Hides, Рей, Chitin 


DIAGRAMS 

There are well over 400 different diagrams you 

can collect and all have a general use; they allow 
you to create a crafted item from a variety of base 
‘components. This online chart reveals every single 
diagram schematic, along with the item created, 

its value, cost to create, and crafting requirements, 
These are subdivided into the following sections: 
General Diagrams, Repair Kits, Ranged, Stee! 
Weapons, Relic Stee! Weapons, Silver Weapons, 
Relic Silver Weapons, Armor (including gloves, pants, 
and boots), Runestones and Glyphs, and Runewords. 


DECOCTIONS 

Like Runstones or Glyphs, Decoctions directly 
enhance your stats, are drunk like potions, removed 
by sipping on White Honey, refilled during Meditation 
with Alcohols, and can only be crafted, There are 

28 to concoct, and this chart provides descriptions 
of each decoction's effects, toxicity rating, duration, 
and most importantly, the recipe requirements. 


DYE 

Should you wish to make your Witcher Gear more 
colorful, there are a dozen different Dyes you 

can create, as well as a removal should you wish 
to change colors. This chart details the recipe 
requirements to concoct each dye. 


FOOD 

Edibles supply you with a small amount of vitality 
regeneration; wheats and fruits are less potent 
than vegetables, dairy, meat, or fish. Drinks are 
quickly consumed to regain stamina, and juices 

ог milk provides the most hydration. Some edibles 
сап be used in Alchemy and to replenish potions, 
Collectible foods can be sold for an additional price. 
at herbalist or alchemy shops. Certain alcoholic 
beverages add to your toxicity rating and may result 
in temporary blurred vision. All are listed here! These 
are subdivided into the following sections: Alcohols, 
Dairy Products (milk, yogurt, and cheese), Protein 
(including meat, poultry, fish, beans, and eggs), 
Fruits, Nuts, and Vegetables, and Bread and Cereal. 


GLYPHS 

Place a Glyph into a piece of armor you own that 
has a socket in it, and a passive bonus is granted. 
Lesser Glyphs give weak bonuses, but these can be 
combined (or "stacked"), or Greater Glyphs inserted 
for more significant boosts. For this enchantment 
to occur, a Glyph of Infusion must be prepared first; 
which are found by looting containers and corpses, 
ог bought from Armorers or Blacksmiths. There 

are nine different Glyph types, and three variations 
of each (27 in total). The online chart shows them 
all, along with the bonuses you receive, and the 
components you receive if you dismantle a Glyph. 


GLYPHWORDS 

Once the Ofieri Runewright makes an appearance, 
you have the ability to imbue your armor with а 
variety of powerful Glyph and Runewords. A chart 
revealing both Glyphwords and Runewords, their 
Tier, crafting component requirements, descriptions, 
and additional explanations and tips on their use, is 
available online, 


HERBS 

Acting as crafting ingredients, and occurring in all. 
regions of the world (aside from the Toussaint-only 
herbs), this chart lists all 38 available herbs that can 
be picked from a bush, or plucked from the ground. 


HORSE ITEMS 

Your faithful steed Roach has three enhancing items 
you can equip her with, and these are detailed in 
this chart. These don't include Trophies (which 

are also affixed to Roach, but don't augment 

your horse's statistics). These are subdivided into 
the following sections: Blinders, Saddles, and 
Saddlebags. 


Recommended Blinders: Zerrikanian, Undvik, or 
any Toussaint Blinder 


Recommended Saddles; Any Toussaint Saddle 
Recommended Saddlebags: Toussaint Horsebag 


MONSTERS 

Know your foe. The Bestiary is your best friend. All 
of the critical information on the items that work 
against the hordes of creatures you'll face are at 
your personal disposal. Also, learn the creature. 
categories (Necrophages, Relics, Elementals, etc.). 
The online chart's statistics represent the base level 
0! ability for each entity. While these values may be 
modified as you progress through the adventure, 
they make an excellent reference regarding the 
threat level of each entity and the types of damage 
it may deal. 


Additionally, unique variants of some creatures may 
be encountered during quests. Specific damage 
values may vary but each attack is based on the 
base type as described in the online table. Watch out 
for Monster Nests to clear them out and make use 
of the ingredients they carry. This is also serves as а 
source of ingredients for the Witcher gear armor and 
weapons for crafting those items at Blacksmiths. 
When you have the chance to spot an enemy at a 
distance and you know what you're up against, you 
сап pull up your inventory to apply the oils, down 
the potions, and slot the bombs that will help you 
quickly dispatch the dark denizens before you. If it's 
not a specific monster you've encountered before, 
but you think you know what type it is. Apply the 

oil for that enemy type and you'll conquer them 

їп a flash. The monsters are separated into the 
following sections (each listing the enemy s attack 
power, damage, items they drop, specific items, and 
Specific remains): Common Animals, Wild Animals, 
Monster Nests and Bosses, Monsters. 


MUTAGENS 

Mutagens are rare organic ingredients that can be 
obtained by boiling the mashed remains of defeated 
‘monsters with other alchemical components to 
extract the oils and volatile organic compounds 
used to create decoctions. Decoctions can used 

to increase your prowess in combat or to increase 
character stats. See Decoctions for further 
information. Mutagens are also used to bolster 
Character Abilities by selecting the desired mutagen 
slot in the Character Panel. 


Mutagens also form the basis of the Mutations Menu, 
where the most powerful mutations of all are available. 


You can resiot mutagens as needed making it possible 
to always keep the strongest mutagens you posses 
where they will have the greatest effect. Lesser 
mutagens are ideally sold to alchemists and herbalists 
ог used as alchemical ingredients for mutagen potions 
you will craft. Great mutagens, should always be used 
whenever they enhance your build. 


There are two types of mutagens, Lesser and 
Greater. Each type is obtained randomly and can 

be found by looting the corpses of monsters you've 
defeated. Greater mutagens can only be recovered 
from the corpse of unique monsters, generally those 
found when completing Monster Hunt objectives. 


While mutagens can be used to craft decoctions, 
they can also be used to increase player statistics. 
When used in the character menu, mutagens will 
appear using one of three different colors; Red, 
Green and Blue. The Mutagens chart lists all of 
them, including their weight, toxicity, and attack 
power, sign intensity, or vitality bonuses. 


OILS 

Including enhanced and superior variants, there 

аге 36 oils available to you. Oils can be applied to a 
Witcher's steel or silver blade to grant a temporary 
bonus. This bonus will either increase critical effects 
or increase damage dealt against a specific type of 
enemy while the effect lasts. 


Oils must be prepared from alchemical formulas 
using the substances listed in the online Oils chart, 
under Recipe Requirements. This is by far the most 
economical way to enhance your items and allows 
for a great deal of flexibility when preparing for 
multiple types of targets. You can oil your blade 
from the inventory menu, so you can apply a bonus 
during the middle of a fight as desired. 


If you know you're going to be facing large groups 
of humans, slap some Hang Man's Venom on your 
Steel Sword. These are the most common enemies 
you'll face during quests inside the city walls of 
Novigrad, so it's a safe bet to keep this oil active. 
as often as possible when you're not roaming 

the wilderness. 


POTIONS 

There are 42 different potions available to you, 
assuming you count enhanced and superior variants 
of most potions. Drink potions to temporarily alter 
your stats, providing mild boosts to performance 
with little or no drawbacks (aside from toxicity). 
Enhanced and Superior potions are more potent, 
and are usually more toxic. You can drink up to 
three potions, but only tolerate up to 100 toxicity 
points before you're poisoned. While potions cannot 
be purchased, shops are a great source for finding 
new recipes. By learning new recipes, you will be 
able to increase the strength of existing potions and 
unlock new effects to diversify your abilities. While 
itis very economical to brew potions from formulas. 
Most potions require alchemical substances, which 
are obtained from common components found in 
the environment and monster loot. Only a handful of 
high-end potions, like Tawny Owl, require any sort of 
rare alchemical substance like Sewant Mushrooms, 


Certain potions are designed to be used in conjunction 
with other potions. This is particularly true of potions 
that offer powerful buffs countered by inherent flaws. 
in these cases, a second potion can be used 

to compensate any negative effects or eliminate 
them entirely. 


This chart describes the effect of each potion, the price 
you trade it, along with its toxicity, duration, number of 
doses, and the recipe requirements for each. 


QUEST ITEMS 

There are just over 330 items to gather from 
different quests throughout your adventure. This 
chart lists every single one of them, along with 

the region in which they are found, whether they 
reveal a map location, descriptions of the item, 

and whether the item can be disassembled into 
components, as well as what the components are. If 
you're on a quest, or you're checking your Inventory. 
and see an item type called "Quest Item", look it 

up here. These are subdivided into the following 
sections: Essential Items and Quest Items, 


RUNESTONES 

‘These are used to enhance a socketed steel or 
silver sword with a permanent enchantment 

that increases weapon damage, adds persistent 
Conditions to enemies, and augments spell power. 
Remember that once a Runestone is embedded, it 
cannot be removed without destroying the weapon. 
Runestones are crafted from diagrams or purchased 
from merchants. The Runestones chart details 
every single Runestone, revealing the statistical 
differences between lesser, regular, and greater 
Runestones, and what additional conditions (burning 
damage, for example) or abilities are augmented for 
each one. 


RUNEWORDS 

Once the Ofieri Runewright makes an appearance, 
you have the ability to imbue your armor with a 
variety of powerful Glyphwords and Runewords, A 
chart revealing both Glyphwords and Runewords, 
their Tier, crafting component requirements, 
descriptions, and additional explanations and tips on 
their use, is available in this section online. 


TROPHIES 

After completing Witcher Contracts, and slicing off a 
major appendage (usually the head) of a vanquished 
monster, you are imbued with a bonus if you affix 
the trophy to Roach's saddle. This chart details the 
different bonuses you can expect to have, 


WEAPONS 

The mainstay of your non-magical offensive 
capabilities, the weapons chart details over 120 
different blades to skewer, rend, and tear at your 
foes with. The name of the sword is shown, along 
with the price, weight, quality, upgrade sockets (for 
Runestones or Runewords), and the various damage 
ratings each has (from usual slashing damage to 
chances to inflict bleeding, and the like). The origin 
is also noted, so you can cross-reference with the 
merchant chart on page 816 of this guide. The 
component parts of each weapon are also listed, 
‘Weapons are subdivided into the following sections: 
Human Steel, Nonhuman Steel, Human Silver, 
Nonhuman Silver, Relic Steel, and Relic Silver. 


WEAPONS (CRAFTED) 

‘There over 100 crafted weapons you can secure 
diagrams of, and then bring to a competent 
Blacksmith to build, This online chart shows them. 
all, and comes complete with all the statistical 
knowledge mentioned in the Weapons chart 
(previously). Crafted Weapons are subdivided into 
‘the following sections: Human Steel, Nonhuman 
Steel, Relic, Witcher Steel, Human Silver, Nonhuman 
Silver, Relic, Witcher Silver 
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